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And so there came a day like no other. 

























When the very fabric of two universes began to unravel and 
collide. 


And yet, the cause of this disastrous occurrence was 
not a natural one. Rather, it was the result of a most 
‘unholy alliance... | 


...a8 Villains from these two very 
different worlds united with an eye on 
conquering both. 


Their vile scheme would throw their 
respective realities into chaos... 


... Ву meddling with forces 
they could not even possibly 
comprehend. By angering a 
god. 


“Lam that gad. 1... 

Galactus! And now, 

because of this great 
insolence...the FATE | 
OF TWO WORLDS 
-= hangs in the 
balance!” 


BAY 





WELGOME BAGK! 


Ultimate Marvel vs, Capcom 3 is like a director's cut—the definitive version of the gama. 
UMvC3 producer Ayota Miitsuma has said as much himself, indicating that L/MvC3 includes 
ideas and characters his team didn't have time ta cram into original MvG3. Ultimate Marvel 
vs. Capcom Jis bigger, better, with a shinier wrapper. 





That's how we feel about this quide, too. We didn't know how MvtC3 would actually shake 
aut in the wild. We had to sort of rely on our collective, extensive knowledge of previous 
fighting games. After that, we had to guess. 





Readers of the original quide may wonder what's different now, whether we've just trotted 
out the same old pony. The answer is no! No, we didn't. We've re-examined UMvC3 with 

the same attention to detail with which we looked at MvG3... even more detail, in fact. Just 
like everyone else, we benefitted from exposure to the game once it was released officially 
into the unpredictable hands of hardcore gamers, who found many things we (and Capcom!) 
missed. And furthermore, UMvC3 is not just the previous version with a new paintjab. In 
addition to new costumes, missions, and gameplay alterations for avery returning character, 
there are a dozen new heroes joining the fray. That is a huge upgrade! 


Мис released on February 15", 2011. Online, there are thousands of high-level match 
videos, combo videos, tutorials, Mission mode completion guides, viral videos, funny videos, 
salty videas, and all manner of ather media dedicated to the game. The Evolution 2011 World 
Finals, held annually in Las Vegas and organized by the staff of shoryuken.com, set records 
for tournament attendance (in the thousands) and for online stream viewership (in the 
millions). The way is nat quite as dark as it once was for new or inexperienced players. 
















We knew what our opportunities were for an even better quide to accompany an even better 
game. There were things in that guide we would change even without a new game. But there 
is indeed a new game, and with more characters and content, and changes to every existing 
hero, we brought back everyone who worked on the original book, along with three more 
authors to help us make it to the finish lina in an incredibly short time in one piece. 


Эр, we're going a little less easy on you this time. Everyone is acclimated, yes? Our goal 
with the original guidebook was to give a generation of new players, who were mostly NOT 
weaned on 62 and other Capcom arcade classics, a comprehensive primer. Our goal this 
lime is simply ta be as indispensable ta the ШИ fan as the game disc itself. 


We hope you think we succeeded. 
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Quick í Reference 
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RIGHT TOWARD THE PLAYER 2 SIDE. FORWARD | STUS ERE JAS B 
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UMVG3 can ПЁ played with а variety of game ра TER and. oysticks ri th T, or really perhaps | 0 
be trying to super jump in real life) T 0 accommodate all sorts of pote intial Input devi ces, you сап! ome a contol s 


DEFAULT BUTTON CONFIGURATIONS. ES ` 
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| buttons: This removes the risk of ac ee n n у trigge ting: EH: ove Irc ambinatio n 
with stray fingers in the heat of battle | | 
ЕЛҮ Т: MES experiance. many players prefer using a joystick. Havinga” 
wuy great nome stick used to mean going the custom route with old Independent 
companies (1ке MAS Systems, bul nou there: аге excellent, widely avail lable 
oysticks for each console, most notably Variations of the Madi uy Juil LS 
Edition jovstick or the Hori peal be tat Pro VASA ч ААД y: 35A AT | 
from high-quality arcade parts, and they are 
are also extremely friendly "n yes wh iT 
for different parts or cu 10 П aesthetics bust ene eM NR actu 
such as Projet Glan Word, bull custom sticks to client spe ian, or those 
looking far something personally {аПоге dand unique, 


Variations of the excellent MadCatz sticks available since Street Fighter IV, 
which revived the fighting game scene in recent years, have replaced the old 
sight of MAS Systems custom stick (also pictured) as the standard-bearer 
of the modern tournament crowd. Not pictured: Joe Epstein's girlfriend, who 
somehow approves of this. 


While the old custom 
standard MAS Systems 
is now defunct, outfits 
like Project GiantSword 
have sprung up, offering 
custom-made premium 
joysticks. Photo courtesy 
Daniel Maniago. 


— “eee Hori has been a Japanese 

К. i standard-bearer for 
durable, top-shelf joysticks 
for years, Some players 
prefer Hori's recent HRAP 
VXSA/V3SA sticks to 
variants of the MadGatz 
Tournament Edition sticks 
because of the wider base. 
In terms of functioning 
hardware, the sticks are 
virtually identical, Photo 
courtesy Nathan Reach. 
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Simple mode allows spacial 
moves and hyper combos to be 
performed simply by pressing 
single buttons, and chain 
combos can be executed by 
repetitiously pressing the same 
buiton, but the full arsenal of 
attacks for any given character 
is unavailable, The button 
configuration in simple mode 
can be configured to your 

liking. Note that all it takes to 
activate X-Factor in simple mode 
is pressing the chain combo 

and special attack buttons 
simultaneously. This guide 
assumes that the player is using 
normal mode for maximum 
potential. The same strategies 
described for normal mode also 
work for simple mode, but within 
the limitations of simple mode's 
diminished movellst. 
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Limitations versus Normal Mode 











| Chain combo (press repeatedly for D 
combo emulating normal mode O, @, 


: lj summi 


Special attack (press repeatedly to launch then 
super jump and air combo automatically) 


Initial press is always (B ; no access to M) or D) attacks outside of combos. No Re ERES 
chains other than @, ®. (2). Some command attacks missing в 


Cannot choose special move strength. Many special moves missing (some can be 
used with any direction + the special move button) 













Not all hyper combos are available 









Notations: 


Many icons are used throughout this guide to indicate button presses and techniques. DIRECTIONS ASSUME A CHARACTER IS FACING RIGHT. Guarding is always relative to the other 
team's point characler—the enemy's assist behind your point character doesn't alter how you guard. 


Ican 

















® ®. ® 


Description 


Indicates forward, Hold c> to walk forward, tap S> S> (or @ ) to dash 


forward 


Diagonally down-lorward 
Down. Hold Xy to crouch. You must also {арчу before tapping any upward 


direction for a super jump 


Diagonally down-back. Hold 2 for crouching quard when low or mid attacks 
аге incoming 


Back, Hold A to walk backward, or for standing guard against high and mid 
allacks. Tap <в<р jor <a + So) lo backdash 


Up-back, Starts a backward jump. Hold any backward direction to guard while 
airborne 


Up. Starts a jump. Тарху first before any upward direction for a super jump. 
After jump-cancelable actions, like launchers, simply hold any upward 
direction to jump or super jump (the resull is move-dependent) 


Up-torward, Starts a forward jump 


Light attack, ar L 


| Medium attack, ar M 


Heavy attack, or H 


Altack icon. Indicates any of , (y). or @ may be used, Most hyper combos 
require С? (any two attack buttons together) following the right motion: 
dashes can also be performed with S. Many moves allow @® inputs to be 
mashed for more damage 


Special attack, or S 


Partner 1. Partners can ba called while standing or crouching, and during normal 


jumps, flight modas starting fram normal jumps, and during basic attacks starting 
from any ûi those positions 


Partner 2. Partners cannot be called while guarding, nor while executing special 


moves or hyper combos, nor during super jumps or flight modes originating from 
Super jumps 

Partner 1 or2 (but not bolhi). This. is used often in our notation of combos, as 
the right assist for a combo or tactic may be in a different slot depending on your 


| overall team makeup and the How of the match 


Partner 1 + Partner 2, resulting in a crossover combination | the hyper meter has 
at least 1 bar 


Cancel icon. Indicates the action preceding == is interrupted with the 
following action, e.g., crouching) ==> v7 $4 o» + (D 


Icon indicating a move that requires at least three rapid inpuls to activate. Some 
of these moves are sustainable, given continued inputs 


X-Factor. Executed by pressing (B + M+ @ + © all together while standing. 
The activation of X-Factor cancels almost any action, even guarding of most 
hyper combos, and X-Factor itself increases speed and power fora limited time. 
Can only De used once per match 


May Also Be Called 











Offensive jump 








Crauc 


Delensive crouch | 


Delensive jump 


| Oifensive crouch 


1 or A, as a holdover from Tatsunoko vs. Capcom All-Stars, jab or short, as a 
holdover from Stree! Fighter 





2 or B, as а holdover from Tatsunoko vs. Capcom All-Stars, strong ar forward, 
as a holdover from Street Fighier 

3 or C, as a holdover from Tatsunoko vs. Capcom All-Stars; fierce or 
roundhouse, as a holdover from Street Frghier 













Basic attacks, normal moves 


Exchange, as a holdover from MvC3 s pre-tinal development 


Assist 1 


ASSISI 2 


| Team hyper combo, as a holdover fram MvG2. Here, team hyper combo means 


what delayed hyper combo, or ОНС, used to mean іп Mvt? 


Pressing an input rapidly is often called “mashing” 





Don't worry, Nemesis. We'll help you understand. 


The lexicon of fighting game terms has roots stretching as far back as 1991, the year that 
Street Fighter 11: The World Warrior took the arcade world by storm and essentially created 
the competitive fighting game. The popularity of this then-fledaling genre was instrumental 
in ushering in more complex video games in general, and fighting games remain among 
the mast complicated. A lot of information must be understood in order to be successful. If 
you're new to fighting games, or maybe just Marvel Vs, Capcom and the larger "Vs." series, 
this section is designed to clear up any questions on jargon, terms and concepts as quickly 
as possible. For more in-depth discussion, check out the System and Gameplay chapter, 
or consult the sections for individual characters. Many terms included here match official 
in-game terms, but some non-standard delinitions are included. These are appropriated 
from other games, or from the consensus of the competitive community, in the interasts of 
thoroughness and clarity. 


PABARBRPAIGAREBERERREREPBRRB RAE 3314 PROP REPRE ERE ede rudes 


Related to frame data. Active frames are the period of time during which 


active frames ап attack can strike the opponent. After this period, a move enters its 
КЫНЫНЫН EE ЕС VD] Ll a RS ИВ cR NE. NNUS 
advancing Perform by pressing @ while guarding the opponent's attack. 


guard Creates separation from the opposing character, which is invaluable for 


Pott ET Cee ега нія eerie eet te tree oT TPE а р рини рана аан ича TPO TATER TTT TTET ETTET 


PoE ER ee каныша аждаа&&44ьвь&вавы вы ы RR шт=йт===н=титпитин 


PPP Pe ee ЕРЕ eee cere eee eer tee eee eee Perr reer: Ferre ry eT Pee 
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А combo performed in the air, after launching with © special attack. 
During an air combo following a launcher, air Ө (with no direction 

input) causes flying screen and a hard knockdown, while directional 

input + Ө starts a team aerial combo, or TAC. Air combo can also be 
used to refer ta а combo that simply occurs between two characters who 
аге both in midair, but it is usually intended to refer to launcher combos. 


CCC ee i ee re ee юк Б =н=т=т Hemen LE LTTE rir 


air combo 


The ability to alter a character's airborne jump arc by holding <P or 

MES — ыр 52, Mot every character allows for t ne same degree of air control. 
А dash performed in midair. Having extra mobility is never a bad 

thing. Some characters can airdash in any direction, but others can 

only airdash backward, forward, or both. Gharacters like Morrigan and 
Amaterasu have irregular airdashes, while characters like Firebrand 

and Rocket Raccoon have special moves that amount to airdashes, The 
ability to airdash opens the door for movement techniques like triangle 


air contral 


airdash 


BRRBERESBREAABSTSSABAR$dddddüEPbPPRSRERRERRERERARERRAR"SARZHEGA2AAGRRARR4RRReER- SERA odd RP Ohman RRNA ESE 


midair ta continue the air combo, Combos using air exchange hits to 
swap heroes are called team aerial combos, or TACs, May also be called 


FESS ETFO EEE ee ee oS Eee a ia е ааваа pe oe eee ааа ашаа pei ewe Wee we ee eed eddie tasa 


Air recovery occurs in place automatically with no input, but GZ ог<2 
can be held to choose a direction in which to recover. Gharacters who 
are recovering are invincible, and crossover assists can be called. After 


Throw performed air-to-air. Accomplished with air? ora> + (D. 
Some characters have midair command throws. Usually leads to а hard 
knockdown and thus an OTG opportunity. 


Poe oR eee see ees PPP PrP eae PPP ®ЕЖ Pe Le ee ФЕ eee eee ee ee ee ee 


air throw 


BARGGRGRSRREFERARERGSESERBESAERIPETFASSAEEFPRPRERPRRPPRREBRBRPEREHESEHEEHEHHETANTHTYZYTEFITHREEUEPLEREEHEEREREEEHZHRHEUZNEHZHIZSIE шац а иа иаш внер 


ends up baing the third character оп a team (unless the third character is 
forced inta the mix earlier by a three-stage ТАС/ТНС, a crossover atlack, 


anchor ога Snap back). In UMvC3, with the potential of many characters and 
the incredible boost of level 3 X-Factor, even a last-hera-standing cannot 
be counted out, so building around а solid anchor can make all the 
БИРР NS difference. Hope for the best... plan for the worst. uu — 
тее Any attack or action used to stop а jump-in or otherwise counter an 


Елан тнеш нон БОБ Беек а + eect Pe eee cere ee наи ава аша даа ee ee в БББ 


the Greek alphabet: alpha—cy, beta—D. gamma—^y. Assist types 
are further described by their characteristics. Shot type means that the 
character fires a projectile or beam, while direct type means they attack 


BERRA RMR jm mR Raa RFR RRR 4RGTPREPODRERRERBRSRRASAIRAAQ4ACRRRRRRBRRBRRRSHdESBSddddidd4dihkPPFRhrthrhhthhhRbnabhukRhk 


Bë i ht Ши ята аакка cr PTT Pe eee ret er rir irc rrrcr re Teer rer rrr rer err errr eet rer rr erst rT Te Terre rs cr кан eee Tere er eee er ee ee eee 


backward dagh ^ quick backward movement, accomplished wih a orca + OO. 
Usually just called backdash. 


backward jump A defensive leap away from a foe. Tap VS. to jump backward. Tap" 
first for a backward super jump. 


BrPFEPRRaRRRReRRhRITAqAIBSSRESHRESREERPERESEBREESHSSEIHHEdER OP RP eee ea CoC c CeCe ee Te Tree ToT ЕЕЕ БЕ ЕРЕ 


An attack performed with just (B, (m. or (D . Differs depending on 
whether standing, crouching, or airborne. Basic attacks can be canceled 
into one another with chain combos; they can also be canceled with just 
about anything else, including command attacks, special moves, hyper 
combos, and crossover combinations. Some characters can even cancel 
basic attacks into jumps, dashes, or airdashes, opening new avenues for 
offensive pressure and combo potential. Basic attacks can also be called 
normal moves. 


basic allack 


WRAARRRRRRRREASASARRRARRE GE dq кшз Gd PR rd RE PS REP re Pee eee eee eee eee ee ce eee ee 


projectiles. Beams usually hit many more times than projectiles, and 
they disappear instantly if the beamer is counterhit in the act of firing 
beam the beam. When beams clash with other beams or projectiles, they'll 
exchange durability points from the opposing beam or projectile every 
frame for a certain number of frames, until one or the other is depleted 
.. 0f durability points and thus destroyed. 
Synonymous with MURR e ЖИНИ S rl 
Damage taken from an attack even if guarded. Most special moves 
and hyper combos, and even a few basic attacks, inflict block damage. 
Block damage is sometimes also called chip damage, or just chip. This 


PepHsHEBdS dd bhbbtebPithbbhbhddtbthsááüHüükhhhhhàànavi 


EC WES 


‚какка + dasBERBRREERRRGAS 


block damage 


fb bo bbs Pete bdo ониби eee ee виа ай паи eee БЕР SESE ee ee NNNM EE Em NUR UR RR ааай, 


ee ee rr eet eer ee er ee eee eer er ee te eee eee ee eee PITATTEPPEFFFFEEFFITITERE: 


butler _.........f@ferred to as their bread and butter, or “BNB” es 
A break away is a throw escape (sometimes called a “tech throw"). A 
throw can be broken by inputting <P or» + @ within 7 frames 

of being thrown. Note that command throws cannot be escaped! Aftar 


a break away, both characters end up next 10 each other in a neutral 


break away 


CCC ee ee errr ieee rrr te ror IE 


action to also count for another; used frequently in cancels and combos. 
Buffering can also refer ta entering the command for your next action 
while a current action is still underway. In both instances, you're taking 
advantage of a game engine feature that allows inputs to account for 


ИЕС ee EP Pe 
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another action. This is key to lots of advanced gameplay and combos 

in general. "Cancelable" is often used as a characteristic of important 
attacks; for example, a move that is "jump-cancelable" can be interrupted 
Hil stale caused by certain attacks, in which tha victim is snared, unable 
to act or guard for several seconds, and thus vulnerable to a combo. 
Examples of moves that induce this state include Spider-Man's Web Ball, 
— .1í]Z[V[ügneo's throw, and Magneto's Hyper Gravitation, ————— 
A string of basic attacks, canceled inta one another. The ultimate rules 
are Character-dependent and fall under a few archetypes, but generally, 
attacks can always be chained upward in strength, and they can almost 
always chain to special attack. Chain combos are accomplished 
simply by pressing the button tor the next basic attack while the currant 


capture 


chain combo 


ФФ ee Te rarer Ьа влш йъв ьи е баи Pe ee ee Раи н ри ни нй ЕШ ил лт ra ee RN 


and throws, are at close range. Close-range combat is usually focused 
an mix-ups between overheads, low attacks, and throws, each of which 
„АӨ be gaalt with ИНА: IRR 


close range 
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tooo eee Pee 


command 
throw 


BEBERBARRBELALLÁUEZSBÉESÓQAEZER 


corner 


ee Te rr 


corner-only 


Cee rd 


counter 


сезаз HEH 


counterhil 


assist 


Crossover 
attack 


Crossover 
combination 


crossover 
counter 


BbübebeiT*s Феб та нв EEEE] 


CrOss-up 


шишаввв а es Pere re Teer 


crouching 


Lite ee eee eee re cr] 


CC a) 


damage scaling 


BdbeRdd44448 ER hb Rd аа 
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A sequence of attacks that is guaranteed if the first attack is not guarded. 
Works because OF Mitan.” semen 
A special move throw that requires a motion ta accomplish. Command 
throws cannot be escaped, and they sometimes have other properties 
that distinguish them from normal throws, such as increased range, 
damage, or follow-up opportunities, Normal throws grab on the first 
frame, while many—but not all—command throws are slower to activate. 
Same command throws (like Thor's Mighty Hurricane Н, or Wesker's 
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cornered opponents сап no longer move backward, are usually 
susceptible ta larger combos, and have limited, predictable options 
for escaping the corner. Advancing guard, normally a cornerstone of 
defense, is also much less effective when cornered. Being cornered is 
generally bad, unless you are intentionally going for something like a 
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Counter can refer generally to any action that is used to reverse 
the opponent's intentions, or specifically to refer to special moves 
that deflect incoming attacks, such as Wesker's Tiger Uppercut or 
Amaterasus Solar аге. sss icu lon — — 
Striking the opponent while they try to attack results in a counterhit. 
Counterhits do not have an across-the-board damage increase in LAVES 
as they do in most fighting games; rather, counterhils create 2 additional 


frames of hitstun and occasionally cause special hit states on a case-by- 


‚ Every character has three assist types, which dictate the attack 
they perform when called, Assist type also dictates which hyper combo 
they perform during a crossover combination, Crossover assists are 


Accomplished by holding EAA . |f available, the requested partner tags 
in with à quick overhead attack before becoming the point character. 
Parformed by pressing . Requires one bar of hyper combo gauge 
for every partner participating. Depending on how many characters 
remain, and how much hyper combo gauge is available, one to three 
characters come on screen simultaneously ta perform hyper combos 
together. The hyper combo each character executes is dictated by their 
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Accomplished by blocking, then inputting С> + CEA | One bar of 
hyper combo gauge is consumed, and the chosen ally tags in with a 
TIGE LLL EL URN I ee eee NT 
An attack that must be guarded in the opposite direction. Gross-ups are 
usually set up by jumping just over an opponent's head, so that you 
cross over at the last second. Cross-ups are particularly effective when 
used against a character forced to fall in after their teammate is knocked 
A ducking position accomplished by holding any downward direction. 

A crouching character is a shorter target than a standing one, but he or 
she is susceptible to overheads and certain “pass-through” tricks that 
don't work on standing characters (for example, Hulk's forward dash 
actually passes over many crouching characters). When crouching basic 
attacks are required for combos, we'll notate “CROUCHING” or "CR." in 
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Knuckle or her Focus Attack. The target slumps slowly to the floor and is 
vulnerable to continued punishment on the way down. Victims hit during 
“A safely feature innate to combos wherein successive hits deal a 
dwindling percentage of base damage. Prevents combos from being 
totally overpowering. Damage scaling is considerably lessened with 
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A quick movement. Dashes are vital to covering distance quickly, 
regaining positioning after being pushed back with advancing guard, and 
keeping your competitor on their toes. Can be accomplished either by 


tapping SA <P огс> >. or by pressing <A orb» * TD 
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delay 
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points 
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empty jump 
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fireball 


mumbo 


light 
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Hight cancel 
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Delaying move execution either to hit-confirm before continuing a chain 
combo, or to bait the opponent into attempting to attack. Coaxing the 
opponent to stick out attacks when they don't really have time to do 

so is called a frame trap, and this is a prime way to cause counterhits. 
For example, if your opponent guards your opening of crouching G, 
crouching WW, yet they do not use advancing guard to push you out, 
you can recognize this and wait longer than usual before chaining into 
@ very late. Challengers who see the small gap and attempt to take the 
initiative back with a poke of their own end up eating the late chained 
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your opponent's. The opposite of advantage. See also frame advantage/ 
frame disadvantage. Usually expressed as a number, for example, a 
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A hit state created by certain moves, such as Haggar s air 4» * Ф, 
that counterhils a standing opponent, or She-Hulk’s V “o> + H) 
command throw. The victim reels, stunned and unable to act until dizzy 
ends. Victims cannot mash inputs in order to shorten the dizzy period, 
and it is also unaffected by hitstun decay, 
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The result if both teams have an equal percentage of life remaining when 


determine what happens when projectiles of equal projectile priorily 
collide, When two projectiles or beams of equal projectile priority 
collide, they mutually deplete each other's durability points frame after 
frame (by a set amount per frame—the actual durability points value— 
which varies per projectile) until the loser projectile is destroyed and the 
victor projectile continues forward as normal. The winning projectile will 
have a depleted reserve of remaining durability points, which becomes 
relevant if another projectile is encountered. 
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A jump performed without any attack. Usually followed by a fast 

low attack upon landing. Since most jumping attacks are overheads 
(meaning they must be guarded while standing), an opponent's 
defensive reaction to recognizing a jump should be to quard standing, 
which makes them susceptible to low attacks. 
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The power to fly is possessed by many members of the cast. Flight 

modes are both started and stopped with V7 [2 <0 + ©. The 
properties of flight are slightly different depending on whether flight was 
activated during a super jump, or from a normal jump or a standing 
position. Mobility is increased during flight, at the cost of not being able 
to guard, Flight ends naturally after roughly two seconds (character 
depending), after using air © alter receiving a hit, after particular 
moves, or after another input of" £2 <2 + ©. The startup of flight 
and its manual cancelation can both be used to cancel basic attacks. 


` Canceling а basic attack into flight, or using the manual cancelation of 


flight to cancel a basic attack. Some characters can use flighi-canceling 
ta prolong air combos, or to suddenly switch from ground attacks that 
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Ability possessed only by Rocket Raccoon and Storm. Hold £? in midair 
ta slow their descent. As a consequence of this ability, these characters 
can execute extremely fast air overhead attacks just off the ground; see 
their chapters for details. _ 
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The unique event that occurs after launching the opponent with © , then 
ending the subsequent air camba with air ©). The character struck by 
the combo is hurled to the graund in a hard knockdown, and the screen 
shifts quickly as the aggressive character falls downward to catch up. 
Since flying screen leaves the victim in a hard knockdown, OTGs are 


character's range, in which players try to poke, counter-poke, and score 
knockdawns. The "Vs." games are unique among fighters in how much 
this takes place in the air as much as on the ground, thanks to the aerial 
mobility exhibited by so much of the cast, and because of the flexibility 
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Refers to directions toward your opponent. This guide assumes your 
character is on the lett side of the screen (often called the 1P side), 
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An aggressive movement toward the opponent, Accomplished with 
с> orc» + GYD. Most characters can cancel their dash at any 
time with most actions, but a few characters can only cancel their dash 
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frame 


frame 
advantage 

/ frame 
disadvantage 


_ The ga game’ s unit. of time measurement, 60 frames | is equal to опе second, „ 


Most encounters in the game result in опе character ready іо act slightly 
before the other. Being able to act before your opponent is called frame 
advantage, or simply advantage. When your competitor can act first, 

you are at a frame disadvantage, or simply disadvantage. The concept of 
frame advantage or disadvantage can be expressed with a number—for 
example, +6 would indicate a frame advantage of +6, meaning you can 


„act six frames before the opposition. 


frame irap 


intentionally placing very small, educated gaps in an offense so the — 


opponent has time to stick out an attack, just in time to be counterhit. 
You want these gaps to be very small, just a few frames; long enough for 


Уи rival's attack to startup, but not long enough for it to be active. — 
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mich.. 


ground bounce 


_ Synonymous with bug. T 
Hit slate in which a character is ricocheted forcibly off the ground. - 
Victim is vulnerable to further punishment, Only one ground bounce is 


... normally allowed per combo, though exceptions to this rule exist. 


ground recovery 


After knockdawns at ground level, the target springs back up to their 


feat instantly and automatically. By holding <P or >, this recovery 
can be directed, Victims are momentarily invincible while recovering 


. irom the floor, and crossover assists can be called. 


guard 


guard break 


A critical defensive action that negates some ог all of the damage ш 


sustained from incoming attacks. In the air, guarding is accomplished 
simply by holding any backward direction, relative the opponent's point 
character fê «9 , or VS , it doesn't matter. On the ground, you must 
choose to guard either standing by holding <= ‚ ûr crouching by holding 
m. Standing quard will block incoming high and mid attacks, while 
crouching guard will block incoming mid and low attacks. Guarding is 
not impenetrable—unguardable attacks and throws ignore guard. Also 


called blocking. —— a 
In previous Vs. series titles, speaking very generally, characters could - 


only act once per normal jump. This meant that characters who attacked 
while normal jumping were then unable to guard until landing; more 

significantly, it meant that characters who guarded something in the air 
and then stopped guarding could not guard again until landing. It turned 
out to be very easy to create situations where this was exploitable—take 
every single time a partner character fell in to replace a knocked out 

point, for example. However, in ШИС, normal jumps are not restricted 


„inthe same way, and guard breaks аге по longer a threat, 


guardslun 


The period of time a character spends stuck ina defensive animation — 


while successtully guarding. While engaged in guardstun, the only 
actions possible are crossover counters, advancing guard, and 
X-Factor. Characters stuck in guardstun cannot be thrown until the fifth 


„trame after guardstun ends. 


guessing game 
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hard knockdown 


"Any situation where you cannot be sure "what will happen, and you are = 


forced to take a quess. It is beneficial to set these situations up in your 


; „favor, and avoid them yourself, 


“An unrecoverable knockdown that creates ап OTG opportunity by forcing 
the victim to lie still for a moment. OTG-capable attacks can strike fogs 
who are lying prone, Hard knockdowns occur after most throws, some 
special moves and hyper combos, and after © launcher combos that 
end with ©) special attack, Victims of hard knockdowns eventually 
recover in place like after a knockdown, or they can opt to roll to one 


Side or the other by holding <> ora>. 


high attack 


hitbox 
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hit confirmation 


С An attack that strikes crouching opponents and must be guarded — ~ 


standing. Commonly called overheads. Most air attacks are overheads, 
along with some command attacks, some special moves, and 
. Akuma—*y and С. Viper a assists. 


Hitboxes are hidden engine mechanics that dictate how interactions — 


between characters play out. They're called hitbaxes because of their 
rectangular appearance in most fighting games, but in UMVC3, they are 
actually “hitovals” rather than hitboxes. There are three types—attacking 
hitboxes, which dictate the area of an attack that can actually impact 
the opponent; defending hitboxes (sometimes called "hurtboxes"), 
which dictate the areas of a character's body that can actually be struck: 
and push hithoxes, which dictate how characters push against or pass 
around one another in physical space. Hithaxes are not visible to the 
player, and they are not necessarily tied directly to the animation of a 
given attack or the posture of a character. 

Visually confirming that an attack is successful before initiating follow- 
up attacks. Crucial to avoid putting yourself at too much risk when 


. attacking and to avoid wasting opportunities. Also called verification. - 


hit stale 


Certain attacks cause types of hitstun that is different than the 
normal reeling animation. These states include capture, crumple, 
hard knockdown, ground bounce, spinning knockdown, stagger, 


..and wall bounce, 


hilslun 


„Greates or perpetuates a combo, Also called hitreel, 


hilstum decay 


. Gapture-type moves or dizzies, are immune to hitstun decay. uu 


The period of time a character reels after being struck by ап attack, No 


actions are possible during hitstun. Being struck again during hitstun 


salety mechanism in place to help prevent the infinites that have (to = 
а degree) characterized the Vs. series up to this point. As hits pile up 
ina combo, eventually a threshold is crossed where the length of time 
that hitstun lasts begins to degrade (character and situation depending, 
this usually begins after 6-12 hits, with less leeway for ground and 
normal jump combos than super jump air combos), This dwindling 
hitstun naturally makes combos harder as they go on, eventually making 
it impossible to continue. Works hand-in-hand with damage scaling 

to somewhat limit the potential of combos. Some hit states, such as 
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Tha apex of a character's power is deployed during a hyper combo. 
Hyper combos require bars from the hyper combo gauge—most hyper 
combos cost one level, though some characters have mare powerful 
level 3 hyper combos. Phoenix has a unique hyper combo that activates 
automatically if she is knocked out while possessing five bars. As 
haldovers trom Street Fighter, sometimes also called supers or ultras. 
Most hyper combos deal direct damage to the target, though some hyper 
combos are intended to enhance abilities for a limitad period of time or 
activate other effects. Team members can chain hyper combos one aiter 
апше while also lagging out with team hyper combos, or grum 


hyper combo 


Meter at the bottom of the ¢ screen that deine how many lavale of 
energy you have available far use on powerful techniques. Built up 
primarily by interacting with your rival, with hits or blocked attacks. 
The hyper combo gauge powers hyper combos, level 3 hyper combos, 
crossover counters, snap backs, team hyper combos, crossover 
combinations, С. Viper's EX special moves, and Phoenix's Dark 


gauge 
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А never- ending somho. Hitstun decay i in ÜMvC3 prevents most 
infinites in the traditional sense, though inevitably some infinites are 


infinite still possible, whether because of experiencing increased speed during 
X-Factor, using special moves that ignore hitstun decay, or employing 

шани, À d remely exacting AU НА eM Seem m, e 
instant No attack is truly “instant,” but some air basic attacks performed just 
overhead after leaving the ground for a jump do a good impression. sse 
udgment When a match ends by time-out, with neither side having won outright, 
sss E Winner is determined by remaining vitality. This is called judgment. 
juggle Jargon referring to a character striking an opponent who is in the air, 
ааа A UGK in aerial hitstun, Used in very тапу, if not most, combos, |... 
JUME... SEE погта! jump and super јштр. ааа 


Refers to canceling an attack with a jump of same sort. Everyone can 
super jump cancel Ө on hit (but not on block) simply by holding 
au upward direction. Some characters have basic attacks that can be 


jump cancel 
/ super jump 
cancel 
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2 air ‘attack performed while jumping or flying at à ШОО 
opponent. Usetul tor putting on pressura, beginning combos, and 
Рет term far canceling : a move very quickly after 
activation, within a fraction of a second. Frequently, this is done 
before a move even perceptibly animates, Properties of the move 
canceled can sometimes be transferred to the follow-up move, such 
ОИС ee ооо OE ЖЕШИН ТМИН VERTS IO 
А knockdown is when a character is either knocked off their feet 

on the ground, or off-balance in the air. After being knocked down, 

a character automatically either air recovers or ground recovers, 
depending on proximity to the earth. The stricken character recovers 

in place automatically; they can also be directed to recover forward 

or backward by holding S> or A, Not every knockdown is created 
equal... while most moves cause knockdowns that lead to recovery 
after just a moment, some knockdowns last much longer before 

ihe character recovers. In these cases, the reeling character is still 
vulnerable. Once the recovery portion of a knockdown begins, reeling 
characters are then invincible until they are able to act (assists can be 
called during recovery, though). Hard knockdowns are an effect, distinct 
from knockdowns, in which the stricken character does not recover 
immediately and is instead susceptible to OTG-capable attacks while 
lying prone. Guessing games employed against recovering adversaries 
are called okizeme. 


Peer eC ee tee eee ere er ret Teer TEETETTIIN 


knockdown 
follow-up бупп with OTG. 


Hold «co ort while taling knocked down to use Ek oui recovery 
to rise from the floor in the desired direction, Without directional input, 
characters recover in place. Gharacters are invincible during knockdown 


knockdown 


knockdown 
recavery 
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A e combo that leads to o. which launches the opponent. Fan 

here, you can hold any upward direction to super jump cancel © 

then you can continue with an alr combo [with “auto super jump" set 
launcher combo tO ON under operation mode options, you can simply hold down © 

to launch and then super jump automatically}. Air combos that start 

with Ө launcher and end with air Ө cause flying screen and a hard 

knockdown. Air combos that start with Ө launcher then proceed to a 
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А powerful hyper combo that requires three bars of hyper meter to use. 
A big reason that these hyper combos are so strong is that they are 
unaffected by damage scaling, so they make ideal combo enders. You 
can THE fo, but not from, a Iv.3 hyper combo, and v.3 hyper combos 
anata cannot be canceled with Х-Расіог. sse 
jaw. Perpetuating a combo using moves that have completely recovered 
rather than canceling or chaining moves. As an example, Spencers 

CC» + (D) overhead can't be canceled into V A С> + Ө fora 
combo, but the second move can be linked alter the first by performing 
ual ciam itas soon as possible, а. 

All the way across the screen, out of the immediate range of any - 
opposing attacks. Combat at this distance is based on either zoning 

the opponent out or trying to find a way back in. The quickest threat 
from this distance is a fast beam hyper combo like Akuma's 

V SAO + QD. hold GD. The fastest way in from here is for 
teleport- one ae charactors to call an assist that gives them some cover, 


level 3 hyper 
combo 


long range 
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An attack ihat must bë а crouching. Many crouching 
attacks hit low, along with a handful of crossover assists 
рагы VR Felicia— Ct, Phoenix Wright—"y, She-Hulk—tt, 
NER 


magic series 


BBddSSESHPEHRERBEGAGAqAEdX T essas aa uaa anna dê in нашая i uma HHT күнтү EE CR CR RR a PT T POPC rr 


“Several definitions: can refer to pressing basic attack button inputs 
rapidly (as is required to execute certain special moves, or to maximize 
the damage of some hyper combos). Can also refer to unseasoned play 
that does not involve premeditation, reads, thinking, or guarding. Also 
slang to refer to repetitive tactics, e.g., “mashing out fireballs.” (In that 
r INTE, -Ih case, synonymous With spamming.] о... 
An attack performed so that it hits very late during its active period, 
In effect, this shortens the move's recovery period since earlier active 
frames have already elapsed (the frame advantage/disadvantage shown 
in this guide assumes that a move strikes on the first possible active 
frame). ss sod an attack mr results in еи {гата advantage. 
Ап attack that can be flared both standing and croweding. This 
is different from low and high/overhead attacks, which must be 
quarded either crouching or standing, respectively. Most standing 
basic altacks are mids. Mid attacks go mostly unspoken when 
talking about 2D fighting games, as they are a much more important 
concept in 3D fighting franchises like Dead or Alive, Sou! Calibur, 
MT TEE Re eters a е Шы, stand on the edge of each others poke 
range. Mot as far apart as long range, but neither is it fighting in a phone 
ei LOE SLE DE O Ne, MACRO Te н... 
pa Refers to a tactic that only works midscreen and doesn't junction 
properly in а corner. Usually, this is because of reasons of spacing, 
like an assist behaving differently in a combo in the corner rather 
than midscreen, or Captain America's shield having varied travel time 


mid range 


midscreen only 
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Пеер the opponent with. a situation where they have to guess 
between oncoming threats. A good mix-up demands that options be 
defended against differently, such as deciding between guarding low, 
eer erat Street Fighter register on release as well as the initial 
press, for purposes of special moves, Negalive edge refers to using 
the release to activate special moves. Negative edge is NOT an engine 
feature in Lived. 
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An attack performed by pressing (B , QV), or (D) The resulting normal 
attack Varies aes gn WIEN a character is crouching, standing, 
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negative edge 


Ап ҮШ {ар into the air, dco pale b tapping any upward 
direction. Sometimes called normal jump to distinguish from super 
jump. the latter of which is accomplished by tapping V just before any 
upward direction, Crossover assists can be called during normal jumps. 
unlike super jumps. Some characters cannot perform the full air chain 
combo during a normal jump. Flight activated during a normal jump 
adopts the E I ofa norma! jump. Characters struck in midair will 
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Initials meaning one-character victory. Relers to winning without 
swapping out the first point character. Typically quite embarrassing for 
the victim! The only fate worse Is getting perfected... 
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option select 


üTG 
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overhead 


ВЕНЕ ЕРКЕ ЙЕ Ө ӨН ҮЕ РЕ Е-Е. 


partner 


Pepe seers типттк 


partner's 
vitality gauge 


a ASSIST OK!! appears. — 


perfect 
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projectile 
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projectile 
priority 
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An advanced fighting game concept, critical to successfully employing 
and defending against mix-ups and guessing games, An option select 
is a combination of inputs or actions that can defeat or defend against 
multiple options at once, removing some of the guesswork from playing. 
An example would be always performing @ basic attacks as <P or 
c» + @. Doing this means that you sometimes score throws or 
break away just because you happened to be doing the throw input 
also. Without being in position ta throw, or without a throw incoming to 
break, you'll simply perform a heavy attack, which is what you wanted 
to do amyway— "accidentally" scoring a throw, or breaking one, is just 


red damage 
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hard knockdown, they can only be hit by OTG-capable attacks. It is 
possible to OTG repeatedly in the same combo. Situations where OTGs 
are possible occur after any hard knockdown. While some characters 

are capable of OTG combos on their own (an extremely valuable ability), 
synonymous with high attack. Most air attacks are overheads, as well 

as some command attacks, special moves, and crossover assists 
(Akuma—y, C. регу, and Мока В). 
An ally waiting in the wings, ready to assist. Call them in for a 
crossover assist by tapping GEES , Hold BEH for a crossover 
altack, an overhead strike that also replaces the point character with 
the chosen partner. While guarding on the ground, tap 5 + CEA 

lor a crossover counter, which also swaps control to the partner. Team 
aerial combos also employ partners, as do team hyper combos and 
St сотре апа: sns ? te РМЕТ Жыш 

The vitality gauges for partners are displayed above and below 
the vitality gauge for the current point character. "ASSIST OK!!" is 
displayed on this gauge whenever a partner is ready to be called again, 
though assists can actually be summoned again a few frames betore 


recovery roll 


A win achieved without sustaining алу damage (or by sustaining red oo 
damage, but having it regenerate before the match ends). The chaotic 
team-based nature of Meca makes perfects exceedingly rare compared 

to other fighting games—the vast majority of players will never score 

a perfect in MVE titles! As with ОСУ, it's pretty humiliating to be on the 


simple moda 
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button. Originated from Street Fighter IV, where plinking allowed for 
much easier linking. In ОЛУС, plinking has various uses, the most 
prominent of which is to kara-cancel dashes or airdashes into one 


inpuls, basic attack butions, and special attack button are used to issue 
commands to the point character. Partners wait in the background, ready 
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special move 
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spinning 
knockdown 
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А ranged attack that is a distinct object, separate from the character who 
produces it, Many characters have projectiles, which are valuable for 
both lang range tactics and elose range pressure. Beams have similar 
function, but they work slightly differently. When projectiles clash with 
other projectiles or beams, the projectile that wins the exchange and 
continues forward is determined by hidden values called projectile 


Square jump 


such as some of Dormammu's or Sentinel's basic attacks) strike each 
other, hidden properties dictate which projectile wins. The first check 

is projectile priority. Projectiles either have low, medium, or high 
priority against other projectiles or projectile-like attacks. Higher-priority 
projectiles destroy lower-priority projectiles outright. When equal- 
priority projectiles collide, durability points come into play, and the two 
projectiles chew away at each other's durability points until the lesser 


stagger 


standing 
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The periad during which a move is still animating but is no longer 
aclive. Characters are vulnerable during this period, Canceling a move 
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„combo meter and thus the scaling. 
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special attack 


.9y much of the cast.. 
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damage on point characters, and all damage on partner characters, is 
inflicted as red damage. Partner characters recover red damage over 
time, and point characters recover red damage during X-Factor (and a 
few other methods, such as Dante's Devil Trigger hyper combo). 

A partner's red damage becomes permanent if they become the new 
paint character via: a crossover attack (hold EEE ү the previous 
character is Knocked out; the opponent forces them in with a snap hack 
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Intentionally ending а combo in а confusing manner, such that another 
combo or mix-up can be started up. Oiten attempted in order to 
circumvant damage scaling, since starting a new combo resets the 
After being knocked down, stricken characters rise in place 
automatically, but they can also be made to roll by holding either <P 
ar , Rolling ta one side or the other keeps the waiting opponent 
on their toes, forcing them to act differantly than if they could be sure 
of where you'd stand. Crafty competitors often have mix-ups ready 

to spring on rolls, however, so watch out, Also called knockdown 
recovery. Characters rolling ta their feet are invulnerable, and 
crossover assists can be called while rolling! The aerial counterpart to 
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guardstun/hitstun/knockdown states. Moves that are invincible on the 
first frame make the best reversals, as nothing beats them out. Reversal 
is also used as a generic term describing any situation in which you 
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mode, Special moves and hyper combos do not require motions and 
can instead be activated with the press of a button. Not all attacks and 
tactics are available in simple mode, however, This guide assumes the 
use of normal mode, but the tactics do translate to simple mode, a5 
long as the recommended options are actually available. Simpla mode is 


Pa CRE DPR PRP KK KR KKK EŞ aS 


TP Y EERUREERERUBSRERRERRRRBRAREEISRARAHAR RR 


An attack performad with Ө. Differs depending on whether your 
character is grounded or airborne. © can be chained into from almost 
any basic attack. Grounded ©) will launch the opponent. During 

а launcher combo, neutral air C) causes a hard knockdown, while 
direction + © causes an alr exchange hit that leads to a team aerial 
combo. The special attack button is also used for some special moves, 


such as V [2 «à + Ө flight and the © + @ specials possessed 
An attack or action performed with a sequence of commands, ending in 
an attack button press. Most basic altacks can be canceled into special 
moves, which forms the backbone of combos. Specials themselves can 


Knockdown effect caused by certain moves. The duration of the spinning 
knockdown varies depending on the move used to cause it. After the 
spinning effect, the victim air recovers or ground recovers, depending 
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Can also be called an instant airdash, squaredash, ог box jump. Square 
jumps are used to strike the target with a fast overhead attack, to pass 
just over their heads with a cross-up, or to pass clean over the foe, 
hopefully after having called a crossover assist that lands on the side 
your character just vacated. Doing the same thing but using a diagonal 
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G» c5» + @ (hold). Victim staggers on their feet and is vulnerable to 
further punishment, 
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A character idling, walking, or dashing on the ground is in а standing 
state. This is distinct from crouching or jumping. Basic attacks 
performed are the standing variants, and any flight mode initiated has 
the characteristics of a normal jump. Characters must guard while 
standing to block overhead attacks; law attacks crush standing guard. 
When standing basic attacks are required for cambos, we will preface 
these attacks with "STANDING," or the abbreviation "ST." in our 
combo transcriptions. 
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The length of time a move takes to become active and capable ol | Refers te using diagonal airdashes immediately after. d jump 10 return 


startup connecting, assuming it strikes on the first possible active frame. The to the ground quickly, potentially with a high-hitting air attack. Fast 
fastest attacks are active in as few as 2 to 4 frames, and throws are triangle jump mix-ups between triangle jump air hits and low attacks are very hard to 
TTE: ELLER Io MEMENTO NEUE ee NEUEM АЙ guard consistently. Using lateral airdashes to achieve the same effect is 
super armor Property innate to certain moves, in which one incoming hit will be called square jumping. — Ы 
suu, absorbed without interrupting the attack, — — 5 Generically, simply refers to ceasing flight by rē- -inputting the command 
Performed by quickly tapping down, then any ‘upward direction within v [? <р + Ө. untly can also refer to using the manual cancelation 
8 frames. Super jumps go much higher and travel farther than normal итү of Flight to cancel the recovery of an air basic attack. Unfly allows for 
super jump jumps. Chain combos and command attack use are unrestricted during extended air combos after flight expires. Characters can also unfly and 
super jumps. Crossover assists cannot be called during a super jump, guard in midair while falling to the ground to block incoming attacks. | 
however. Flight activated during a super jump inherits the properties of An attack that cannot be guarded. Throws are unguardable, as are 
a Super jump. - "——— € » "m some moves like C. Viper's fully charged Focus Attack. Also called 
On the ground: see crossover attack. In the air: see air exchange and unblockable. Situations that are unblockable, or close enough to be 
tag-in team aerial combos. Using hyper combos: see team hyper combos. TT indistinguishable, can also ba created by striking simultaneously with 
__Using guard: see crossover counter, / overhead attacks along with a low-hitting crossover assist, or vice- 
Activated by pressing Select or Back, this is a humorous action designed versa (Deadpool—cy, Felicia—cx, Phoenix Wright—^y, She-Hulk—c, 
taunt to rile your opponent, No other effect, Cannot be canceled with other Wesker—[3, and X-23—[3 hit low; Akuma—y, C. Viper—^y, and 
__ actions, except X-Factor activation. po, nme.  Nova—B a are overheads). — 4 
An alr combo in which the next partner is swapped in to continue the unsafe on guard Refers to attacks that are risky when blocked because an alert opponent 
aarial assault. Accomplished by chaining into 4? ory orca ог 18 assured an opportunity to punish you. а n 
с> + © after launching an opponent. These special attacks are Refers io insuring that an action is successful ‘before performed desired 
often called air exchange or air tags. V + Ө builds an entire bar of fallow-ups. Success is dependent of the speed of the attacks and the 
team aerial hyper meter, whileS> ог<2 + © ERASES one of your opponent's verification reaction time of the player. Also called hit contirmation. Verification is 
combo (TAC) hyper meter bars! + + © deals slightly more damage and puts a vital skill to avoid needlessly using resources or putting yourself at 
your competitor into better juggle position (but has no unusual hyper oe Unnecessary FSI 
meter consequence). For each character who tags in during a TAC, The meter at the top of the screen that displavs | remaining ‘health. 
normal hitstun decay is ignored, allowing extended air combos that are vitality gauge When this is depleted, a character is knocked out. Red damage is not 
لا ا‎ otherwise impossible... л снна ннн ннн ннн. ананан «РЕТПӘЛЕТ, and it сап De recovered. 5 
Team aerial combo (TAC) attempts can be thwarted by pressing the This refers to the frequent situation where one character is standing and 
same command your opponent usad to execute the combo within 15 another is floored, waiting to rise with ground recovery. The standing 
frames: either 4» + Cw + Ө, ога or^ + © (the game wakeup character has a large advantage here, since mix-ups can be staged 
does not differentiate between <P orG> + © in air combos). against a floored fae as they recover from the ground. The Japanese 
team aerial You аге only allowed one escape "guess" per TAC break window, and мышын ннен ИП for ПК stagad against а rising 10619 ОКШ, ш. 
counter inputting neutral Ө (which itself does not count as a potential team Hit effect in which a character is ricocheted forcibly off the wall, Victim 
aerial counter command) prevents a correct direction + & input wall bounce is Vulnerable to further punishment. Only one wall bounce is allowed 
afterward! The different air exchange hits are actually color-coded us РЕТ cambo. | " 
to aid the potential escapee: upward is red, sideways is green, and pr Canceling one dash into another to cover space more quickly. Required. 
— — SULLA XE LL SIR I NRI E ҮА ЖИНИ 19И for certain combos and more or less just required for movement in 
While a hyper combo | is in progress, input a hyper combo command for high-level play, which is characterized among other things for its speed. 
the next character in the team order, and that character will tag in with wavedash Wavedashing is accomplished by interrupting a dash by tapping down to 
team hyper that hyper combo. This is called a team hyper combo. You can continue crouch, then dashing again. It's faster to use command dashes (So) 
combo (THC) to team hyper combo until you either run out of hyper meter or until all than double taps for this (alternating QD, Чу Oo is by nalure 
three characters have participated. Team hyper combos are invaluable к. a Taster than o> E> A >>. , Its basically three inputs versus five). 
sss, [OT extending combos and for tagging out ailing characters safely. whit Missed attacks, whether intentional оп. 
tech Generic term referring to an escape action, such as “tech throws" or = TTT System new to the MvC3 series in which, once per match, a team 
es NER 2 С ОЕЕО. eee can unleash its true potential for a brief period. Activated with 
teleport A warping movament power possessed by many characters, Teleports ® + @) + © + ©. Speed and damage output are increased, and 
bee „аге vital for offense and cross-ups, — — — a. K-Factor red damage recovers more quickly. The effect is more substantial with 


fewer characters still standing. New to UMVvC3, X-Factor can be activated 
at any time, whether grounded or airborne, except during hitstun, 

_ throws, of W.d hyper combos. — 
X-Factor can cancel almost any action, “at almost any time. X-Factor- 
can therefore be used to create otherwise-impossible cambos and 
setups. Canceling d actions with X-Factor is indicated in aur combo 
transcriptions with | 

1 Refers їй keeping your SA енен in a particular range ‘that is beneficial - 

,.. IQ your characters and gameplan, while being detrimental to theirs... 


An unguardable attack performed with c» г< + + TT al close 
range. Throws are possible both on the ground and airborne, and they 
are active in 1 frame. Almost all throws result in a hard knockdown that 
the opponent can't quickly recover from, which often allaws an OTG 
throw follow-up depending on character and position. Normal throws can be X-Factor cancel 
escaped if the victim inputs G> ore + (D within 7 frames of the 
start of the throw. Special move throws, often called cammand throws, 
are executed with directional sequences followed by a button press, and zoning 
SR i A wm used te to Feito истен reaction. For example, mast 
crouching light attacks give an opponent the expectation that more 
crouching attacks are coming, inducing them to hold down-back 
passively. This presents ап ideal opening 10 step forward and throw. 
tick Unsurprisingly, this common tactic is called а “tlek-throw.” Once your 
adversary is conditioned to expect a throw after the tick, you can then 
chain into delayed attacks after the tick to potentially counterhit their 
throw reversal attempt—this kind of layered baiting, with measured, 
intentional gaps, is called a frame trap. — " 
Originated with SFIS Sagat, whose Tiger Knee special move required a 
command очу € > © kick. In UMVC3, tiger knee motions are 
tiger knee usually used to combine the commands for a jump with a special move, 
50 the special is performed at low altitude just alter a character leaves 
" е | ground for а jump. ME "T 
The clock ticking away remaining match lime at the top- -center ofthe 
screen, When this hits 0, the team with the most vitality remaining is 
timer declared the winner. If bath teams have the same exact amount of life left 
(based on percentage of vitality gauges still full), the match is declared a 
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Gonna Take You For A Ride: The History of 
Marvel vs. Gapcom (Updated!) 


1990: X-MEN: CHILDREN OF THE ATOM 2000: MARVEL VS. CAPCOM 2: NEW AGE OF HEROES 
1995: MARVEL SUPER HEROES FEBRUARY 15", 2011: MARVEL VS. CAPCOM 3: 


1996: X-MEN VS. STREET FIGHTER FATE OF TWO WORLDS 


2 ULI | -CAPCOM 
1997: MARVEL SUPER HEROES VS. STREET FIGHTER NOMS: ULTIMATE MARVEL VS. CAPCOM 3 


1998: MARVEL VS. CAPCOM: CLASH OF SUPER HEROES 


Video games haven't been around for very long: Their tenure as an accepted and important- part of modern cultura is even shorter. Their Utility às а forum for recognized, skilled competition 
I5 briefer still, This is easy to take for granted now In the days of photo-realistic blockbuster gamas that reproduce settings real and imagined to the finest detail, which foster and support 
international competitive scenes and tournaments, while sometimes out-grossing Hollywood films, Where games started as rudimentary text interfaces, ora paddle wheel, or a directional 
control and а single button, we now have controls sometimes approaching the nuance of a musical instrument 


Ut course, things didnt start out that way. During its Infancy, gaming was regarded as a single-player diversion for children. Controls were simple, by and large: Direct competition between 
players was non-existent oulside of competing for high scores, which themselves ware attained mostly through memorization, pattern recognition, and sheer endurance. Dallas-based . ' 

id had not yet essentially created both online competitive play and catapulted the fledgling FPS genre with DOOM, Midway's NBA Jam had not yet saturated every place it would fit into. 
Blizzard's monster franchises Diable and Starcraft were years away, World of Warcraft turther still. Arcades existed to inhale quarters with punishing games like Double Dragon, Final Fight 
shinobi, and TMNT, 


Воп, in 1991, Capcom released Sireet Fighter И: The World Warrior The "11^ in the title may as well be apocryphal; Street Fighter the first bears little resemblance to its revolutionary 
sequel. Most games used a button or three (the original Street Fighter famously had arcade cabinets with only one large pressure-sensitive button, the primary purpose of which seemed 
Ib be to break). This game used six, all of which had many different contextual results (jumping, standing, crouching). Does that seam quaint now? It wasn't, than. In action games at the 
time, player-controlled characters had ап arsenal of actions numbering in the single-digits. In Street Fighter fl, every single character had dozens of moves, and there were a dozen distinct 
characters. With a few exceptions, most characters were decidedly different, creating an interlocking web made of dozens of differant matchups, each with thelr own ins and outs. 


SFil was, simply pul, the quickest and most complex video game yet seen for head-to-head competition, requiring for success the highest dexterity, along with the most practice and 
foreknowledge. A new genre was born, and the purpose of arcades (and gas stations, and convenience stores, and pizza places, and bus stops, and bowling alleys) changed entirely. IE. you 
wanted ta play Pop-A-Shot, ski-ball; a skill crane; or pinball, you'd have to shoulder past dozens of players crowded around SFi/ cabinets, players clutching their dot-matrix-printed move 
sneets-or their now-ancient issues of GamePro filled with movelists and ProTips; players unbridled in thelr enthusiasm to see who was the best. 


Arcade machines then still represented the cutting edge; not until the Sega Dreamcast and Sony PlayStation 2 did consoles start to catch up to the experience of the best arcade titles, and 
noi until the Xbox 360 did the online experience begin to catch up to the social feel of the arcade. For a time, arcades were not the fringe establishment they are now: absent in most places, 
usually corporate or gimmick-driven where they remain. Instead, arcades were the definitive gaming experience. Only a few bastions remain in North America to remind us of what once 
was... Game Galaxy in Nashville, or Arcade UFO in Austin, or Family Fun Arcade in Los Angeles, to name a few that hold out against the proverbial dying of the light, 


Bul, while traditional arcades are largely а relic today, those players are still around; still huddled, still boisterous in their passion and razor-sharp in their skill, The difference is that now 
YOu find them online, or at tournaments, or at your cousin's holise, or you'll invite them over, or meet up with them at websites like shoryuken.com, And SF/IHs now nat the only game 
in town (though, amazingly, it's still around—see the recent success Super Street Fighter ff; HD Remix!). Competitors from other developers sprang up more or less immediately, and SFI 
itself directly Spawned dozens more fighting. games from Capcom, The core of most of these games is not so different—controls are generally still rooted in the fundamentals laid down by 
SFIIL—hut the important aspects of gameplay in each title and series differ greatly. 


Almost all of these titles, even today, feature one-on-one battles with mechanics and pacing that resemble SEI But in 1994. Capcom went for something a litile looser, less rigid and 
disciplined than the SFifseries. Drawing on the massive treasure trove of beloved Marvel Comics creations, Capcom released X-Men: Children of the Atom (usually referred to in fighting 
game circies as, simply, GOTA): This was the first game in'a string of beefed-up fighters that kept the bedrock concepts of SEN; but, in the details, spun off in a new direction entirely, This 
was the beginning of what is now known as the “V/s. " series, the fighting game taxonomy that leads directly to Marvel vs. Capcom 3: Fate of Two Worlds. Foreshadowing the fully fledged 
crossover games that later defined the Vs. series, Capcom's Акита was even present asa secret character! 
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Akuma (secret character) Psylocke 
Colossus sentinel 
Cyclops silver Samurai 
iceman opiral 
Juggernaut (sub-boss) Storm 
Magneto (boss) Wolverine 
Omega Red 


The next year, in 1995, COTA would aet an indirect sequel in the form of Marvel Super 
Heroes (ог МЕН), New heroes and villains appeared, and gameplay was spiced up further 
with the introduction of Infinity Gems, Thanos-related power-ups that could be picked up to 
enhance the power of your character. 
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[ Super Heroes w Streak 


Black heart 
Captain America 
Doctor Doom (sub- 


Magneto 
Psylacke 
Shuma-Gorath 


bass) Spider-Man 
Hulk Thanos (boss) 
Iron Man Wolverina 
Juggernaul 


Another year brought another update, and X-Men vs. Street Fighter released in 1996. Now, 
things were heating up! Fulfilling the potential hinted at with secret Akuma in COTA, X-Men 
vs. Street Fighter (predictably usually just callad XvSF) was a full crossover battle between 
Capcom and Marvel characters! Not only was this the first crossover fighting game, but it 
was also the first game to forgo one-on-one fighting for team combat. As the first team- 
based fighter, it also blazed a trail in the sense that characters fought together, rather than 
simply one afler the other (as is the case in most team-based fighting games since). Battles 
were fast and fluid, and deep team dynamics emerged—with two characters to your team, 


you could have some match-ups that were bad for ane hero, but good for the other; you could have one character that you preferred to 
use hyper combo gauge with, while the othar primarily built it up; and so on. XvSF was very popular, but this popularity underscored the 
disparity that then existed between arcades and consoles—the eventual PlayStation 1 version was stripped down, removing the tag battle 
feature that made XvSF stand out. Home consoles at the time simply lacked the memory to handle all the action and characters! However, 
the Japanese release of the Sega Saturn version actually came with a RAM cartridge that upped the system's capabilities specifically to 
run XvSF at full potential. Fighting games would not just increase the complexity of gaming—they pushed the envelope for hardware 


requirements, as well! 


Marvel Capcom 
Apocalypse (boss) Akuma 
Cyclops Cammy 
Gambit Charlie 
Juggernaut Chun-Li 
Magneto Dhalsim 
Rogue Ken 
Sabretooth M. Bison 
Storm Ryu 
Walvering “апе 
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XVSF earned the first direct sequel in the L's. series with 1997's Marvel Super Heroes 

vs. Street Fighter. This title retained the tag-team fighting of its progenitor, while adding 
the ability to directly call your off-screen teammate to briefly assist in battle—apart from 
the initial tag-team concept in the first place, this would become the defining trait oi 

the then-forthcoming MvC series. Like XvSF, MSHvSF would require the services of the 
Sega Saturn's RAM cart for a faithful home version, and even then only in Japan, as the 
PlayStation 1 port again excised features. Happily, with the release of the Sega Dreamcast 
around the corner, this kind of feature-stripping to squeeze arcade games onta home ports 
was close to being a thing of the past. 


ap The full promise and breadth of ideas Marvel Capcom 
] i attempted іп COTA, MSH, XvSF, and Apocalypse (sub-boss) Akuma 
: MSHVSF were then synthesized into the Blackheart (secret version: Mephisto) Chun-Li 

first of a new series that would become a Captain America [secret version: U.S. Agent) Dan 
sensation. Marvel vs. Capcom: Clash of Cyclops Dhalsim 
Super Heroes released in early 1998, with Hulk Ken 
a Dreamcast port following around a year Omega Red M. Bison 
later that was, for the first time, virtually Shuma-Gorath Ryu 


M indistinguishable from the arcade version. Spider-Man (secret version: Armored Spider- 
MvC1 retained the tag combat of XvSF and Мап) 

MSHVSF, while casting the Capcom net Wolverine 

wider to include characters from throughout 

Capcom's franchises rather than just Street 

Fighter. Assists, first present in MSHVSF, returned, though tweaked—rather than use the off-screen partner as an assist, an assist-only 
helper character was selected along with the two actual point characters for a team. This helper was selected from a random reel, though 
secret codes allowed precise selection of a desired assist. Assists could only be used a limited number of times per match; a limitation that 
did not apply to MSHvSF ог subsequent titles in the MvC series. MvC1 also introduced Duo Attacks—tremendous displays of power in which 
both characters on a team came on screen simultaneously, both controlled by the player at once, both capable of infinite hyper combos tor 
the duration of the Duo Attack! 
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Marvel Point Gharacters 
Captain America 


Sakura (secret version: Evil Sakura) 
Shadow (Evil Charlie) 

Zangief (secret version: Mecha-Zangief} 
Cyber-Akuma (boss) 
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Capcom Assist Characters 


Capcom Point Characters 
(not available as point characters) 


Captain Commando 


Marvel Assist Characters 
(nol available as point characters) 


Gambit Colossus Chun-Li Anita 

Gold War Machine (secret character) Cyclops Jin Arthur 

Hulk Iceman Lilith (secret character) Devilotte 

Onslaught (boss) Jubilee Mega Man Lou & Siva 

Orange Hulk (secret character) Juggernaul Morrigan Michelle Heart 

Red Venom (secret character) Magneto Roll (secret character) Pure & Fur 

Spider-Man Psy locke Ryu Saki Omokane 

Venom Rogue Shadow Lady (secret character) Shadow 

War Machine Sentinel Strider Hiryu Ton Pooh —— 

Wolverine Storm Zangiet Unknown Soldier 
Thor 


U.S. Agent 








For most gamers, the Sega Dreamcast represents a quirky footnote in console gaming history. In both chronology and horsepower, it was sandwiched ahead of the original PlayStation, 
N64, and Sega's own Saturn, and behind the PlayStation 2. The PlayStation 2 did the Dreamcast no favors by releasing not very long into the Dreamcast's abbreviated lifecycle. By the time 
the original Xbox rose to compete with the PlayStation 2, the Dreamcast was already becoming a memory—to be sure, the home of some truly memorable titles like Seaman and Shenmue, 
but ultimately proof of the growing pains of nascent high-fidelity console gaming. 


For fighting game enthusiasts, though, the Dreamcast was the most important console yet produced; it might still be. Finally, compromises did not have to be made when bringing arcade 
fighting games into the living room, and a veritable deluge of Capcom titles followed, to say nothing of offerings fram other developers. Fram Capcom alone, the Dreamcast hosted MvC7, 
Street Fighter Alpha 3, every version of Street Fighter II (Mew Generation, 2% Impact, and 3” Strike), Power Stone and Power Stone 2, Plasma Sword, Rival Schools; Project Justice, and 
both Capcom vs. SNK: Millennium Fight 2000 and Capcom vs, SNK 2: Mark of the Millennium. To this day, some gamers maintain working Dreamcast consoles to play the best versions of 
some fighting titles. Nowhere else is this more the case than with Marvel vs. Capcom 2: New Age of Heroes (or, simply, MvCZ). This sequel to Л/С released in 2000 with an enormous 
roster and greatly expanded mechanics over its predecessors, Teams were three characters instead of two; the hyper meter topped out at five bars; the entire team could attack at once 
with what were then called team hyper combos (in MvC3, this has become the crossover combination); assist calls were potentially limitless and performed directly by the point character's 
teammates, In general, the team dynamics introduced in earlier Vs, titles were emphasized even further, while the over-the-top nature of the combat itself was highlighted, as well. 
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Somewhat simultaneously, several things 5 THU NECEM Marvel Capcom 

happened. The internet came truly into | THE BEST OF THE BEST ARE BACH! | Blackheart Hogue Abyss (boss) Jin 

form in the late 1990s and early 'aughts, | MARVEL nN Cabla Sabretooth Akuma Ken 
leaving behind the detritus of bulletin | NALE Captain America sentinel Amingo M. Bison 
board systems, usenet groups, and IRC ۹ Colossus shuma-Gorath Anakaris Mega Man 
channels far fully formed websites and Cyclops silver Samurai В.В. Hood Morrigan 
forums. Two brothers from California, Doctor Doom Spider-Man Cammy Roll 

fans of fighting games, started the seminal Gambit spiral Captain Commando Ruby Heart 
website shoryuken.com, the natural and Hulk Storm Charlie Ryu 

more concrete extension of usenet's alt. Iceman Thanos Chun-Li Sakura 
games.SFIl, where serious fighters gathered lron Man Venom Dan Servbot 

for mutual discussion, debate, and derision, Juggernaut War Machine Dhalsim sonson 
The rise of SRK (the shorthand by which Magneto Wolverine Felicia Strider Hiryu 
readers refer to shoryuken.com) as а Marrow (Adamantium claws) Guile Tron Bonne 
meeting place made MvC? the first, and Omega Red Wolverine (Bone Hayato Zargial 
most important, competitive fighting game Psylocke claws) Jill Valentine 





of the online era. Never before had detailed | a SS 

information been available so readily, and Р os 

never before had match videos been so easily attainable. The eventual inception of YouTube only enhanced this synergy. Fighting games had flagged somewhat in the face of burgeoning 
online play, drifting arcade revenue, and home consoles that finally matched tha capabilities of dedicated arcade boards. Marvel vs. Capcom 2 re-energized the scene, while elevating the 
general level of play and the number of skilled players to previously unseen heights. 


But it was not just this synergy that propelled MvC2 to a decade of competitive and commercial success. The game is astounding in its own right. Unrestrained in its action, polarizing in its 
immense and heavily stratified roster, seemingly accessible on the surface but with a gameplay rabbit hole that goes down further than the Ghallenger Deep, everyone knew about Marvel 
vs. Capcom 2. It became the reason to own a Dreamcast long after the Dreamcast presses stopped, whether you were a casual gamer who wanted to mash out fun with your friends ога 
hardcore tournament "head" looking ta perfect your Magneto resets and Sentinel fast flies at home. Upon its triumphant re-release on Xbox Live Arcade and PlayStation Network in 2009, 
MvC2 immediately shot up the charts as one of the most-bought and most-played titles... 10 years after its initial release, and in direct competition with ridiculously successful modern 
online franchises like Hala and Call of Duty. 


While Street Fighter I has its following and its tournament players to this day, and now Sireet Fighter IV has performed its own trick of revitalizing the scene yet again, there is something 
af a public relations problem with the Keystone fighting game franchise. It can be difficult ar even impossible for a casual fan to tell the difference between two pros engaging in an intense, 
measured zoning war, versus just two players who happen to know how to throw fireballs at each other. Apart from the happy happenstance of the release of Mv. the rise of the internet, 
and the start of shoryuken.cam, the mark of the Vs. franchise, Marvel vs. Capcom 2 in particular, and now Marve! vs. Capcom 3, is that there is nothing subtle about it. It is blatantly 
obvious, and in the most excessive, wonderful, outrageous way possible, when someone knows what they are doing. Using the most open movement and combo systems of any fighting 
game to date, some players truly reach for the heights of artistry with their play, elevating as far above and beyond average players as professional musicians and athletes do beyond the 
amateur hobbyist. Marvel vs. Capcom is not Kurt Rambis doing the small things to win basketball games.. it is Michael Jordan issuing a clarion call, making the gulf obvious beyond a 
shadow of a doubt, and making it seem effortless in the process. 


That is the ultimate legacy of Marvel vs. Capcom—combat unmatched in excess, unquestionable in depth, unrivaled in breadth. If Street Fighter 1 was klondike, and Street Fighter И is poker 


(а comparison we are hardly the first to make; incidentally, many tournament SF players make great cardslingers!), Marvel vs. Capcom is a wild variant—let’s say pineapple with 45, 8s, and 
queens wild. 


You didn't think it could happen, we didn't think it could happen, but here we are. A decade later, beyond the death of arcades and the predominance af online play, after three console 
generations and legal wrangling unimaginable between juggernaut intellectual properties, no one is happier than your humble authors to say: 
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WELCOME TO MARVEL VS. CAPCOM J! 





А dame is constituted of a set of rules 
designed to determine the outcome of a 
friendly competition. In a game like chess, 
the rules of the game, and therefore 
the game itself, is constituted 
of things like the way the pieces 
are allowed to move, the ways 
the piaces are allowed to 
interact with each other, 

and the requirements for the 
game ta end. That's not any 
different than in UMVvC3: the 
outcome is determined, one way or another, 
by the vitality gauges and the timer, and 
players interact with each ether through the 
capabilities of the characters. 





50, in chess, pawns typically move in a 
straight line but capture diagonally and 
usually not mare than one square at а 
time (with exceptions), while bishops can move only diagonally but with no restriction 
on the number of spaces at a time; in VAES, Frank West can send zombies after 
his opponent and roll through them to generate confusion, while Doctor Strange 
can harness magic projectile attacks, flight, and teleportation. And in chess, a 
king may be checkmated, or a player may resign, or the situation may devolve 
such that no side can really win, and a stalemate is achieved. In UMvC3, опе 
side can have the vitality drained from all three heroes and lose, or they can have a lower 
percentage of overall vitality remaining than the opposing team when time expires; in rare 
cases, time will expire and both sides will have the exact same percentage of remaining 
vitality, and a draw occurs. 


The metagame is the deeper game that springs into being because players produce 
unpredictable results inside the ecosystem of hard rules. H there's a weak point in the 

wall of the game's design, people will find a way to break it down and produca unintended 
consequences. Knowing the rules of the game and the capabilities of the pieces or 
characters is no longer enough. You have to know what your opponent knows. Ideally, you 
know more than ha or she does. 


In chess, ideas and knowledge have evolved for hundreds of years and have become 
consensus truisms like: control the center of the board: array your pieces in complementary 
arrangements (such as pawns in triangle formations); playing as the white side is better (ihe 
only asymmetrical design feature in chess being, after all, that the white side goes first). 








































TESTING GROUNDS 


in MvC3, ideas and knowledge have evolved 
throughout the game's development, during 
which it was shown to fans in advance of 
release numerous times, in varying states of 
completion. Consensus knowledge began 

to develop in earnest upon the game's 
release, of course, which precipitated 

à robust competitive scene. There were 
already tournaments pre-release at Capcom 
Fight Club events and gaming conventions 
like PAX, and release day 
tournaments at some Gamestop 4 
retail locations, This 
continued an with events $ 
like Final Round in Atlanta, 
tournaments at The Box Arena 
in San Diego, the NorCal and SoCal 
Regionals, and ReveLAtions in L.A., among many 
others, such as the Wednesday Night Fights 
streaming tournament series. Ideas about 
the way Миса plays out had fresh cement 
poured an their toundation at Evo 2011, the 
biggest tournament of the year. 


These events serve as touchstones in 
the evolution of MvC3's metagame. Early 
tournaments featured heavy use of Sentinel, 
thus prompting strong, innovative players like 
Justin Wong to create a plethora of anti- 
Sentinel strategies, ultimately weakening 
Sentinel's viability in future competitions. 


ке 
Local scenes across the country ae 


Ан countless Wolverine players Spamming dive kicks; the proliferation 
af such a consistent and easy offensive lactic led to popularizing of dive 
kick punishment through canceling black with X-Factor, allowing for 
, instant retaliation. The real reason Wolverine was 50 good had not 
been truly popularized yet! At Final Round in Atlanta, Peter 
“= “Combofiend” Rosas demonstrated the importance 
M X of a strong anchor that meshes well with level 3 
ġ X-Factor (in this case, Spencer, in many cases 
coming back all by his lonesome in some of 
MyvC3 s most exciting matches). This caused scores of 
ax. players to re-evaluate their own team contigurations. 
Needing to have a very powerful back pocket character 
who was ready to spend v.3 X-Factor and a ton of meter became а 


С given, and fighters like Wesker, Taskmaster, Dormammu, Spencer, 


i Акита, and Phoenix fit the role perfectly. 
























Another poweriul tactic ta emerge was the THE glitch. When 

J performing a THC out of a capture/grab state (such as Jill's 

" Raven Spike, Magneto's Hyper Gray, or Storm's Elemental 

Rage), the following combo would receive по damage scaling ar 

hitstun decay penalty if performed correctly. This enabled easy 100% 

damage combos for many characters in the game, top tier and lower-tier 

$9 alike. Characters such as Spencer, Magneto, Jill, Amaterasu, X-23, and Storm 
could start the trick, while characters such as Wolverine, Wesker, Taskmaster, 

Arthur, Dante, sentinel, and Hsien-Ko could an it with an extremely damaging 











and Magneto/Storm/Sentinel relied heavily’ on the use of this 

glitch and saw moderate success in tournament play; the THC glitch 
(now removed in UAM vC3) was a method to deal big damage while 
hoarding X-Factor for later in the match. 


Eventually, Phoenix set major tournaments 
ablaze, with simultaneous wins at СЕО in 
Orlando, Florida and ReveLAtions in Las 
Angeles, California. Winners Hajime “Tokido" 
Taniguchi and Jay "Viscant" Snyder showed 
that the quest for Dark Phoenix, either for her or 
against her, is the defining conflict in MyC3. Phoenix's 
capabilities on both offense and defense end up being so great that _ 
her unapproachably low vitality is often a non-issue; fragile ar ‚ 
not, Jean Grey is essentially unbeatable in Dark Phoenix 
form. Saving hyper meter and X-Factor for Dark Phoenix 
became the apex version of the ly.2 cameback, with the 
consensus view in Phoenix matches being that the match 
hadn't even really started yet before Dark Phoenix Rising. Dark 
Phoenix was that powertul, especially with X-Factor. 




















But, at the same time, Tokido and Justin Wong were already 
bucking the new conventional wisdom that X-Factor was а precious gem 
that must be squirreled away until absolutely necessary. By starting 
Wolverine and activating X-Factor the first time they landed any 
clean hit or throw, sure, they'd only have lv.1 X-Factor, but because 

of Wolverine's damage output there was still enough time to К.О. 
the first character, then put the next character ina 
nauseating mix-up with X-Factor to spare. Very quickly, 
| anlookers and fellow competitors went from asking, 
"Did he mean to spend X-Factor that early...?° to, "I 
wonder if there are other ways | can spend 
р AER OU | X-Factor opportunistically, instead of just 
ж: i'i saving it for a rainy day?" 


Eventually, while other viable 
tactics and characters emerged 
throughout MvC3's span of 
ie competitive play, Viscant's 
E ieam of Wesker/Haggar/ 
Phoenix proved ta be 
unstoppable at Evo 2011, 
the biggest tournament in 
lighting games. In à competitive 
landscape that had become overrun with Wolverines. 
looking to pop X-Factor at a stiff breeze, Magnetos who 
could transition from being the best rushdown and 
| grappling character to being an unbeatable zoner 
in the same match, and high-execution, 40-second 
combo Dante specialists, adopting Haggar into the 
team was key to keeping the rushing masses at бау, 
Despite being universally thought of as one of the worst 
characters in MvC3, the benefits of Haggar's invincible assist 
far outweighed the cons of his point game. 


What Mvé3's development revealed was a lively game 
in which almost avery character can ha used with same 
success, even though (no different fram every asymmetrical game ever) some 
characters and tactics end up being more effective most of the time. 





The knowledge of these characters and tactics and the dangerous 
tricks fram any character constitute the Мб metagame. If you 
don't know why your opponent picked Phoenix, that's your first 

strike; if you don't know why they're saving so 
/ ЈА much meter, that's strike two; and if you don't 
d KN j know to either force Phoenix in with a snap 




































back to take her out before she has a full 

meter, or to use sideways air exchange 
ut | hits to drain her of meter, then that's 

P RC "mU strike three, and you're out. Your 

à m , competitor gains a huge strategic 

ELENA advantage by implementing a plan 

BUE LES M, you're not evan considering 

i^ [ NOE countering. 

The best and most experienced 

players can adapt on tha fly when 

they're confronted with something 

they haven't seen before, while 

, some players are slower to 

adjust. Recognizing when 

you have а leg-up іп 

b, knowledge or execution 

b over your opponent is 

Y also something you 

| must do, independent 

of the game itself. 
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PARSING THE DATA 


Few players really know everything about every matchup. Usually, players grow familiar with 
the most relevant matchups they run into frequently, and after some time, this information 
is dissaminated around the community and congealed into tier lists. Now, you can find 

d “tier lists" all over the internet for just about any game in existence; somewhere, someone 

| probably has a tier list already up for ideal controls in Modern Warfare 3. There is a great 

À deal of misunderstanding out there about what a tier list is, and how it can be applied. 


is The first caveat is simply that anyone's idea of a tier list is an opinion. Some opinions 
E. are certainly grounded mare firmly than others, but they're still just opinions, 
‚апа one сап never be sure when everything is unearthed in a game, or when а 
particular player is the best arbiter of that knowledge. 


The best use of a tier list is to show characters who generally have even matches with each 
other but are separate from the rest of the cast. So characters in a purported "top tier” tend 
to be dominant aver non-top tier cast members, but they also tend to have more or less 
neutralizing matchups amongst each other. If discussion arises about whether a character 
is "good enough" to be in a particular tier, yet that character doesn't do well against those 
characters, that's a clue they aren't quite there. If they belong, why do they have trouble 
among their peers? 


A “mid-tier” or "upper-mid tier" if a game's cast is diverse for enough divisions is then 
characters who aren't quite dominant but are still serviceable against each other. They aren't 
hopeless against the top characters, and they have winning advantages against characters 
under them. 


And so it goes, until we arrive at a “bottom tier,” if it exists, consisting of characters who 
generally just don't have favorable matchups. In Super Street Fighter V, someone like 
Hakan fits this description, whereas in HFEF, you can look to Hsien-Ko or Captain America 
as combatants with clear deficiencies in many, or most, matchups. It's important to note 
that “low tier" is not synonymous with "bad" or “unplayable.” In particular, the SFI series 
and MvC3 have terrific parity through the cast, even though some deltas are obvious. And 
we've already seen in MvG3 how ostensibly "bad" characters can make all the difference! 


A tier list can perhaps be most useful when it gives you some idea of how to prepare, even 
for matchups you're not familiar with. Even if you never get to play Morrigan players, for 
example, perhaps you've perused our guida, watched some videos online, checked out 

ihe forums at SRK. You have an idea of what people generally think of her: not awful, not 
dominant. Why could that be? Where do your characters tend to fall in the court of public 
opinion? What could that tell you about how to prepare for matches? 


lf you love Haggar, Captain America, and Ayu, you then have some idea of what you're 
getting yourself into. These characters are far from worthless, but they very obviously lack 
the flexibility of characters like Dante and Magneto, and they don't exploit system features 
lo an outsized degree like Phoenix or Dormammu. They must simply be played patiently, 
you must pick their spots, and fight it out, accepting and even relishing the uphill battle. In 
this way, a tier list can be useful, 


On the other hand, many players, especially new ones, tend to drastically avervalue tier lists. 
Characters at the top are “broken,” while the bottom tier is "worthless" and “unplayable.” 
This remains prevalent, despite the fact that balance issues were unquestionably worse 

in previous generations of fighting games than they are in the SAV and MvC3 series, And 
this exists, ignoring the issue that tier lists only tend to matter at high levels of play, when 
playing tor keeps. When playing casually, playing for fun with friends, or playing online, 
being slave to general opinions about what's good or bad can hald back players creativity. 
Look how fast things change, after all: at the release of MvC3, numerous well-known players 
claimed that Sentinel ruined the game. However, after only a few weeks of hardcore play, 
even disregarding the vitality narf that Sentinal received shortly in, the feared robot was 
already regarded as maybe having lost the hallowed “top tier" status (and indead, ultimately 
Sentinel is now considered about 10th best or sa overall, as MvC3 shook out). And this 
happens all the time: Rolento and Dhalsim were going to ruin Street Fighter Alpha 3. Rock 
was going tà ruin CvS2. Zangief was going to ruin SFIV. Dudley was going to ruin SSFIV. 
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Tier lists are a useful tool to stay aware of the most relevant matches you'll sae, since if 
characters are really better, then you naturally see much more of them. But they're nat the 
be-all end-all. Ultimate Marvel vs. Capcom 3 might be said to have what a couple members 
of our authoring team affectionately refer to as “Guilty Gear balance". That is, sure, Haggar 
can't really compete with Phoenix. But if you can be patient and get a little lucky, you can 
still make lemons out of lemonade. 


There is no character who cannot be made threatening or who cannot squeeze fatal damage 
out of their ideal setups in a game as open as this. It's telling that, for both of our guides, 
we've kind of set the bar for the sort of combos we'd even consider putting down by asking, 
“Does this deal at least half damage to most characters?" Everyone in the game is powerful, 
especially if you build around them, especially if you use X-Factor judiciously, and especially 
if you leave behind the notion that you can only have success by playing characters that 
some player or group of players claim “breaks the game.” The only sure thing in life is that 
things change: in the Cro-Magnon pre-YouTube era, MvC2 was basically a different game 
avery year for almost a half-decade. Now, in the age of smartphones and streaming video, 
MvC3 still managed multiple sea changes across an exciting roster free of filler. 


Often times, losses are blamed heavily on character choice. The question is begged: are you 
really losing to the character, or are you merely losing to the player? The overemphasis on 
character selection can become а red herring, a distraction. 


TRAINING HARD VS. TRAINING SMART 


We are often taught that hard work is the cousin of success; this does not always hold true 
to fighting games! Your time is best spent not training hard, but training smart. 


Take for example the mismatch between Amaterasu vs. Sentinel, where Amaterasu has 
severe advantage. No amount of brute-force matches played makes it any &asier to use 
Sentinel in this match, Rather, it is only through recognition of why Sentinel has a hard 

time in this match that insight can be gained on what can be done for you to get a fighting 
chance. Pinpoint exactly why your Sentinel is losing; how are you getting opened up? 

How is your opponent avoiding your attacks? What can be done to stop Amaterasu's 

most powerful anti-Sentinel tools, such as Solar Flare's instant overhead air (D ? Keeping 
questions like these in mind while actually playing the match-up can reveal solutions that 
would otherwise have been overlooked—it's easier to just play mindlessly and just go 
through the motions, even when losing repeatedly. Perhaps you'll notice that you are usually 
falling prey to instant overhead air @ let's say, in which case you can adjust and play more 
of a long-range game with projectiles and crossover assists. Pinpoint what exactly is making 
you lose, and go from there. And the reason can't be “| lost because they chase X character 
or | missed Y combo!" 


CASUAL MATCHES VS. SERIOUS MATCHES 


The attitude you take toward casual games (both online and offline) and tournament 
matches helps greatly in improving your game overall. If your goal is to become a better 
player, you should view casual matches as a learning experience. Matches where nothing 
is necessarily “on the line" are an opportune time to try different attacks or tactics that you 
are unsure of ar don't normally use; frequently, it is halpful simply to see what happens 
when X action is used in Y situation. This is also a great time to experiment with different 
combos to test their merit, such as corner-carrying combos or meter-building combos. 
Experimenting with alternative combos and strategies during casual matches may cause you 
to lose more than usual, but it is beneficial in the long run. Given this, it is important to not 
be discouraged by losses in casual matches. So long as something is learned, whether it's 
“don't use cr. (М) as апїї-аїг” or “She-Hulk is too heavy for this combo to land properly,” 
then the match can be considered a success. In casual matches, learning should take 
precedence over winning. 


Matches in a competitive environment, such as a tournament, are a dilferent story. In 
important matches where something is on the line (such as your tournament entry fee), 
you should utiliza everything in your arsenal to win: every sneaky setup, every dirty trick, 
every crazy gimmick, the most damaging combos, the "cheapest" chip damage sequence. 
Experimentatian should not be considered during à tournament match, (Even though some 
players will disagree!) However, sometimes it's best to simply outplay your opponent with 
solid, safe gameplay during an important match, saving your best tricks and setups for 
circumstances and match flarepoints that require clutch play. The ace up your sleeve is for 
a dire situation! 
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Playing any mode of UMivC3 lets you garner player points, which are tabulated on the 
license card. The license card can be viewed from the main menu. The license card displays 
lots of data related to battle history, and it allows for a little customization. 


Log BANS? GAR als JOU tine 


View accumulated player points, online rank and rank points, overall wins and losses, 
and recent accomplishments. 

set the icon and title, which are visible to other players in online modes. 

Examine frequency ol character use. 

Set up to three reserve units for quick selection of lavorite teams. 

Examine battle data for both offline and online play. 


HATER (9010956 


Quite a few goodies can be accessed right from the beginning in the gallery: 


Character bios and a model viewer 
Stage ап 

Special art 

Concept art 

The Fate of Two Worlds comic 
The sound gallery 


Unlockables: 


You can view the credits movie in the gallery any time after defeating Arcade Mode. 

Land the fina! blow an Arcade Mode Galactus with a character to unlock that character's ending, 
as well as extra artwork, 

Galactus Mode is unlocked by accumulating 30,000 player paints. 

Defeat Galactus Mode to unlock art and an ending for Galactus. 

(Or, fase the last Arcade Mode stage to Galactus for nis ending!) 
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Icons are available right away, hut titles must be earned. 


The icon and title you set appear to other players onlina. Initially, you won't have access to 
any cool titles: just the UMvC3 logo. You'll unlock up to 443 titles in all. 300 of the titles are 
unlocked by accomplishing various feats with specific characters: 


Clear Arcade Mode on any difficulty with a given character 
Clear Arcade Mode on Very Hard difficulty with a given character 
Complete five trials in Mission Mode with a given character 
Complete all the trials in Mission Mode with a given character 
Use a given character 30 times 
Use a given character 100 times 

The rest of the titles are unlocked by accomplishments like the following: 
Winning up to 1000 matches online 


Completing various things a certain amount af times: 200 hyper 
combo wins or first attack bonuses, 10 wins via block damage, 
acquiring up to 999,999 player points, completing Galactus Mode, 
and so on. 


Completing various tasks in Heroes & Heralds Mode, an upcoming 
addition to the game planned as free post-release DLC 














levements and Trop 


There are 47 achievements and trophies. Their unlock conditions are self-explanatory, 





I Gamerscore Trophies : 
Title (Xbox 360) (ps3) Requirement 


The Ultimate [50 points | Platinum [Unlock all achievements - 


Aer TIE 44 (view all endings in Arcade Mode f - 
et ore tei EDED not include Shuma-Gorath/Jill) — Le Р 
|The Best There's — | 10goints | Bronze [Beat Arcade Mode on the hardest difficulty Кайа КБА 
Sail g My Quarters | iüpoiis | Bronze [Beat Arcade Mode without using any continues шег 
The Points Do Matter | 20 points | Bronze (Fam: 100.000 points i in Arcade Mode 

High-Scare Hard 
Missions? Possible 20 points | Bronze (Clear 120 missions in Mission Mode 

Up tothe Challenge | 30 points | Silver [Clear 240 missions in Mission Mode 

Master of Tasks 40 points | Silver |Clear 480 missions in Mission Made 


Landa Viewtilul Combo 
АППҮН AYEM 1 | 
Above Average Joe Ü points (Arcade/Online) 


en Master | 10 points | Bronze [Land an Uncanny Combo (Arcade/ Online) l 
a ШЕГШ .000 hyper combo gauge bars (Arcade/Online). | 
Bronze [Block 100 times (Arcade/Online) 

Pertorm 100 advancing guards (Arcade/Online) 

A ihi nd in Need ijo soem 100 crossover assists (Arcade/Onlina) 
Bronze 
= iem 10 points Bronze (Perform 50 snap backs. (Arcade/Online) 

Quick Change-Up — | 1üpeints | Bronze |Perform 50 crossover counters [Arcade/Onlins) 
Perfect A-ample 10 points Bronze (Use X-Factor 50 times (Arcade/Onling) 

Gravity? Please... Land 50 team aerial combos (Areade/ Online) 

Mighty Teamwork Land 30 team aerial counters (Arcade/Online) 

Perform 30 hyper combo finishes (Arcade/Oniine) 


Ferom 30 crossover combination finishes 
Hard Corps 
(ArcadeyOntine) 


‘Bronze Play in Olfling Mode for more than ^ hours 
Training in Isolation Silver {Play in Offline Mode for more than 30 hours 
(Seductive Embrace Play Online for more than 5 hours 

Rivals Welcome PR TENTER Online for more than 30 hours 

Brave New World HE Participate in any mode over Online — — Demon Village 
Hellbent — | 20points | Bronze [Participate in 100 matches Online —— 
[Forged from Steel Participate in 300 matches Online " 
[Full Roster — | 30 points | 
| | Win without calling your partners ar switching out in 
aUnlinemalch — ———— 

Need a Healing Factor | 20 points | Bronze |Win without blocking in an Online match 

(Crary Good | 10 points ERNE the rank of Fighter n 

I | кт ebe pueina 
[Hotshot 15 points EAT 10 battles in Ranked Match 
[Siam Master — — | 20 points | Bronze [Win 50 battles in Ranked Match 

Fog == ine | 40 points | Silver [Win 100 battles in Ranked Match 

Noble ot (15 points | Bronze Gal a five-game wir streak in Ranked Match 

Assem ap Bronze {Participate in an eight-player Lobby over Online 
Silver [Collect OMS o eT 
û Warrior Born 10 points ЕТЕТ 5.000 Player Points ү) 

Devil with a Blue Coat 
уе Brawler 100, 000 Player Points (PP) 

ci seo SE NE Unlock all items in the gallery 


Passport to Beatdown 02: 
СД 10 points Bronce у In all of the stages 
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Incredible 20 points | Bronze 





Поен Laboratory 


= 
4A 

Exe. 3 
Й 





Bonne Wonderland 





Days of File Past 








Metra City S.H.LE.L.D. Halicarrier 





The Daily Bugle Hand Hrgeoul 





Asgard Trang Room 











Arcade 


In Arcade Mode, you'll choose your team, difficulty, time limit, damage level, and fight 
request status before embarking on a seven-stage quest with a goal of saving both Earths. 
When you've cleared Arcade Mode, only the character who lands the final blow an Galactus 
gets credit for completing the game. 


„0 ШШ S o —  BgÓ 


Six preliminary hattlés are waged (О random CPU- controlled jams. 
a 


At lower difficulties, the CPU is fairly passive and hapless, and it can be cowed by repetitive, 
relatively safe tactics. At the highest difficulty, the CPU guards, reacts, and punishes with 
inhuman speed and accuracy, 10 an unrealistic degree. This is not the best practice for actually 
thinking about playing human opponents, but it fs good practice for learning to play for keeps. 
lf your team is knocked out, you can continue and try again without penalty. You can even 
switch teams, if desired. With fight request on, anline onponents may interrupt your Arcade 
Mode bouts with a match challenge. 





You ll $ si df credit for rbeating the. gamë jf you fose and Corne, even if ioi witch leas 


Defeat the opposing team, and you'll ac advance io th Шел next siage 
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With two controllers, you can play local matches against friends in this mode. You'll both 
select teams, and then the stage, time, damage, and individual handicaps can be altered 
before the match, Immediately after each match, you can opt to rematch instantly with the 
same teams and settings, or 
you can opt to head back to 
Ihe character select screen 
to re-pick teams and op- 
tions. Like any other mode, 
playing in versus garners 
PP, о бе sure to exit to 

the main menu when you're 


done with your session. MN 
l enc jocum | 
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A lowered handicap results in more damage taken. This is on top of the damage rating, so 
with damage set to highest and the handicap all the way down, characters are knocked out 
by three or four-hit chain combas! This is a qood way for experienced players to still have 
good casual tun with players who don't take the game as seriously. 


raining 


Uitimate Marvel vs, Capcom 3 thankfully includes an excellent Training Mode. Virtually 
everyone who ig up the game is going to spend significant time here, and with good 

В reason—experimenting 
with different teams, assist 
types, combos, and overall 
strategies is not only a cru- 
cial part of getting better, 
but it's at least half the fun 
oi playing a fighting game 
in the first place. 





Video games aren't often thought af as a physical endeavor, but there is definitely a high 
dexterity bar set for fighting games at large, and the Vs. series specifically. The MvC3 series 
is a littler friendlier Та newcomers than its predecessors, but it's still filled with exacting 
technigues, precise sequences, and elaborate combos. Different aspects of execution come 
more naturally to differant players, but everyone must spend at least some time honing 
muscle memory and practicing important tactics. 


OY WT PAR T A UM M 


Training Made features extra commands that can be assigned beyond the normal attack 

and assist buttons. These commands allow you to control tha training dummy directly, and 
to set up recorded sequences that you can play back fram either team. This is most useful 

if you happen to play on a pad, where extra shoulder buttons and even the left and right 
analog stick buttons can be used for these functions. If you have a joystick, the amount of 
utility you can get aut of these features is dependent on how many buttons are on the stick, 
basically. If you have a six-button stick, there's no room to assign extra functions: with an 
aight-button stick, you can assign a recording button and a playback button. If you preter 
using those buttons for macros, like to have a one-button dash, then something's gotta give, 
at least when you're practicing in Training Mode, 


| PL GONTROLEER ris Гере CONTROLLER 
CONTROLLER TYPE 
L ATTACK 
M ATTACK 
H ATTACK 
SPECIAL ATTACK 
PARTNER 1 
DUMMY CONTROL 
PLAYBACK REPEAT 
PARTHER 2 
- * M + H ATTACK 


p E 


CUBTOM PRESS THESSTART BUTTON 





FÊ Pack 


Dummy Control: If this is assigned to a button, hold that button, and you'll have full control 
ot tha dummy. If it's possible to assign this to button that's comfortable for you to just hold 
{or weigh) down, then you can effectively practice with two different teams, six different char- 
acters, and 18 different assist types at once. It's also very useful for repositioning the dummy, 
like when you want to move it slightly out of a cornar so you can squeeze your point character 
behind the dummy for the maximum possible distance to practice midscreen combos. 








P1 / P2 Recording; Playback / Playback Repeat: You can record up to 10 seconds 
of action for either team to repeat, and this series of actions can play back at your beck and 
call, or on a repeat Joop. The recording function is the best feature of Training Mode. This 
lats you test out anything you want in a controlled environment, with no pressure. 


Do you wonder if your team's zoning can hold up? Match them up against teams made ul 
characters like Doctor Doom, Taskmaster, Magneto, Hawkeye, and Arthur, then record that 
team chucking as much stuff as you can manage at your side of the screen. Now play it 
back, and sea if you can keep up. 


Not sure if a mix-up, reset attempt, or rushdown sequence you've came up with can actu- 
ally pass muster? Do it to yourself. Record one team going through the motions of your 
discovery, then play it back while you control the other team and try to quard or otherwise 
thwart it. 


Do you want to practice punishing and juggling assists? Record the dummy doing nothing 
but blocking and calling assists. 


Da you want to practice pressuring defensive characters who come in post-K.Q. or alter 
snap backs? Record the dummy doing nothing but walking backward, play it back on repeat, 
then dash in and start a low combo into a snap back. When the new character drops in, the 
walking backward input simply causes air blocking: add in the random advancing guard 
setting to better simulate player behavior. 


Da you want to practice midscreen combos, but get annoyed that you can't just jump into 
the corner over the dummy for the maximum distance to the other corner? Just set the 
dummy to do nothing but walk forward; if you carry it to the corner while practicing your 
midscreen juggles, you can just jump forward over it. 


While recording functions are invaluable, they do come with a caveat. Remember that the 
game is doing nothing other than playing back your inputs, axactly as you recorded them. 
It won't make any concessions to insuring that the results are exactly what you intend. This 
may come up if you perform actions that require mater while the dummy doesn't have any, 
and especially if you interrupt the dummy in progress somehow, and the duration of the 
playback is messed up as the dummy never ends up being in quite the right state for what- 
aver input it’s receiving. For the best controlled experiments, keep recorded clips brief and 
to-the-point, with a dead period afterward where the character is just standing around, This 
keeps the playback from becoming caunterproductive or annoying if playback repeat is an. 


Dummy Forward / Dummy Jump: Sets a button to either make the dummy jump or 
walk forward, The Dummy Control setting is more of a comprehensive catch-all. Using 
Dummy Control instead means if you want the dummy to walk forward or jump, you can, 
but you can also make them do anything else, That said, while holding a button to trigger 
Dummy Control, you cannot control your own team, so these functions can be useful for 
testing situations where you want the dummy to jump or move while still controlling your 
character, too. 





After setting Dummy Control of some kind, check out the Dummy Options page of the Train- 
ing Mode pause menu: 


Action: Set the dummy 
to stand when you are | —— 
practicing combos you | е сарин 
expect to land оп a standing 
opponent. These kind of 
situations include against 
competitors dashing, 
attempting a throw, or 
trying ta anti-air fram the 
ground. Set the dummy 

to crouch when practicing 
combos for other situations, like when pinning а foe with an assist, or after using a fast 
overhead (such as a triangle jump, square jump, or instant overhead jumping attack). Set 
the dummy ta jump or super jump whan practicing air throw combos or anti-air combos. 


Difficulty: This applies to CPU control, which allows you to spar against a moving target. 
Focus on combo execution and confident movement against computer opponents, but do not 
rely on CPU sparring ta make you a better strategist, Over-reliance on playing the GPU can be 
detrimental for playing human adversaries, as you unconsciously train Tactics that work on the 
CPU rather than being delibarata about each action while reading your thinking challenger. 


Guard: At the very least, set this ta Auto Guard so the dummy blocks if you start hitting it but 


fail to keep a combo going. This is useful for perfecting your execution of basic ground chains. 


Later, when you're practicing tactics instead of just execution, set this to Random Guard. 
Then, if the dummy guards, practice stopping after your opening attacks on reaction, so you 
can shiit to plan B instead of just getting punished or pushed away with advancing guard, 


Advancing Guard: And speaking of advancing guard, it's a big deal. Proper guarding, 
followed by advancing guard ance a successful block is confirmed, is the main universal 
defensive tactic in L/MvC3. Midscreen, the defending character pushes back the aggressor 
almost a full sereen away! 5ü you have to be ready to react when your offensive momentum 
is stunted by advancing guard. Set the dummy to some kind of guard (usually Auto Guard 





or Random Guard) and turn advancing guard on; you can work on regaining lost momentum 
quickly, or bypassing advancing guard in the first place by timing attacks and assists to 
strike the opponent simultaneously. It's important to note that with advancing guard set to 
on, the training dummy uses advancing guard with the fastest possible timing, every time. 
This is not how humans play—it's not even conceivable that a person could pushblack on 
the first frame of blocking as a baseline approach, so keep that in mind when practicing with 
the dummy. 


Crossover Counter: With this setting on, the dummy crossover counters to tha next 
character whenever the dummy's team has at least one bar of hyper meter available. For 
general training purposes, itis actually more annoying than helpful to turn on this setting— 
opponents simply won't be using crossover counters that much, and most assists don't 
make graat crossover counters against a point-blank aggressive character anyway (though 
certainly some 00). Instead, turn this on periodically when you want to specifically check 
how vulnerable your close range tactics are to some of the better crossover counters, 
especially invincible ones like Наддаг—С or Captain America— Û. If you're practicing 
zoning patterns, you can also turn this on to see what happens when your adversary uses 
your fullscreen attacks as an opportunity to crossover counter and switch characters 
safely... perhaps you have some way to punish them for that on reaction, like with a quick 
beam hyper combo. 


Knockdown Recovery / Air Recovery: The recovery settings should usually be set to 
“random” unless you are testing something specific. When opponents are knocked to the 
turf or flip out in midair, after all, the direction they recover in—left, right, or neutral—won't 
be the same every time. Characters in the process of recovering are invincible, but you 
should practice going for a throw or reset attempt right as their invulnerability expires. 


Throw Escape: Throws (accomplished with > ог<п + (D , whether on the ground 

or in the air] grab on the first frame after input, and they create OTG openings for most 
characters, This means that throws are great and a required part of anyone's gameplan. 
However, throws can be broken, which leads to a situation where both characters are standing 
next to each other ready to act, with nothing having actually happened. It's important to be 
able to react to throw breaks—they happen extremely quickly, faster than in any other fighting 
pame—so turn this on periodically to train yourself to be ready with instant follow-ups or 
evasive actions when characters face off at close range after a throw break. 


Counterhit: Hits against characters who are winding up an attack are counterhits and cause 
a distinctive red hit spark. +2 frames are added to the hitstun created, and for certain moves, 
an entirely different effect than normal hitstun occurs, such as causing the opposing character 
to stagger. Certain combos and links are only possible after a successful counterhit, so turn 
this on when practicing such tactics. You can even set this to random, which you should 
probably do eventually so you actually get a feel for trying to react to the red spark rather than 
just doing a counterhit setup on auto-pilot. This is difficult, but possible. 


Apart from setting the 
dummy's behavior, there 
are general settings that can 
be adjusted far both teams 
to scale how closely a real 
match is simulated. 


Life Recovery: 
Determines whether 
characters regenerate 
health. With this on, 
characters in Training Mode 
cannot be knocked out. You'll usually want this on, unless you're trying to simulate real 
matches. 





Н.С. Gauge Recovery: Determines whether the hyper combo gauge (which we refer to 
as the hyper meter) automatically refills whenever bar is expended. When training execution, 
you'll want this on. If you're trying to get a sense of how quickly you actually build hyper 
meter when attacking, turn this off. You'll also want this off if you're trying to simulate 
match settings. 


X-Factor Settings: You can adjust both whether X-Factor can be used repeatedly in 
Training Mode, and what level it will register as when it is activated. With both settings on 
normal, X-Factor behaves as it does in matches—only one use per session (unless Training 
Mode is reset by holding Back or Select, then pressing Start), with X-Factor strength 
determined by how many characters are left on your taam (with Life Recovery set to on, 
X-Factor will always registered as level 1, since none of your characters will ever be knocked 
out). When practicing X-Factor setups and hit-confirm combos, set X-Factor use to infinity. 
When trying to simulate real matches in Training Mode, set it to normal. Setting X-Factor 

to а level higher than normal/1 can be useful for practicing combos and movement in last- 
ditch, 10.3 X-Factor scenarios, which are commonplace. 


Assist Types: Beautifully, and unlike previous Vs. titles, you do not have to back all the 
way out ta the character select screen to try out different assist types! Simply change the 
assist types for each character on either team here, Hooray! 


When training execution 
(practicing inputs and 
combos) or matchup 
difficulties (using record 
and dummy control 
functions to simulate 
troublesome situations), 
you'll probably want the 
timer set to infinite. You'll 
likely also want hyper meter 

= سس‎ = - recovery on, along with life 
recovery. Attack Data is an extremely useful tool—with this window active, you'll see how 
much damage your combos do in real-time. The Input Display is equally valuable for being 
able to see where you went wrong with execution errors. 
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Match settings can be simulaled in Training Mode; when one side or the other is totally 
depleted or the timer expires, the "round" simply resets immediately. To simulate match 
settings whether with a friend or against the CPU: 


sel Training Mode to 99 seconds when picking teams 
Assign dummy control to either the CPU or player 2 


Turn life and hyper meter recovery off for both sides, and set 
X-Factor use to normal 


Nothing in Training Mode counts toward trophies or achievements, and wins/losses aren't 
tabulated as in Versus Mode, but if you exit properly (instead of simply shutting off the 
console) after a session, you earn tons of player points! 
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Please felect your desired mission, 


Mission Mode contains 10 trials for each character, for 480 trials total (500 if you have 
access to Jill and Shuma-Gorath, as well). For avery character, the first four missions are 
simply perfarming basic motions or simple combos. The fifth mission is the universal 
combo (O, À, O, © ==> forward super jump, air WW, MM, D. &. or close to 

it), and after that, the last four trials exhibit combos and techniques serious players of that 
character should be familiar with. Doing the first five trials for every character, which is easy 
enough, nets 240 total, unlocking the second of three achievements, The last one requires 
480 trials, or at least every trial for every non-DLC character. (Jill and Shuma-Gorath can 
count toward those totals, but you don't need to have them to get there.) Clearing just about 
every trial is difficult, obviously, but if you can perform the bread and butters we discuss 
throughout this quide, you should be more than capable of completing Mission Mode 
(though some combos are definitely tough!) 


aren Because the Mission Mode 
dO uL aT a a li ah PELEAS combo commands are 

da Pug гъ listed in the game, because 
inevitable YouTube videos 
of Mission completion 
tend ta be more useful to 
help you through trouble 
spots than any advice we 
сап impart in text and 
screenshots, and because 

— : — we've chosen to focus our 
limited pages and time on discussing strategy for using characters against your friends 
and players online, we have not included transcripts of the Mission Mode combos. Instead, 
you'll find that the combos we list for every character are actually much better, 











MIRE 
There ага several online modes you can enter to test your mettle against other fans of 


UMves , Whether engaging in player matches for fun or ranked matches that go toward your 
overall record and ranking, this is where many players spend the vast majority of their time. 


By participating in ranked matches, you'll have a chance to jockey for position on the 
leaderboards across several metrics. There are separate leaderboards for win streaks, win/ 
loss record, and overall ranking. There is also a leaderboard for Arcade Mode high score, 
though of course that's not an online mode. 
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As indicated earlier in this chapter, a great many fan-friendly unlockables are available for 
your perusal, These include intro cinemas, art pieces, sound effects, and background music, 
and a model viewer to check out various characters up close. 
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You can tailor general settings to your preference here. 


Controller: Command inputs can be customized here. Note that Training Mode has more 
contraller options than other modes, and those controls can only be set while in Training Mode. 


Operation Mode: Here, you can choose between Normal or Simple controls, and whather 
this choice appears before every match. Only the most casual fans should stick to Simple Made 
for very long. Auto Super Jump is a new option in Uitimate Marvel vs. Capcom 3: with this on, 
you can launch someone with © and then simply hold Ө tor the follow-up Super jump. 


HUD Position: Here, you can adjust the position of the vitality gauges and timer, as well 
as the hyper meters. You can even position them both entirely offscreen if you want to enjoy 
the visuals unfettered by Ul elements. 


Sound: Here, you can adjust various sound options, With Classic BGM selected, theme 
music for various characters plays when they appear! 


Character Voice: Here, you can choose between Japanese or English voiceovers for 
several characters, as you like. 


System: Turn notifications on ar off. You may want to set this to off if you'd prefer no 
distractions while playing matches online, but then you won't see match invites from 
iriends, either! 


Reset Battle Records: This allows vou to scrub your play data and start over, should 
you desire. 








AUAGTUS 


Mo) Vito of? WILDING (97117 
ALE Yo Ros TETTE 
After successfully clearing six stages in Arcade Mode, you'll be face-to- 
face (or, face-to-chest, really) against this colossal entity. Your team of 
three must topple almighty Galactus to save the Earth! As the only survivor 
of the universe previous to ours, and wielding the Power Cosmic, Galactus 
stands on even keel with the deities. The machinations of Doctor Doom 
and Albert Wesker to control the fates of their parallel Earths have drawn 
the attention of this towering, unfathomable being, who consumes entire 
worlds filled with sentient beings for his nourishment. For Galactus, there 


is not necessarily malice, only need... but that's little consolation to his 
scores of victims. 
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PHASE 1 
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During phase 1, Galactus summons his heralds to fight in his stead, as 

he glowers over Earth in the background, The heralds are silver copies 

of Akuma, Doctor Doom, Dormammu, Super-Skrull, and Wesker. At first, 
Galactus summons one herald from this evil quintet to aid him... after nine 
ticks off the timer (or about 17 seconds), he'll summon a second herald. 
(Although if you manage to deplete the vitality gauge before about 17 
seconds have elapsed, you won't have to deal with a second herald at all.) 
Once both of Galactus’ minions are drawn out, they'll attack in tandem— 
veterans of Gapcom fighting games will be reminded of the "Dramatic 
Battle” modes present in Street Fighter Alpha and some versions of Street 
Fighter Alpha 3. (And we'll all be seeing a lot more of this kind of thing 
soon in Street Fighter X Tekken!) 





The heralds share 
one vitality gauge, 
which is visible on 
the right edge of the 
screen. Gatch both 
heralds at once with 
a combo into hyper, 
and you || destroy 
them very quickly on 
any difficulty. Save 
X-Factor for Galactus! 
Once the heralds characters! 

return to dirt, Galactus himself takes a moment from his coveting of Earth 
to step to the foreground and personally dispense with your pesky team. 








ПАШ ИЛЯЗ 
ПОШ?@ПЯ/ ДЯ ШАА 


As they say, you want something done right? You have to do it yourself, 
Galactus shifts his attention from his celestial meal to your team. Galactus 
takes up the entire right half of the playing field. Like his heralds, his 
vitality gauge occupies the right edge of the screen. Any part of Galactus 
is a viable target, and he cannot guard! Any attack that touches him deals 
damage. Galactus attacks more frequently on higher difficulties. 


Most of his attacks are heavily telegraphed, either with visual or audio 
cues. This allows you to cease attacking so you can guard or dodge as 
necessary. Because of the high power of his entire arsenal and the damage 
penalty crossover assists sustain when hit, don't call assists unless you re 
absolutely sure they'll 
leave before Galactus 
strikes. Some of his 
attacks are able to 
one-shot full-vitality 
assists! 








While he relais over 50% vitality, Galactus Darburnar is his throw He 
telegraphs it by stepping info the background. .. 
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At first, Galactus holds back his full power, and he just attacks with brute 
force. He'll go for overhand smashes, backhand swats, and snap back flicks 
against you. Squeeze in a chain and special or two in between his attacks, 
except when he occasionally starts doing overhand attacks over and over. 
When he steps to the background to ready his throw, stop whatever you re 
doing and get to the top of super jump height before he brings his hands 
together. After he whiffs his grab, he’s vulnerable for a long time. 
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3m Hit Area — — 
Backhand | ; 
‘Snap back | | Super jump | 
БОЕП AG SL m To Hugging Galactus | Insolent whelp. Fall. Submit. 
| smash | long range | | 


~ Downward arc full screen EDS X insolent whelp. Fall. Submit, 


Hyper smash | Downward arc fullscreen [— | Enough! — — 


Haymaker Insignificant. Yield. lama 
punch height force of nature. 
height 















` Tell Quotes” 


ИШТЕШ 
Super jump 

















Ground level 










Feel my wrath. You will 


Throw know pain. 


Ground level 























fret if vou lose a character о. 
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Galactus Mode is unlocked hy Building up at least 30,000 player points: This [s quickly ac- 

complished simply by taking diferent characters through Arcade or Mission Modes, playing 
versus or online with friends, or messing around in Training Mode. Make sura to exit to the 
main menu to save your PP progress before shutting off the console. 


In Galactus Mode, you control Galactus! You'll have to fend off six teams of increasingly 
skillful heroes as they attempt to stop you from utterly destroying their worlds. The first few 
trios of heroes should fall easily, but the last couple actually try their hardest to interrupt 
Galactus as he s winding up his lengthy attacks. 
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Galactus Mode is a pretty good way to blow off some steam because Galactus is, 
rightfully, ridicufousiy strong. On top of having. mast of Arcade Mode boss Galactus’ 
movesel, Galactus Mode Galactus can simply lean on thes + S haymaker punch. 
This attack causes a hard knockdown and can be canceled after hit into another 
attack... most usefully, right back into itself, for another hard knockdown. And then 
another. And then another. And then repeat for the next bothersome would-be hero. 
And the next. You can beat Galactus Mode easily with nothing other than ie + Gy 
if you want the quickest path. 
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As with the transition fram SFIVio SSFIV, Ultimate MvC3 has undergone a ton of changes to get here. None of the changes in particular is drastic, but the 
aggregate is a new game that is much more than a fresh coat of paint. Considering the sheer amount of fresh 3D animations, art, and character models involved 
in gelting the total character count of Ultimate Marvel vs. Capcom 3 up to 50 distinct characters, the accomplishment is kind of spectacular... remember that 
MvC2, with its unsurpassed roster of 56 characters, had the advantage of drawing upon art and ideas from almost a dozen games (Darkstalkers litles, earlier 


Vs. games, and the Slreef Fighter Alpha series). 


Taw G w "СШ 


12 new challengers! 
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Galactus Mode—destroy pesky heroes as Galactus! 
Spectator Mode and an enhanced Online experience 


Numerous new moves and tweaks to existing moves for all 36 returning characters, and the 
two DLC characters, Shuma-Gorath and Jill (if you acquired the DLC characters for use in 
original MvC3, they will also work in UMvC3) 


à Display tweaked—the point character's vitality gauge shows in the center, with partner 2 (the anchor) 
above and partner 1 (the next in line) below. The X-Factor indicator is much more prominent 





Nine new stages! 













X-Factor tweaked—X-Factor values tweaked for all characters, X-Factor damage scaling adjusted, X-Factor 
is now possible in midair! 

























Team aerial combos tweaked—sideways TAC now erases one of the opponent's 
hyper meter bars! (In original MvC3, it built half a bar of meter) | 


THC glitch removed—when team hyper cambo canceling 
fram capture/cutscene hyper combos to indirect hyper 
combos, damage scaling and hitstun decay will now 
be properly applied 


TAC glitch removed—characters like Amaterasu 
and She-Hulk can no longer use late air exchange 
hits just off the ground for relaunch opportunities 


Meter gain for attacks in general lowered by about 10% (with some characters affected more 
severely than others) 
Hitstun decay now applies to assist hits 


Combos against assists now damage scale correctly if the point character is guarding, rather than the 
assist taking unscaled damage from every hit 


In a return to the mechanics from previous Vs. games, airdash characters can no langer block 
while airdashing! 


Inputting @ rapidly now increases the number of hits and consequently the damage of many 
hyper combos 


EJ can be used to call the last remaining teammate's assist when one partner is knocked out 


New option: auto super jump! Just hold © to have your character super jump automatically after a 
launcher. BY DEFAULT, THIS SETTING IS ON! So if you don’t want to super jump after a launcher 
with immediate timing, take care only to tap © and never to hold it down for long 


Rumor Control: These are the Facts! Clearing up Some Common Misconceptions 

X-Factor timers are nat different between characters! Each character has the same amount of X-Factor frames at each level of X-Factor, and 
these values are unchanged from original MvG3. Characters may seem to look like they have different X-Factor timers, but that's both because: 
a) you aren't going to be able to activate X-Factor for two characters at roughly the same moment, since the first activation causes a 30-frame 
"X-Factor freeze:” the likelihood that you activate the opposite character's X-Factor on the very next few frames for a relatively precise test {5 
low, and b) the actual X-Factor icon effects at the top of the screen are asymmetrical! 


You cannot “mash” out of team aerial combos! You are allowed one input of G during the 15-frame window, which starts on the very trame 
where the TAG “flash” happens. If the first 5) input registered in this window is wrong—even if you just input neutral ©, which isn't even an 
escape input—you will not break the TAG, even if you input the correct escape command immediately afterward. 
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Jisplay Essentials 
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The display has been reworked from original 
Mvé3, Tha vitality gauge of the current point 
character occupies the center slot. The next 

character in line, partner 1, is shown below 

the center slot and labeled as A1. Partner 

2 is shown above the point character and 








If every member of a team is drainad af 
vitality, that team loses. If the timer runs all 
ihe way down, the team with more vitality 
remaining Oy percentage is declared the 
winner. A draw is possible if both teams 
have an identical percentage of vitality 
remaining. For example, if Thor and Phoenix 
both have full vitality when time expires, the 
match is a draw even though Thor has far 













more actual vitality than Phoenix. 
a үт е e е е T We recommend playing with the timer оп | 
| Ж the default setting of 99, and with damage 
are assigned to Gl and ES, The A1/A2 labels dim when those characters are unavailable. LUN. $ wi г 0 
"ASSIST OK!!" indicators appear over a given character's vitality gauge when they've SSEDIHRSURMTSNOEOD RAN TOES IRR 
a | | ? all, tournaments use these Setting, but this 


recovered and are ready to take part in team actions again. ' А ; - 
is also the setting mast experienced players 


favor önline. The timer serves a useful 
purpose within gameplay—most matches 
between competent players will not actually 
go the distance, but the very threat of a time 
over victory forces players to take action eventually and prevents eternal staring contesis. 
And the attacks of the game are balanced with medium damage in mind—other settings can 
be amusing, but they are not the product working as intended. 





Em 


Between the vitality gauges 
far both teams are the 
X-Factor indicators and 

the timer. The X-Factar 
indicator's pulsing effects 
make it obvious whether or not X-Factor has been expended. The timer counts down 99 
game ticks, which translates to 180 seconds. 
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The UMvG3 Jobs Program 


The vitality gauge order isn't just a grinder for different characters to rotate through. You should have some idea of the roles and responsibilities of each 
member of your team, both under ideal conditions and when serious problems arise. 


zz nem 


Your starting point character's job should typically be to build a vitality lead or to build a significant amount of hyper meter, or both. For most teams, your 
ultimate goal is to create a solid handoff to partner 1 through either a powerful THC or TAC, which probably knocks one or two of their characters out while 
putting you in solid control of the match. 


ИР 


50 naturally, your A1 character should synch up well with your point choice. Having complementary assists and hyper combos that handoff well (especially if 
the THC swaps are safe even if guarded) enables the characters on the first two slots of a team to just trade places fluidly, while keeping partner 2 in the back 
slot. This partner can be used as the primary assist, since the plan isn't to swap them in, or they can be relied upon as a level 3 X-Factor anchor, ready to 
spend the full resources of the team in a supercharged last gasp if it comes to that. 


اڪ 


You may choose to use partner 2 more directly through three-stage team hyper combos (which are now much more powerful if you use mashable hypers!) 
or team aerial combos. Especially with the increased threat and more heavily weighted guessing game TAGs represent in UMvG3, this approach can be 
extremely valuable with some characters. Characters with long corner carry air combos like Magneto, Storm, and Doctor Doom benefit tremendously from 
being incorporated into TACs, and a few characters, such as M.0.D.0,K., Viewtiful Joe, and Chun-Li, are much less scary without them! 


1 


You may have an alternate path to success, such as if your opening plan consists of saving hyper meter for Phoenix, building up evidence for Phoenix Wright 
or leveling up Frank West's photography level. Regardless, you should be going into a match with some sense of the jobs of each member of your team and 
with alternatives planned in case your competitor doesn’t cooperate with your wishes. 
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Crossover attack (red damage becomes permanent) 

Crossover counter 

Point character knocked out (red damage becomes permanent) 
struck with opponent's snap back (red damage becomes permanent) 
Team aerial combo 
Team hyper combo 
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Tai UNE 
Spencer 
Phoenix Wright 1000000 

Ryu o 1 1 41000000 — 
Wesker —  — [1000000 | 
[View Joe — — [950999 — —— 
Dante 900000 
Arthur — — | 850000 — m 
Chun-Li — — — à 850000 _ 
Firebrand — (850000 ^5 — 
ЫШ (OLC) — — — |850000 — | 
Trish “Sees s DOOD TERN 
Vergil |6500 | 
Zero | Be 
(Amaterasu | 800000 


750000 


































830000 —— 


Rocket Raccoon (750000 


Phoenix [375000 
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Initially, hall of the damage received against point characters, and any 
damage inflicted against assists, is red damage. Hed damage 15 not 
permanent! Partners recover red damage slowly over time whenever they are 
not directly engaged in a team action. Inactive assists recover 200 red vitality 
per frame, or 12,000 red vitality per second. Under the influence of X-Factor, 
point characters recover red damage, as well (except when being hit), and 
partner characters recover red damage faster than normal, alternaling 





between 400 and 500 vitality recovered every other frame for 27,000 red When partner 2 has sustained severe red damage, refrain from further 22 assist calls. At 

7 least partner 2 isn't in imminent danger of having all that red damage become permanent 
vitality recovered per second! 

fig de 3 : ке, os yat if your point character is knocked out—partner 1 Will drop in, not partner 2, 50 а5 long. 
The rate of red vitality recovery is a straight line, rather than being different as you ay off assist 2 for awhile, you should be fine. Beware of accidentally hitting ~ 
for characters with different vitality totals. This means that partners with c2 + 53 while blocking, as this causes an inadvertent crossover counter that swaps In 
lower maximum vitality refill max vitality more quickly. Thor with 99% red partner 2, which is the last thing you want. This won't make the red damage permanent, 
vitality takes about 103 seconds to heal fully, while Phoenix with 99% red but it does put the character in further jeopardy, since knockouts are. dependent on 
vitality Is fully healed in 31 seconds. depleting regular vitality, not red damage. You shouldn't be calling an assist this battered 


| ul - 
Red damage becomes permanent when a partner character is tagged in via SAMO Ale Just consider ma burton o Ius fora while. 


a crossover attack (hold GEES ), or when a character is forced to come in 
when their partner is knocked or snapped out. This is where snap hacks come 
in most handy strategically—if you inflict heavy red damage to one of your 
opponent's assists, use the next clean hit you land on their point character to 
combo to a snap back, forcing that character in and making the red damage 
permanent! This is often the most efficient usa of hyper mater—snapping in 
a character who has 90% red vitality does a lot more overall than a hyper 
combo to add 15-30% damage lo a regular combo. Similarly, be wary when 
you have partner characters who've sustained severe red damage, especially — |f both partner 1 and 2 are in bad shape, with deep red damage, then you could be in. 

if it’s partner 1 (shown below the point character's vitality gauge)... that red trouble. Any poorly timed partner call could just get them. knockad out, yet your point 
damage is only a snap back away from becoming permanent, and if your point character can t afford to get knocked out, either. You also cannat afford to tan either _ 
character succumbs, partner 1 will be forced in, as well. | character in with a crossover attack, as this just makes a lot of red damage permanent and 
compounds a difficult situation. Furthermore, playing sheepis ly without assists 15. usually 
just delaying the inevitable, unless your capacity for stalling is confident and immaculate, 
Although X-Factor is at its least potent with three characters still standing, consider using 
it here. Getting health back for all three alling characters, and thus breathing room, can 
hel p right the ship in a match gone wrong. early. Be aware that later on in the match, as 
characters start to fall on both sides and the stakes and risks rise, your opponent may. still 
have X-Factor available, while you will not. Some matches boil down to damned-if-yau-do, 
damned-if-you-don't; you'll just have to feel It out. 








You can squeeze tha maximum amount of vitality possible out А | 


When partner 1 has sustained severe red damage, avoid using their crossover assist (tap with proper red vitality management, forcing your opponent to work even. 

Ll ) or tagging them in with a crossover attack (hold CO). Be extra cautious to avoid harder for the win. By letting your team rest as needed with character 

having your point character knocked out, which would force partner 1 to replace them and rotations through crossover attacks, THCS, and crossover counters, 300% 
make red damage permanent. If your point character's vitality is low in addition to significant ^ vitality essentially becomes 450% vitality! Buildi ng a team that has 

roo damage or Donner dr 1008 TOC Ways ШШК ре Se Oly Uta eeu as plenty of safe THC options or Invincible crossavar counters nega you get 

Ior beth sirg charts to real ed ty ssn your КОНЕ БСТ nice comrades to the ene wot tisk, ing vour rod itai 

to partner 2 (hold ©! ), but your rival may expect this and wait for it, eager to punish your management overall. Vitality mana gement Is just as importa nt as hyper meter 
new point character while they pose after the tag-in. А three-stage feam hyper comba all management, so be vigilant in paying close attention to both! 
the way to partner 2 or a team aerial combo involving all three characters are safer ways 

to accomplish getting partner 2 in. You can also guard your opponent's altack and use a 

crossover counter (tapc + while guarding, requires one bar of meter). 
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VITALITY: SEALING THE DEAL 


Sometimes at the end of a combo, your competitor will have only a sliver of life left. You can 
decide to do one of two things: either burn an extra bar of hyper meter fora THC to seal the 
K.0., or save it in an attempt to К.О. the weakened character via a mix-up or chip damage. 

In this scenario, it is almost always better to finish with a THC, even if your rival has close 
to zero vitality left. 





МУС is a team game, in which team dynamics are a core element of gameplay and 
strategy. Given this, losing a character is a big deal. Dealing 33% to all three characters 
of an opposing team is not nearly as significant as dealing 100% damage to a single foe, 
though the vitality last is the same. If you let an opponent survive by not burning meter 
to THC for an assured knockout, you risk letting that character get away. If that character 
escapes to the sidelines, said character can possibly heal back all red vitality while being 
used as a crossover assist and THG/TAG partner. That character may even exact revenge 
later in the match with level 3 X-Factor after they've fully healed and returned at the end! 


Hyper meter is much easier ta come by than knockouts, so you'll almost never regret 
spending meter to THC and finish a character off, especially given that a knockout leads to 
an immediate mix-up opportunity against your competitor's next character. |f you have limited hyper combo to spare, be mindful of the capabilities of the character you're trying ta knock 
out, and the tendencies of your human opponent. It's always a good idea to К.О. the character your opponent can play best, but on the other hand, saving meter might ba best if meter is 
tight and ana of their less dangerous characters is the target. Of course, throw caution to the wind and burn all hyper meter if it's your rival's last character. 

















VITALITY: POST-KNOCKOUT | | ЩИ TH? (fit OP I? Of 


When an opponent's assist 
character is being forced . arm, Vh ar 
out after a K.O. or a snap f " P " оо Perform a team aerial combo by launching with © , then chaining into ai 7 + Ө 
back, they are extremely TEM T а NEC 1] Call Morrigan, Frank West or Amaterasu—"y 

vulnerable, d à TP "ERAT. d usw + G (hold) with Felicia or Thor 

assists cannot be called an Hit opponent 

THGs cannot be performed Los ا‎ ww. e Receive an attack from adversary 

(ог roughly four seconds, | — — Ae wu AM Hil rival (guarded) 

and the opposing character eT ei eee Y Guard foe's attack 

is in a disadvantageous 


position. This time 1 ————————— > | ! | 
crucial; a successful mix-up gives you the momentum you need to control the rest of the Hy pel; MEIER Usage 


match orto come back after a bad start. Enemies in this position are highly susceptible to 
cross-under cross-ups, performed by dashing under their character as they fall in at normal 
jump height. Almost every character can perform some type of cross-under by dashing 
underneath the adversary and performing standing or crouching @. New characters 
coming in after a К.О. or snap back are often already cornered, allowing aven more mix-up 
dnd pressure opportunities. 
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LU HyperMeterBarCost Purpose 
| C. Viper EX moves 1 special properties 


Crossover combination |i-3 === [Damage combo extension 


Salely swap partners, retaliate against 
In the case of snap backs, be wary of opponents eager to use crossover attacks to tag back 


blocked attacks, avoid chip damage К.О. 
Hyper combo | 1-3, 5 for Dark Phoenix 
| | Rising DES 
out! This is especially important when perfarming a snap back to bring in Phoenix or your Mass up opposing team order, force 


character's primary crossover assist character, like Akuma or Hagnar. Frequently, opponents Snap back in an opposing character who has low 


are itching to tag back out as soon as possible, so they'll be holding from the get-go. vitality or significant red damage 
Team hyper combo : 





























‘Damage, combo extension, enhancement | 














If your mix-up attempt fails, be ready to guard high to block the crossover attack, so you Damage, combo extension, salely swap 
can punish them with a combo and snap them right back out. i 
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While team members have individual vitality gauges, they all share the hyper meter. The 
hyper meter is built up by interacting with opposing characters. Building and using hyper 
meter effectively is a key aspect of team management. With three characters on a team, 
there's rarely enough hyper meter to go around for everyone, But a team isn't just а Slapping 
together of three characters who then operate in individual yacuums—consideration should 
be paid to who builds the meter well, who needs to expend the meter to be effective, who is 
present mostly for their assist, who is a good THC (team hyper comba) partner, and so on. 


It is beneficial to decide on the general roles of each member of your team ahead of time, 
Will one character primarily serve as a battery, building hyper meter early on without 
needing to use much? Which character makes the best use of hyper mater? Are any of your 
characters utterly dependent on using the hyper meter to be effective? Should one character 
he considered a primary user? What tactics do you have available for building bar—will you 
rush your rival and rely on melee hits to build gauge? Or will you try to whittle away at the 
foe from afar with blocked attacks, slowly but safely stockpiling? You can also be aggressive 
and go for team aerial combos with sink + O, ûr construct a team around point Felicia 
or Thor (who possess special moves that build hyper meter at will), or use a bar-building 
crossover assist (Morrigan, Frank West, or Amatarasu—"y). 


Building hyper meter is 
inevitable—just about any 
interaction genarates bar. 
50, plan for it ог not, you'll 
have bar to burn. With just 
а little forethought as to 
where that hyper meter will 
come from, and where it 
ultimately actually goes, 
you'll gain a slightly more 
firm grip on the match. The 
various uses of hyper meter The mast се. wey io build hyper meleris will a downward-afhmed 
are covered in further depth team air c "p (igunch ine target with , then Super [Шр and air 


| combo info this fags in your next character while grantin 
later an in this chapter and жй ED И ыа ес А yat | rating 


throughout the chapters on 
character strategy, ав appropriate. 








Hyper Meter Gain 
Each bar of hyper meter represents 10000 meter points. We've listed the meter gain for 
every move in the game; a move that gains 1000 meter is gaining a tenth of a bar. When 


attacks are blocked, the aggressor earns 62.5% of the usual meter gain value. 








Between the vitality gauges of both teams is the X-Factor indicator. A glowing cross 
indicates that X-Factor is available or in use; a sterile, gray X indicates that X-Factor has 
been expended. X-Factor cannot be activated while knocked down, nor in hitstun, nor during 
hyper combos with cutscenes, lv.3 hyper combos, or throws, Otherwise, X-Factor сап be 
activated at any time. New to АС, it can be activated in the air as well as on the ground! 


HATS (ENA ШШ) LAP 
Basic Attacks (B (М), (D 

Special Attacks © 

Command Allacks > + G), elc. 

Special Moves $ X Ec + SD віс. 

Hyper Combos N/ tA c + @@ etc. nol including Iv.3 hyper combos or cutscene hypers 
Guardstun 





X-Factor can be used once per match, and it 
applies to an entire team at a time, including 
crossover assists, During X-Factor s 
duration, characters for that team will be 
encased in а shadowy galactic glow. The 
strength and speed of the point character, 
along with the strangth of assists, are 
greatly increased during A-Factor. The 
speed boost means that attacks used during 
X-Factor often have shorter startup and faster recovery than outside of X-Factor, which 
leads to opportunities for link combos that are impossible otherwise, and makes hitstun 
decay less of a limiting factor. Both the strength and speed boosts innate to X-Factor vary 
from character to character, 


Both partner characters and the point 
character recover 27,000 red vitality per 
second as long as they re not actively being 
hit by the adversary and no chip damage 

is received during X-Factor. This last point 
is extremely important, since some late- 
game strategies revolve around dealing 
tremendous chip damage from characters 


MANO Te o onam mu, ог SET СЕЛО Tha remaining duration of X-Factor fs indicated by 
hyper combos repeatedly. Using X-Factor à glowing, shrinking reg border around the vitality 
to negate the unavoidable hits may often be le 


the only way to avoid being knocked out, 








Damage Speed 


X-Factor Level (Identical for (1078858 (character 


all characters) Japendent}) dependent) 


standing — = | | E | 

standing | | 
| standing | : = ا‎ 
MARE (RITE GI? Hl BGETRUEP HELE) 


Duration 








Teammates 
Remaining 














Lv.1 Lv.2 "Lv.3 Lv.1 Lv.2 Lv.3 
















































Name Damage % Damage % Damage % Speed % Speed % Speed % 
[Captain America |135 — [160 _ (10 |15 
Deadpool |125 — — | | 

Doctor Doom — |130 | 

Ghost Rider (135 (160 

| Hawkeye | 

Huc es] 20 

225 
Nova 1130 awo [п Hag 
E s 120/135 150/200 [noms [тд 
Rocket Raccoon [120 [140 [160 — — 120 [130140 
125 — [135 — | 
135 
E [wo — [mo — [20 —— |100 [100 — [100 
Wolverine [125 
K-23 120 





L Lv. 1 ТА. Lv.3 
ЕТЕ d% Speed % Speed % 
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Foundation: Guardin 
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The mast important thing you can do to improve at any fighting game is to guard properly. 
And yet the number one thing that novice and intermediate players neglect to develop is 
defense. For the most part, whenever you are in doubt in МУСУ, the prime directive is to 
rely on solid guarding, while staying calm and looking for a way ta turn momentum to your 
favor. None af that works if you didn't block correctly in the first place, however. Guarding 
an attack negates most or all af its damage, and it allows you to input di to push the 


attacker away with advancing guard. Many attacks, including most special moves arid 
hyper combos, deal damage even when quarded—this is called chip damage. Chip damage 
amounts to 30% of the damage an attack would have caused if it wasn't blocked. Guarding 
is accomplished by holding a backward direction while your character is not otherwise 
occupied performing an action. 


Standing guard ring: аре] lump ay air ir guard 
aller 4^ frame* 


Backward walk | standing guard 
| Crouching guard 


* M.O.D.O.K. leaves fhe ground on fhe first frame aier an upward input, so he cannot black during pre-nump 
frames; he doesnt have any! 





Wrong. 


Ati» Garding (ht Posse while Ariasin 
— 


Air FEES Биа 
(if possible) 





pi žy clions Available durin 
Vulnerable To - + aA i. 


Standing 


| Overhead attacks, Advancing em crossover 
Low attacks, throws : 
Guard | mids ` | counter, X-Factor | 


Crouching An Overhead attacks, | Advancing guard, crossover 
Ан. ТҮ. ШШ; throws: counter, X-Factor 


Air throws, anti-air 
A [ 7 ; | 
MESURE eie. special throws 


The speed of the action in the MvC series is unsurpassed among fighting games, and many 
offensive tactics are based on creating situations where it's difficult, or close to impossible, 
to quard properly. This makes quarding under pressure an absolutely crucial skill. Because 
of the nature of MvC, your success is occasionally based on sheer reactions and skill, but 
much of the time, it is based on solid guesswork and knowledge of your opponent. Sure, 
understanding how to block is key in any fighting game, but few games have you pay so 
heavy a price for getting it wrong. 


Guard Type. | Guards Against - 





Advancing guard, X-Faclür 





Right Law allacks must be guarded crouching, Ma ny crouching basic 
atfacks are low atfacks, along with certain crossover assists and other 
AGES, 


Right! Overhead at tacks must be guarded sianding. Um called high 
altacks. Most air basic allacks are overheads, as ara some command 
attacks and specia! moves. Crossover ailacks, accomplished by holding 
BEES fo swith characters, are overheads. 


Many altacks can ۳ guarded sanding or crouching., These ame 
sometimes called mid attacks. Most (but not all!) standing basic alfacks, 
assists, special moves, and hyper combos are mig анаска, 


You don't have to worry 
about high or low atlacks 
when guarding in midair. 
You can use this to your 
advantage, jumping 
defensively to reduce 

the number of blocking 
variables from four to two. 
Jump defensively with 
caution, though. Before 
jumping, you risk being 


Guarding correctly places your character in guardstun. The duration of guardstun is 
dependent upon the attack that caused it; heavier attacks tend to inflict lengthier quardstun, 
While on the ground, many attacks can be guarded either standing or crouching, but low 
attacks can only be guarded while crouching, and overhead attacks can only be guarded 
while standing, Some assists strike either high or low and are very useful as a result, since 
they allow virtually unguardable setups when used in tandem with point character attacks 
that must be blocked the other way. 


MARVEL LOW HITTING ASSISTS 
(MUST BE GUARDED CROUCHING!) 


CAPCOM LOW HITTING ASSISTS 
(MUST BE GUARDED CROUCHING!) 





Deadpool—cx Felicia —a : | m B UU Eu ee ee ee СУК 
А t bua nading in the ale is done by folding any backward direction. 

She-Hulk—Ot Phoenix Wright—"y ij ces nan di : 

x-23—D Wesker—[ PE | 


and once off the ground, you risk eating an air throw. As with guarding on the ground, 
guarding in midair puts you into guardstun, your characters blocking animation. During 
aerial guardstun, the only things you сап do are press We to push your rival away with 
advancing guard and use all four attack buttons to cancel guard with X-Factor. 


MARVEL OVERHEAD ASSISTS 
(MUST BE GUARDED STANDING!) 


Iron Fist— 
Nova—[3 


CAPCOM OVERHEAD ASSISTS 
(MUST BE GUARDED STANDING!) 


Akuma—^y 


C. Vi y Flying characters cannot guard. Guarding is possible the rest of the time while airborne, 
. Viper—^y 


but using some moves means you can't guard (or act in pn until that character lands 
on the ground again. Examples include Storm's © + G@ Lightning Attack (used outside 
of flight) and Wolvering's G + @ Drill Claw. Do not use these moves carelessly, since 
watchful opponents will recognize that your character is vulnerable all the way down; all 
they have to do is launch your character or start a hyper combo before your hero lands. 





No Proximity Blocking! 
MvG3 and UMvG3 do not have "proximity blocking,” a feature found in many Capcom fighting games where nearby whitfed attacks force you 
into guardstun. Here, characters only enter guardstun when they are actually guarding an attack. 


Active Blocking / Absolute Guard 

Attacks that strike quickly enough to leave no gaps for the defender to move or act are all guarded automatically if the first attack is blocked 
correctly, since the defending character is stuck in guardstun. These gapless sequences, which prevent the defender from surprising the 
aggressor with a reversal or similar escape tactic, are often called true blockstrings. As an example, block the beginning of Iron Man's 
Proton Cannon hyper combo, then stop holding back. Your character still guards the entire hyper combo. This is called active blocking. or 
absolute guard. Don't rely on active blocking, though—this can get you into trouble if competitors switch from low to high (or vice-versa) in 
a series of attacks, or if attacks are delayed. 
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! | IL Fi ted pete ар Z + : z ZI Pir 5 р i. 
| | | r pressing SD n anticipation of advancing guard rather than actually reacting to 
your successtul Blocking, you ll inevitably produce errant attacks or dashes when the 


opponent actually doesn't do anythi 1]. When VOUT challenger realizes you re usini 
advancing guard early, thay can simply act aggressively and bait you inta whiffing 
Unintentional attacks, whien they then punish Slow voursell dawn slightly, and force 


yourself to react with advancing guard, rather than just Aoping for it. Likewise, when vou 
Fen D BANE SOMEONE 15 USING advancing guard a title too quickly after blocking, start delaying 





four follow-up hits to counterhit them 


Advancing guard can he activated at any time during guardstun 


even down to the last frame 


Unce the "push" actually happens, advancing guard recovers 





Iram guardstun after 21 frames, regardless of the attack that 
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COUNTERS TO ADVANCING GUARD 





| | Advancing guard does not represent an unassailable wall, Advancing guard is far less 
potent when cornered. Some moves, like Storm's Lightning Sphere or Dante's Devil Trigger 
specials, are actually immune to advancing guard. And if you are made to guard against 
attacks irom both a point character and assist at the same time, advancing guard gets 
diminished in effect. This is especially troublesome if the opposing point character manages 
to drop an assist on one side, then attack from the other—a situation some teleport and 
Square jump-capable characters can create at will. 


ADVANCING 
v GUARDI 





Advancing guard doesnt work against certain moves, and it iS Jess effective against some tactics thal 
io block separate attacks simultaneously. 


Characters who have thrown a projectile and fully recovered can negate 

advancing guard with precise timing. Wait until just as your rival guards À JAA ; wy PE" ' г & № 

and begins to use advancing guard with a projectile, then dash forward. If 77 - | |^ wenn LE E Zu rM 
you dash a little early, you'll just get pushed back as normal. With perfect c — dde: "S <— EE : PE : 
timing, your character simply appears to dash forward, as if advancing l v a ay 
guard had no effect at all! With slightly late timing, you'll have your 

character get pushed backward for a split-second before initiating the 
forward dash, which means that your character will probably maintain + 

roughly the same overall position. Input à dash JUST as your opponents advancing guard animation begins. Projectie characters сап (nore advancing 
The same kind of thing can be done with flight activation. From a move Cielo, ЕЗ Ыы dd 

that your opponent has blocked and pushblocked, cancel into flight; the against a projectile. 

state change halts the backward momentum of advancing guard. Similarly, certain special moves and actions can circumvent advancing guard. With Trish, you can chain cancel from a blocked air 
attack to her Stiletto Kick to negate advancing quard, whereas with Doctor Doom, you can cancel blocked basic attacks into forward dashes. achieving the same effect. 


Take care not to simply mash on  @  @ when you expect to block an attack. In other words, try very hard to react to attacks before using advancing quarti, rather than anticipating attacks and 
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pressing @ GP on autopilot. It your rival doesn't actually produce an attack for you to guard, you either accidentally trigger either a dash or an unintentional attack. Either result can be disastrous 
against an attentive foa. 
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if your competitor manages to piace thelr crossover assist far belina With all the mayhem possible in a match, wilh up fo six characters on 

you, you must block both the assist’s allack and anything from the paint һе sereen amidst effecis and explosions innumerable, IPs important 10 

character by holding away from the point Do not бе confused by the keep yourself oriented. No malter where characlers are positioned, na 

Crüssaver assist! maler where crossover assists are being called, по matter whats going 
On, guarding i5 always relative ihe opposing team s point character. 
So, ifthe opposing point character is io he ло, Block wir ür 
E? . IH hey re tothe left, block witht> P 


No mater whe га VOU арро Tents assist rs, block day fram iheir point 
Character. Assist characiers have PLAYER 7 or PLAYER 2 above their 
heads, depending on the ieam fo which hey belong. 


Many tactics are devised to be confusing specifically to put the onus on the defensive player to block properly. For example, say a teleport-capable character calls a pinning crossover assist 
on one side of the opponent, then teleports to the other side. The defensive opponent not only has to process that the teleporting point character swapped sides, and that the crossover 
assist now stuck to their backs is irrelevant (though it still must be guarded!), but they also have to be watchful for that point character to mix up between overheads and low attacks, or 
maybe even another side switch. Often in these kinds of situations, the presence of a pinning assist disables advancing guard, so it's important to have good guarding fundamentals for 
when the issue is forced upon you. Don't panic or worry about chip damage—just try to react to what the offense executes, and guard accordingly until you have an opportunity to use 
advancing guard to begin an escape. Keep in mind that if you are set up for solid crossover counters, an adversary trying (0 pin you with an assist from the front while also attacking 
represents the best time to counter—catching two characters is better than one, and it can turn the tide of a match instantly: 





MARVEL INVULNERABLE 


Crossover counters can be used like Variable counters from MvG2, to block and hit back opponents, or to escape chip damage knockouts, 


Counters are a team-oriented defensive measure from blocking. When guarding on the ground, you can perform a CROSSOVER COUNTERS 
crossover counter. hy pressingG> + EE . Ifa partner is present and hyper meter is available, the chosen character Captain Атапїса— [5 
tags in and performs their crossover assist. The Incoming characler becomes the point character immediately, and the — Deadpooi— a 

move ‘performed adopts the characteristics of a special move rather than a crossover assist—meaning it can be hyper She-Hulk—y 

combo canceled or interrupted with X-Factor. C. Viper's crossover counters can be canceled with a teint by pressing opider-Man—*y 

(s) just like her special moves. Тыв 

The most obvious use of crossover counters is in desperation—you сап crossover counter lo avoid a chip damage Xon 2. 


knockout. You have to weigh whether it's worth eating some guaranteed damage on the character coming in against 
letting the low-health character expire. This is always a case-by-case decision, as countering in a character to eat the 
and of a hyper combo for someone else may just lead to them getting knocked out instead. 


You can also employ crossover counters more proactively on defense, timing the tag in to hit your opponent while 


CAPCOM INVULNERABLE 
CROSSOVER COUNTERS 


they're still recovering from their blocked attack. If you used a good crossover assist for this, you'll have the chance to УШУ 
hit-confirm and cancel into the new character's hyper combo! aliea 
interestingly, alter initiating a crossover counter, you can actually perform any air hyper combo the incoming character Haggar—e 
has before they actually touch down and perform their assist attack as a counter! This costs yet another bar of meter, Morrigan— a. 


so it's an expensive trick, hut it's worth keeping in mind; lor example, Trish and Sentinel don’t have great crossover 


Phoenix Wright—ou/—[3 (Turnabout) 


counters for taking hack momentum ar punishing enemy altacks safely, but they can perform relatively safe hyper Ыт 
combos in midair. Counter to Trish or Sentinel, then perform air Maximum Voltage or Hard Drive before landing to fry ЕБ 
your aggressor. Кш E 


Some assist types are invulnerable, but only when they are used as a crossover counter! Most “uppercut” type assists 
fit this: bill. ... they aren't actually invincible when used as crossover assists, but counter into them, and all these 
attacks are invincible and guaranteed to make it to al least the first hitting frame. The only assists in the game with 
invulnerability as assists are Haggar—c and (Turnabout) Phoenix Wright—c’or Phoenix Wright—{. 
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Character-depending, you have follow-up options if this crossover assist 


Vien counters can be performed during ЙБ, wheiher | 
hits... for example, canceling inta a hyper combo! 


«standing or crouching, lan + and the new oharacier tags in with their 


RU. zm They become MOLUT TW pain eharaeter immegigtely. 
You can even cancel their g-in unio an alr hyper combo before they 
evan toleh down! 
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The most basic way to move. Holding <2 also doubles 
as standing guard if your rival decides to attack. Apart 
from fine positioning, or using Arthur on point, you 
probably won't be doing a lot of sustained walking. 
The pace of the game is simply too fast for this to be a 
viable primary method of locomotion. 





HOLD <= OR => 





с>с> OR << (WITH NO MORE THAN 9 FRAMES SEPARATING THE INPUTS); @@ OR < + @@ (WITH NO MORE THAN 
1 FRAME SEPARATING THE BUTTON PRESSES; REFERRED TO AS "COMMAND DASH") 


А dash on the ground is а fast movement either backward or forward. This is likely how you'll travel most of the time on the ground, 

unless you plan to focus on Arthur, Hsien-Ko, or Morrigan (Arthur cannot dash, Hsien-Ko warps forward rather than dashes, and Morrigan 
airdashes up from the ground). Dashes allow you to either close distance with a foe or to retreat very quickly. Most characters can cancel a 
dash with other actions (such as an attack or blocking) after only 4 frames, and you should get in the habit of being ready to guard, jump, or 
attack immediately after starting a dash. Dashing forward and then guarding immediately is one of the best ways to cautiously gain around 
and test your opponent's defensive reactions without running into enemy assists or attacks carelessly, 


While mast characters can cancel a dash with any other action after frame 4, some characters can't cancel a dash for a longer period at 





the beginning, and a handful of characters can't cancel a dash at all! Players using these characters must be more careful with their use 


of dashes than with the rest of the cast, who have the luxury of being able to cancel their dashes with attacks or (more importantly) by 
guarding. Gharacters who cannot cancel their dashes early or at all also occasionally run into problems with jump-in combo positioning. 
Other characters may land a jump-in hit from far away, land, then dash and immediately cancel the dash with an attack to hit the target 


Ground dashes can be canceled into attacks ar 
guarding after frame 4, unless alhenwse noted. All 
dashes (except regular ones) сат be canceled into 
pumps instanti. 


point-blank and continue into a full combo. Characters who can't interrupt dashes can't do that, however: by the time their dash is cancelable or ended, tha defensive character is able to 
guard. Thus, in addition to taking extra care with movement, players of these characters must be more precise with their air-to-ground offense. 
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DASH E SR PARTA 


When dashing using tap commands, you must leave a gap of no more than 9 frames 
between > or<> inputs. With a gap of 10 frames, no dash is produced. This is true 
al airdashes, as well. 


When dashing using attack button presses (® ‚ „апі © —although any of these 
work, we notate @ throughout this guide), things work differently. To simply dash 
forward, press any lwo basic attack buttons together (this does not include © ). 
There is very slight leniency here—the inputs are intended to be simultaneous, but 
they do nol have to be, exactly. Press one attack button, then another attack bulton on 
the very next frame, and a dash is still produced. As a side effect, this enables plink 
wavedashing. (See the following note.) 


To backdash with attack buttons, press <? + DO . You MUST hit<® at the same 
lime as at least one attack button, and the same tiny leniency applies for the other 
attack button press—a gap of one frame is allowed, and the dash still registers. 


39 


| 
Ro |= 
Ea | to 
з Сі 
B 


4 














ROP (ARO 1091) ПИЕ, 


Gapcom 
Name Forward 


Amalerasu TA 
Arthur 
Chris Redtield 
Shun- Li 
ni Viper 

anta 

elicia 
irebrand 
rank West 


daggat 


















Backdash Notes 
eB 









No dash abilit 


dg 
22 


f | Cu 


ГАЗ — | = 

Cy to | oA] 

T 
= | Сз 


1 
| 
Ea 


ü 


9 ЕУ чле. HE 1 чан 


= 
ج‎ 
= 
= 
Pu 
foe 
m 
¬ 


‘| 
cm 


Forward dash: frames 16-30 invincible, can pass 
through foe 


| fad | саз | 3 
mm сагы 


лш Eê 
ыыр 
en 
= 
П 
=ч 
ce 
tn 
E 
| 


23 : 
Morrigan airdashes instead of ground dashing. Hold 
input to dash for longer. Can cancel forward dash into 


air allack alter frame 15. Backdash cannot be canceled 
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However, if you tap  , then wait al least 1 frame but up to 8 frames before inputting 
, something strange happens: your character backdashes far 4 trames, then 
automatically cancels into а forward dash! This can be useful as a visual feint when 
you want to dash forward anyway—if your character has a particularly distinctive 
backward dash animation (such as Haggar's, or M.0.0.0.K.'s, ar Sentinel's) this trick 
may incite reactions from an opponent who expects a backdash. However, this is not 
useful for characters without distinctive animations at the beginning of a backdash. 


Note that this backdash feint trick does not work for the characters who cannot cancel 
dashes immediately (Chris, Doctor Doom, Dormammu, Hulk, Iron Man, Ryu, and Tron). 
For them, tapping <> then G2 within 8 frames simply results in a backdash. With a 
gap of 9 frames or larger, a forward dash is produced. 


Acer 





"КТЕ shiny i In a departure from previous Vs. titles, characters do not turn around on their own whan 
xe | jumping! That is to say, if you jump over an opposing point character, you will not 
Wavedashing refers to canceling a dash into another dash. There automatically turn back to face them until landing again. While you can still air guard, or 
are two ways to do this. ) air throw an opponent with RZ or Sa + €) if close enough, this does mean aerial basic 
i , : 9 attacks will whiff in the wrong direction! The only way around this is to use a special 
Crouch-cancel dashes into one another. трэ? => or GS) | move after you've crossed over your foe—this will re-orient your character properly. Like 


for the first dash, then quickly repeat M п ? | guarding, the commands for special moves are always relative the opponents character, по 
you te tapning down ever so briefly to Interrupt one dash E matter which direction your character is actually facing. 


before returning the pad or stick to neutral and inputting the 
dash command again for a new one. 3 Flight characters have it best here, as activating flight will re-oriant them with more freedom 
> to maneuver. Additionally, passing over an opponent during flight will automatically auto- 


Plinking dash inputs. This causes a dash to cance! to a basic Ка d aces onentatión. 


attack, which is then instantly kara-canceled into another 
dash. To perform this, first dash with =» =» аг ®, then 
input 69-69, with only one frame separating the attack inputs. 
it performed correctly, you ll seem to seamlessly cancel one 
dash into another, without a crouch cancel. Bonus points if you 
perform this with > © @)~@), »» © (H)-69 to install option 
select throw break attempts into each dash! 


| While airborne, you won't need to worry about whether to guard high or fow, only holding 
| backward, away from the opposing point character, matters. You are still susceptible to 
air throws, however, most of which lead to OTG opportunities. Also, flying/airdasning 
characters cannot block, and certain characters cannot block until landing after using 
certain attacks. 
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Mastery of Wavedashing allows you to Nave your characters cross 
the ground much more quickly—useful if your competitor is trying 
to run away or zone from the air, or if they leave themselves 
vulnerable from far away. lt can also open up extra combo and OTG 
possibilities from farther out than is possible with a single dash. 


Characters who cannot cancel a dash also cannot wavedash; 
characters who can only cancel a dash midway through cannot 
wavedash as quickly as the rest of the cast. Every character's dash 
duration and acceleration is a little different, so tha ideal time 

to actually cancel dashes to wavedash for maximum speed and 
distance varies from character to character. 





Limitation on Special Moves 


Tea T ТШЕ ie ШЇ During Airborne Periods 


In most fighting series, it's imprudent to spend too much time in the air. That's definitely In a given airborne period, which is defined as the time between 
not the case hera; UMvC3 battles can lake place as much in the air as on the ground. when your character leaves the ground and when they land again, 
Characters vary wildly in their aerial capabilities: same should be played so they are in the no more than three special moves can be used. There is one way 
air a majority af the time, while others are best used while they are grounded. around this: flight-capable characters can use as many SEEN 
moves as they want while flying, provided that you actually activate 
flight before already using three special moves—flight activation 
itself counts as a Special move, so your character can't start flying 
if you've already used three specials! Once activated, flight is its 
own distinct state, which allows the use of as many special moves 
as you can perform. Once flight expires, you ll only be able to use 
| Wi : ч А 
ob ru "1P" and "2P" indicators, and can still move around and act as normal. a special move again if you haven fused more than two special 
Assist charactars are mot indicated visually from super jump height! The only way to know moves already, including flight activation itself, and any specials 


it an assist was called is by audio cues and tha disappearance of assist button icons over used during flight. 
vitality gauges. 


The screen will 
shift to super 
jump height to 
track an ascending 
character, and 

the ground is 

not visible. Point 
characters who are 





Except for М.0.0.0.К. jumps have 3 grounded startup frames before becoming airborne on 
the 4th frame after input. They have 1 frame of recovery upon landing. Values Гог doubler 
triple jumps indicate added frames of vertical movement. By holding <P ore during a 
super jump you can alter your character s trajectory slightly with air control, though some 
characters are better at this than others. For flight frames, the first number is the startup af 
flight mode, and the second number is the duration, 
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Normal jump flight mode 


Air upward + O + dp 


functions somewhat [ike a 
double jump 
Wall jump 


| Double jump only availabl 


in Devil Trigger mode 
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NORMAL JUMPS 
NORMAL JUMP: TAP ANY UPWARD DIRECTION 


Same attacks can also be canceled into a normal or super 
jump simply by holding any upward direction; for example 
every character's © special attack launcher on hit. With 
AUTO SUPER JUMP set to ON in options, you can also 
simply hold © down to super jump cancel after a successful 
launcher 


The most direct way to get a character airborne is through jumping. There are two kinds 

of jumps: jumps, and super jumps. Both types of jumps have 3 pre-jump frames after 
input, before they actually leave tha ground on the 4" frame. Input the command for a basic 
altack during pre-jump frames, and the command will be buffered and executed as early as 
possible during the jump. However, if the command for a ground-based special move or 
hyper combo is finished during pre-jump frames, the jump will be canceled into the ground- 
based action, and never even animate! 


Normal jumps keep the battle al normal jump height, and they de not shift the playing field focus upward. 
Assists can be called. 


A normal jump keeps the screen focused on ground level, and doesn't travel as fast or as far 
as a super jump (though both leave the ground at the same speed, on the 4% frame after the 
upward input). The following rules apply to normal jumps: 


Air chain combos are restricted to three hits for certain characters 
Crossover assists can be called 


some ground attacks can be canceled into a normal jump by 
simply holding any upward direction as the attack connects. 
Examples include Iron Fist's G^» + (D, Chun-Li's standing or 
crouching ©, Storm's standing (9) and crouching ©, Dante's 
с> ҳу $i + @, Morrigan's с> + ©), and Phoenix Wright's (Trial) 
standing ©), ©) 


Hitstun produced by a successful air attack is less during a 
normal jump than the hitstun produced by that exact same attack 
during a super jump. In effect, this makes some air combos 
harder, if not impossible, during a normal jump state 


Flight modes started while either standing or normal jumping 
will fallow the rules of a normal jump: assists can be called, 

but certain characters have limited chain combos, and hitstun 
produced by attacks is shorter 


Air Recovery 

some hits or knockdowns will make the victim recover by 
tipping out in midair, rather than by being floored, then rolling 
up off the ground, Air recovery occurs automatically when 
applicable, but characters can also be directed to recover in 

a desired direction by holding forward ar backward. After air 


recovery, a character is considered to be normal jumping— 
even if air recovery leaves them at the top of the playing 
field! Being in a normal jump state after air recovery means 
crossover assists can be called to help regain momentum. 
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The diabolical M.0.0.0,K, doesn't have a normal jump. Instead, 
tapping any upward direction while grounded causes M.0.0.0.K. to 

fly. M.D.D.D.K."s exclusive normal jump {light is the fastest way la get 
fram the ground to the air jn the gamae—M.0.D.0.K. is airborne the nexi 
frame after input! He's ready to act aller 5 frames of floating up from the 
ground. Standard jumps are not airborne until the 4" frame after input, 
and activating flight Iram the ground for any other flight-capable character 
requires at least 11 frames. 


M.0.0.0.K.'s normal jump Flight shares the rules of any normal jump state, 
with three exceptions: M.U.D.U.K.'s flight ends if an airdash is used, it 
lasts much langer than for other flight characters (five seconds, compared 
to around two for most others, and three for Devil Trigger Dante), and 
М.0.0.0.К, is the only character who can fly twice in one airborne period 
(start with normal jump flight by tapping up from the ground, then activate 
ту re <3 + © flight after the first flight period ends). 


SUPER JUMPS 


SUPER JUMP: TAP DOWN, THEN ANY UPWARD DIRECTION 
WITHIN 9 FRAMES 


Can also super jump cancel launchers by holding any upward 
direction or © after scoring a hit 


During a super jump a character soars to 

ihe top of the playing field, and the screen 
shifts to follow. Super jumping characters 
can alter their airborne trajectory in a way 
that normal jumping characters cannot via 


Eo 


a 
mill | 





Жа 
к=. ` air control—simply hold left or right to 
s. influence the jump arc (different characters 
Бе can exert different degrees of air control). 
Super jumps take the fight to the skies. The screen Grounded point characters aren't shown 
drags upward 10 super jump height, and assists while the screen is follawing super jumping 
canna! be called. 


characters, and will instead have their 
positions marked with "1P" or "2P" indicators. Super jump rules: 


The full air chain combo is possible far every character during a 
super jump 


Crossover assists cannot he called during super jumps 


Super jumps for mast characters can he “steered” with air control 
by holding X» orc» 


Hilstun produced by a successful attack during a super jump is 

5 frames longer than the same attack during a normal jump. This 
means many air cambos are easier, or only possible, during a 
super jump. This includes super jump flight mode! 


Flight modes started during a super jump will follow super jump 
rules. That is, assists cannot be called, but full chain combos 
are allawed far every character, and hitstun produced by attacks 
is longer 























| DOUBLE & TRIPLE JUMPS 


DOUBLE AND TRIPLE JUMPS: TAP ANY UPWARD DIRECTION 
WHILE AIRBORNE 


Î Some characters, having left the ground with a jump already, can then jump опе or twice 


more from midair. Double and triple jumps follow the rules of the jump they started irom, 
just as flight does. Most significantly, this means you can normal jump, then double or triple 


| jump to achieve great height, while still being capable of calling assists! 


For each double or triple jump capable character, some air basic attacks are cancelable by 
double or triple jumps. Simply tap an upward direction during these moves and the character 
will immediately cancel the attack with the double or triple jump. This grants great potential 
during air combos (particularly team air combos, where they shine especially), but also allows 
for unorthodox mix-ups. For example, against a standing opponent, you сап jump-in with an 


| attack, then double jump cancel it on impact. Normally, opponents expect a character falling 


in with an attack to land, so this may throw them off. Depending on whether you double jump 
straight up or forward over the opponent (and whether they advancing guard your initial 


: assault}, you can either по for another overhead attack, or call an assist to land on the side you 
| started from, while you land behind the enemy! 


Be careful with upward inputs on these characters: double jumping can be accomplished 
on frame 1 when a jump is airborne, so if you get an extraneous double jump input in early, 


1 you may use up a double jump immediately and not even realize it until you need it later! Be 


particularly careful about this after landing a launcher and super jumping by holding © ‘if you 


| tap up to super jump out of habit from older games, you'll get an immediate double jump. 


1 Double jump canceling air attacks also allows for hit confirms at low altitude. You can jump 
forward, perform air pokes in anticipation of enemy movement, then hit confirm and jump 
cancel the attacks and transition to a combo when they're successful. 
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Double and iriple jumps add air mobility, and increase the potential of both combos and mix-ups. Many air 
basic attacks can be canceled by a double jump, leading ЇЙ devigus CUCS like lale, second-chance overheads, 
oF overheads canceled into а double jump over the opponent while your assist arrives on the anginal site 





WALL JUMPS 


WALL JUMPS: NORMAL JUMP BACKWARDS ALONG THE SCREEN EDGE AND PRESS DIAGONALLY UP-FORWARD 





Some characters can jump forward off of the edge of the screen during a normal jump, To accomplish this, simply normal jump backward along a screen edge, then press up-forward. 
Jumping straight up won't work, even in a corner; you must jump diagonally backward. The wall jumps for Felicia and Firebrand work slightly differently; first, normal jump diagonally 
backward against a screen edge, then tap «2 to initiate wall cling. From here, simply release SP to wall jump. Wall jumps aren't possible during super jumps, but characters with double 
jumps can normal jump (in any direction), then double jump backward against a screen edge in order to wall | jump at higher altitude. In general, wall jumps ara useful for these characters 
for surprise maneuvering, and for escaping corners. Since wall jumps occur during normal jumps only, it's also always possible to call crossover assists! 





FLIGHT - 
М2 <3 + © (IN AIR OK) 


One-third of the cast is capable of flight. Flight is activated by inputting Sy [sc + 0, 
and can be started on the ground or in the air. The activation (or manual cancelation) of flight 
can be used to сап cel pasie attacks. There isa brief dead pee of 5-90 frames PE 
Же, * d а= BÀ [ boh Xon val 
Шиш can act as they formally can nin midair. | ЖШ, m | X. E IW 
| І ў СУ ^m 
All flight modes аге both activated and canceled with 72 «2 + ©) (M.0.D.0.K. can I6 Wu 
also activate flight with Ф. from the ground) TT 


Movement during flight is enhanced—characters can be made to simply flit about as you 
please, їп апу: direction: You can use as many: special moves as you can manage while flight 
is active—the hormal limit of three special moves per airborne period doesn'tapply during 
flight, This applies. w alrdashes too—flight- capable characters can airdash over and over 
during flight! (M.0.D.0.K.- again excepted.) Flight ends after any of a handful of things happens: 


Pura. 





і 


Receiving the enemy's attack (characters cannot block while flying) 

M 2.3009 is input again (flight deactivation can be used to cancel hasic attack recovery, and Morrigan special move recovery) 
Attacking with air © during flight, or certain other attacks (like M.0.D.0.K. air (9 or © + ® Body Attack) 

Flight expires: naturally (occurs after about two seconds for most characters, three seconds for Devil Trigger Dante, five seconds for M.0.D.0.K.) 
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Flight can only be activated. Once per airbome period. The exception here, once again, is 
M.0.D.0.K., Whose normal jump: flight (activated simply by tapping any upward direction 
while grounded, M. 0.0.0.K. does. not have a normal. jump! ) does not preclude him from 
using special move flight later in the same airborne period. 


Flight Fd airdash EONS are able to ааз! after Tight d. ony if they didn't. 


retain thelr double jump after flight only it they didn't double jump betore. Gharacters that 
сап both airdash and double jump сап do one or the other after flight expires only if they 





Is not as big a deal as (sounds thal you cannot Normal jump fii pnt Сап ne used (0 place crossover 


used neither during the airborne period prior to flight ending. These details of what's left guard during flighi—after all, the point of fight sta assists behind foes while flying or airdashing over 
after ght ends are most important when using flight in air combos, but are also useful to be unpredictable and evade allacks inde first place. them. Flying characters correct (heir artentation añer 
know for position nig and zoning sequences. Switching sides, allowing you fo sandwich them 


between you ало your assist 
The properties et flight a are different depending on when f light was activated. Flight that begins during а normal jump, while a character is grounded, or after alr recovery, can be thought of 
газ normal. jump flight: Flight that begins during a super jump can be thought of as super jump flight, The differences between normal jump flight and super jump flight are similar to the 
differences between normal and Super jumps themselves. During normal jump flight crossover assists can be called, and certain characters ага restricted to three-hit air chain combos. The 
hitstun produced by. suiccesstul attacks iş also shorter than during super jump flight. During super jump flight, crossover assists cannot be called, but the full air chain combo is available 
forall fight characters, and the hitstun produced by attacks is longer than during norma! jump flight. 
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DIRECTION + @@ OR DIRECTIONAL DOUBLE-TAP, DIRECTIONS AVAILABLE AND AIRDASH BEHAVIOR VARIES PER CHARACTER 


The ability to airdash is a qreat boon to many characters. Airdashes are what they sound 
like—dashes in midair! Airdashes are accomplished like ground dashes. To airdash in а 
particular direction, hold that direction while pressing Go. Alternatively, double-tap 

the desired direction. Use whichever is easier and more consistent for you, but note that 
double-tapping a diagonal input is much less consistent than simply pressing that diagonal 
plus 


Airdashes have a height restriction—below a certain altitude, airdashes aren't possible. 
From a standing start, it's faster to get over this floor with a super jump than a normal 
jump, as a super jump moves upward more quickly. In this table, the earliest frame before 
airdashing during a normal or super jump is counting airborne frames only. The three pre- 
jump frames before leaving the ground are separate. Numbers in parentheses indicate haw 
many frames of airdash must elapse before attack is possible 
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Airdashing has myriad applications: 


same air basic attacks can be canceled with an airdash. This 
allows for combo extension, and for enhanced air zoning tactics 


Airdashes allaw quick retreat from the enemy hy jumping and 
airdashing back or down-back. Like double jumps and flight, 
airdashes keep the properties of the jump they originated from, 
so if you retreat with an airdash from a normal jump, you can 
also call a crossover assist to cover your tracks. Similarly, if you 
normal jump, then airdash upward, you'll achieve super jump 
height while remaining in a normal jump state. 


Airdashes allow you to advance laterally from long or mid range 
al a trajectory different than a ground dash (but without the 
ability to guard). 


Flight characters can airdash repeatedly while flight is active 
(except M.0.D.0.K.), allowing for even faster retreats ar 
advances 


Airdashes can be used diaganally or straight down to return to 

the ground as quickly as possible after jumping at clase range, 
usually with a quick overhead attack—this is usually called a 
triangle jump. Strong mix-ups between low-hitting combos, 
triangle/square jump overheads, and cross-ups can be essentially 
impossible to block consistently. Opponents will often have to 
rely at least in part on luck and guesswork to resist a truly furious 
and varied offensive attack. 


Lateral airdashes just after jumping near the opponent, going over 
their heads, can be used to square jump over them, while placing 
an assist on the side you just vacated. Do this a little bit lower with 
an air attack, so you don't actually pass aver their head, and the 
effect is a very fast overhead just like a triangle jump. 


Lateral airdashes at normal jump height allow you to advance white calling an assis! along a different horizontal 
d piane. Ап ODAN nt i is ИЛК By fa [гй араё of attacks Ша bat of youre Ласе cleanly. 


In a big change from original MvC3, characters cannot air guard while airdashing, unlike 
almost all ground dashes. Airdashes can be canceled with air attacks, though, This includes 
ihrows, basic attacks, special moves, and hyper combos. Moves executed during an airdash 
will often cantinue tha inertia of the airdash, which may make certain attacks more or less 
useful in certain positions. 


Air atiacks ТАП "оме altitude fateral atrdashes make g real overheads, Some airdash allacks can cross up, il you 
ers head. Low lateral airdashes are alten called square jumps, as opposed lo 
iria nghe | fur id for OH diagonal airdasi TES 


An airdash-capable character that can also fly, falling after flight expires naturally, can only 
airdash if they didn't airdash previously in the airborne period; if they airdashed at all either 
before or during flight, attempting to airdash after flight expires won't work. 


Additionally, characters who can both double jump and airdash can only do one or the other 
ner airborne period. The exceptions are Chun-Li, Devil Trigger Dante, and Viewtiful Joe, the 
triple jump characters—they can both airdash and double jump in the same airborne period 
(or do a double jump and triple jump, or two airdashes). 


Option Select Air Throw / Airdash 

You can actually build-in an option select air throw to any airdash 
that isn't straight up or down, by performing airdashes with 
direction  @) ~@) . Press the desired direction for the airdash 
at the same time as (9), then drum another @ input one frame 
later. This plink input causes the дате to register an air throw/ 
air (9) attempt for 1 frame, before “correcting” itself by kara- 
canceling into an airdash when the other input is received. 


ТТЕП И11848 > 





‘Diagonal triangle jumps have the most notoriety, but lateral alrdashes 


safest ways to gain a little ground ап an adversary, as long as they don’t 


over the opponent's head. This forces them to switch the direction they're 





Airdashes are perhaps most useful, and most infamous, in their capacity for enabling fast overhead attacks. By Jumping near the opposing character, then 
immediately airdashing straight down or down-forward, you can leave the ground and return almost immediately. Remember that most attacks used while 
airborne are overheads—if you can get an attack out before landing, it's impossible for most players to guard standing an reaction. 

You're just as liable to have this problem as anyone, so here's a tip: when faced with tricky air overheads, watch for the dust that explodes up when a character 
jumps. With a little practice looking for il, that dust can be an extra visual cue that alerts you a triangle jump overhead is coming. This isn't foolproof, since 


‘some other moves make dust pufis too, some characters (like Magneto, and Storm) do not produce dust effects when they leave the ground, and opponents may 


mix if up by landing without attacking then striking low, but it's better than nothing. As another cua, you can realize that the screen is shifting upward if the 
opponent is super jumping before their triangle jumps... but again, this might just be bail, and they might empty triangle jump, land, and go low. You'll have to 
either make a good read to escape unscathed, or avoid the situation in the first place. 


have similar uses. Super jumping inta a quick lateral airdash is one of the 


have a hyper combo ready they can use on reaction to cover thal space (you 
cannot block while airdashing, after all). But apart from some dangerous 
beam typer combos, you only have to watch out for a few assists, like 
Dante—c, Dormammu—{3, and Rocket Raccoon—-y; you'll be done 

with the airdash and able to air block long before most characters can do 





anything about it on reaction. 


The higgesl worry is When your opponent uses an anti-air command throw, or simply jumps and air throws you. The problem of being air thrown can be 
somewhat obviated by making airG> + (2) your airborne attack of choice, if that’s at all workable for your characters. Using this command will produce a heavy 
air attack under most circumstances, but if the foe happens to be in throw range it will instead produce an air throw. As a bonus, you may happen to break away 
from foes who air throw you first, essentially on accident. Using one Input to cover several options, as is the case here, is called an option select. 


Used from a slightly higher altitude, a square jump can make you pass just 


blocking їп. You can take advantage of this by creating confusing situations— 
get near the opposing character, jump straight up or up-forward near their 
heads. then call an assist before airdashing to the other side. Depending 
which assist you call, when you airdash, and what you do during the airdash, 
this can force the opponent to have to block more or less at random, if you 
магу пом you approach the setup. 

Utilizing alrdashes effectively is incredibly powerful. Offensive tactics 

this good essentially mean the trick is to be never pul into bad defensive 
situations in the first place, rather than getting out of them consistently ance 
you're trapped, 





Lateral airdashes can also be used just oil the ground right in an opponens Tace, as ove ads with the 
same purpose as triangle jumps. Use ао, + when possible this cam result in either am attack, 
Qr am dir NOW, 





REPEMTEDIELYINGHAIRDASHES) 


During flight, restrictions on the number of special moves or airdashes which can be used per airborne period vanish, and you can perform as many actions as 
you can manage to squeeze into the flight window. For characters with fast airdashes, this can provide an invaluable tool for running away ог approaching very 
quickly. Activate flight, then cance! airdashes into one another very quickly with one of two methods: 
Never repeat the same airdash direction. During flight, airdashes can be canceled into other airdashes naturally, by simply inputting 
direction + ® repeatedly, as long as you don't repeat the same direction. So, for example, J + CO => + GO => 
c + OO => Y + DS would work. 
Use plink inputs for airdashes. Any combination of attack buttons works, but the ideal command is direction + (D ~ & , so an option 
select air throw is built-in. The second attack input must follow the first on the very next frame. This method allows you to cancel 
the same-direction airdash into itself rapidly, but it also requires a fair bit more precision than simply performing different-direction 
airdashes. | | | 


After you've lifted about and arrived wherever you'd like to be, either manually unfly by inputting \/ [? «93 + ©, or use air © to automatically fall from 
flight with an overhead attack if the enemy is nearby. Note that М.0.0.0.К. leaves flight by airdashing at all, so you cannot apply this trick with him. 
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Activa in 1 frame, throws are extremely quick. 


later, with neither side having an advantage. 
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Basic attacks are ihe building blocks of chain combos and the foundation of any poking gameplan. 


Basic attacks, sometimes called normal moves, are the basis of offense. Basic attacks are 
performed by pressing O (0, or QJ). The outcome differs depending on whether your 
character is airborne, standing, or crouching. Basic attacks can be canceled into one another 
with chain combos, which are detailed later in this chapter. 


Basic attacks can all chain to command altacks and special attacks, and are all cancelable 
to special moves and hyper combos. Specific basic attacks can also be canceled with jumps 
or dashes. 


Basic Attack Notation 

Throughout this quide, basic attacks are discussed as being 
periormed crouching, standing, or airborne. Crouching and 
standing are sometimes abbreviated as cr. and st. for space. Ifa 
state is not provided for a move, assume it follows the Same state 
as the previous one; for example, air @, ©, (9), © refers toa 
chain of basic attacks in the air. 





Attacking on Point 


So, we now come to the proverbial meat-and-potatoes of combat, the actual fighting. There are numerous ways to attack in UAfve3, and this 
section aims to help you understand how it all works. 


© (ON GROUND OR IN AIR) 


As an unblockable close range attack, throws are ideal for assaulting a guarding opponent. Throws cannot snag an adversary who is stuck 
in guardstun, actively guarding something, but they can grab passive enemies who expect to guard (throws are also not possible for 4 
frames after guardstun or hitstun ends). If you throw as your opponent's assist comes on screen, your point character will be invulnerable 
to whatever that assist does as long as the throw is actually being performed. Normal throws from any position can he broken hy the target, 
no matter what they were doing when the throw started, When a throw is broken, both characters end up right next to each other 12 frames 


Throws are very important for breaking down the defense of passive, detansive opponents (who are sometimes called turtles; depending 
on whom it's coming from, this title can be bestowed with either admiration or scorn!), The threat of throws (along with the threat of chip 
damage, and the threat of a time-out loss) prevent guarding from being an impenetrable bulwark against damage. 


ЛАШ ШИЙ 
Ө 


| the attacking character falls to pursue. This is an opportunity to pop the floored character up 


| arg intended as OTG tools. 


| Ө is also used as an input for several spacial moves, such as\ 22 <a + © flight for 
| many characters, She-Hulk's 7 97 








m. 





| 


BREAN ДИЛУ! 





The throw victim has 7 frames to input SP. orc» + @ in order to break 
away rom) the throw, Most throws lead fo an opportunity to OTG the throw victim, 
leading fo even more damage 
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Special allack was relerred to as "exchange" for much of original MvC3's development 


On the ground, G is a launcher attack that can be chained into from almost any basic 
attack, and which launches the opponent on hit, On a suecesstul © hit, you can simply 
hold any upward direction to automatically cancel into a super jump, which takes your 
character into position to air combo the target. With AUTO SUPER JUMP set to ON in 
Options, you can also just opt to keep holding ©. 


In the air, © is an aerial attack that has a unique property if used within an air combo that 
Started from a grounded © launcher. Used at the end of a launcher combo, air ©? causes 
flying screen, an effect in which the air combo victim is tossed into a hard knockdown while 


off the ground with an OTG-capable attack. Most characters have something that can OTG, 
and many crossover assists do, as well—most (but not all) assists labeled as TILT DW type 


+ © charging stance, or variations of a direct body 
attack move with © + D. With many more spacial moves added to UMvCS, the © 
button gets a lot more special move usa. 













































A command 
altack [s a sort 
of specialized basic 
altack that often has 
special properties, but 
special restrictions, as 
well, Some command 
attacks are overheads. 
Some command attacks 
cannot he canceled, or 
can only be chained into 

a particular way. Other 
command altacks basically 
function as another hit in ground chains before launching with ©). Some characters don't 
have command attacks at all. For specifics on command attacks lor a particular character, 
visit that character's chapter, 


Bab ЩЙ 


Special moves are powerful attacks and abilities that are performed by 

inpulting a directional sequence before pressing the appropriate button. 
There are motion special moves, charge special moves, and tap special 
moves. 





Command atacks extend chains, or possess special properties, 


After inputting the motion for a special move, you must press the 
button within 9 frames. This might not sound like a long time—il's less = 
than 1/6 of a second—but this allows for some interesting execution == 
tricks. As just one example, let's say you want to perform an air special № 
move that has а command ofS? $" cc» + Qj. but you want to do it as soon as 
possible after leaving the ground. To accomplish this, you can "tiger knee" a motion 
while standing on the ground, combining the move's directional sequence with an 
upward direction: у $^ c» 1. Now, jumps aren't airborne until the 4^ frame 
after the upward input, so you must wait at least 4 frames before pressing QP in 
this instance, but no longer than 9 frames total. 


As another example, this 9 
frame grace period can also 

be used for option selects, 
covering more than one option 
intentionally. Let's say Felicia 
is pressuring Ayu with ground 
attacks, with the intent of 
landing her special move throw 
Cv atea 
common method of attempting 
a throw is what is known аз а 
tick throw. First, vou "tick" Ihe Special moves have all sorts of uses 

opposing with a single light 

altack, which creates the expectation in the opposing player that a chain combo is coming. 
Then, while they continue te hold back in anticipation of further attacks, vou throw them. This 
trick has been around since time immemorial (ог, ok, since 1991, in Street Fighter Il: The World 
Warrior), and here, as in other Capcom fighting games, you can add a twist, Felicia's standing 
® | when blocked, leaves her at a -2 frame disadvantage—in this case, Ryu can act 2 frames 
sooner than Felicia after guarding her attack. Furthermore, a character in guardstun cannot 

be thrown for 4 frames alter quardstun ends. Further still, Ryu has perhaps the best attack 

in the game for negating this situation: his Shoryuken is invincible starting with the very first 
frame, If Felicia is made to go for her throw as soon as possible, Ryu will still be unthrowable 
because of guardstun. If the Felicia player performs it as soon as possible with a normal input 
method, Ryu might just Shoryuken Felicia in the face. 50, what does that player do? lf, instead 
of going for a throw right away, the Felicia player ticks with standing (B | then immediately 


ШИН ЇЙ 


Hyper combos are powered-up versions 

af special moves, which require hyper 
meter to use. Hyper combos have many 
uses, Most damaging combos feature 
hyper combos in some way. Many deal 
direct damage, whether through physical 
hits or an inescapabla command throw. 
Some create high priority projectile threats 
or high priority fullscreen beams. A few 
hyper combos serve to enhance your 


aura, or hyper armor, 





Like special moves, the uses and lypes of пурат 
combos are varied. 


team with bonuses: Amaterasu and Viewtiful Joe have hyper combos that siow down 

the opposing characters, while Strider, Firebrand, Arthur, Felicia, Hsien-Ko, and several 
others have hyper combos that temporarily enhance their own abilities in some way. These 
enhancements are as varied as speed and ability boosts, shadow or kitty helpers, a healing 


Hyper Combo Guiseenes 


inputs Cc» У £2 <2, but then waits as long as possible before pressing @® to activate 
the throw, one of two things will happen. If Ryu comes out of guardstun with Shoryuken as fast 
as he can, Felicia will guard! After all, the motion > £3 ЧУ [2 <P ends in a? input, which 
counts as blocking. But if the Ryu player doesn't Shoryuken, and instead just waits, the Felicia 
player's late @9 press will engage her throw and snag Ryu. 


Each hyper combo progresses in a particular manner: the very 
first few frames of the hyper combo play out, accompanied by 
the distinctive hyper combo “flash.” Then, the action briefly 
freezes, while a cutscene of the character gathering energy 
for the attack plays. Then, action starts back up again as the 


character actually winds up to release their hyper combo. 
Nothing is actually transpiring 

in the background during these 

hyper combo cutscenes—the 

action picks back up after the 

close-up shot. 
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vy 1 с> + um (REQUIRES ONE BAR OF HYPER METER) 


Snap backs are 2 frame attacks that require one bar of hyper meter to perform. Faster than any other physical attack, the 
purpose of snap backs is to rearrange the opponent's team order. Partner characters who are snapped in with red damage 
have the damage become permanent. Partner actions are not possible far a few seconds between teammates who've been 
swapped with a snap back. 


Чу $4 > + E snaps in their first partner, while X7 “o> BH snaps in their second partner. If you read that à 
desperate challenger will crossover attack to tag out a character near defeat, you can block their incoming tag standing, then 
punish the new character with a full combo that ends in a snap back right back ta the character they tried to save! This leads 
to a natural chance to finish off their ailing, would-be escapee when they're forced to return—either chip them out before 
they can even touch the ground, or stage a devious mix-up reserved for new characters falling in after К.О. and snaps. 





You have a good shot at knocking out the original ailing character AND getting another mix-up on the character after that! 
Or, at least you'll force the enemy to burn their X-Factor earlier than they would on their terms, Coaxing foes to pop X-Factor 


Il your challenger has a fot of red damage, ar a deadly THC order, or a 


j T Ў ne : weak character ihey re using just for the assist, snap backs can be your 
before they really want ta is a victory in and of itself. This 15 doubly true if they use X-Factor to save a low-health character bes} friend 


from chip, but then take a hit and get knocked out anyway, Not only have they lost a character, but their quickly-dwindling 
X-Factor is a level lower in power than it would have been if they'd just waited! 


Go for snap backs aggressively against: 
Extra dangerous X-Factor lv.3 anchors 
Characters who provide an assist or crossover combination hyper that the rest of the team depends on 


A character like Phoenix or Phoenix Wright, who requires preparation to be dominant, but doesn't quite have the right resources yet 
Teams with deadly THCs/TACs that require a particular order 





Attacking with а Team 
PARINERS 


Partner characters, Usually just called partners or assists, are a huge part of what makes ОЛУС the unique beast itis. In this game, teammates are active participants in a battle. and 
they can contribute their efforts or tag in and become the point character in a variety of ways. 





Each teammate has his or her (or its) own vitality gauge, visible at the top of the screen. Partners not actively performing an action slowly regenerate red vitality. Red vitality regeneration 
speeds up during X-Factor. 


The basis of partner gameplay is the crossover assist, usually just called assist, For each of the three heroes you select, you'll also have to pick one of three assist types—either —cy, 
—p. осу. The type you select determines which attack that character is going to use when called upon to perform a crossover assist (tap EETA ), or crossover counter (during ground 
quardstun, {арб + with at least one bar of hyper meter available), Assist type also determines which hyper combo gets used within a crossover combination (ШЕТ | 








GROSSOVER ASSIST 


TAP (ca FOR PARTNER 1; кз FOR PARTNER 2) 


Tapping calls an assist, The chosen partner character leaps onto the playing field and performs the crossover assist 
selected before the match. Most assists have no invulnerability whatsoever, and they are vulnerable the entire time they're 
attacking. Only Haggar— and (Turnabout) Phoenix Wright—& or Phoenix Wright—B have invulnerability as assists. 
For almost all assists, being hit stops whatever action the assist character had in progress. Ifa point character gets hit after 
calling an assist, but before the assist performs their attack, the assist attacks anyway—striking the point doesn't stop an 
assist from acting the way it did in MyG2! 


Assist characters take 50% more damage than point characters. The damage scaling quirk from original MvGd thal caused 
assists to take unscaled damage if their point character was blocking is now corrected, so your assists won't be punished 
quite so hard just for eating hyper combos or whatever else while you block. 


Called 


When standing, crouching, or normal jumping 

During flight, dashes, or airdashes that began while standing or performing a normal jump 
Wilh basic attacks perlormed during any of the preceding states 

During ground or air recovery 


Cannot fhe (TEE 


When stuck in hitstun or quardstun 

When performing а special move, hyper combo, or throw (hough there are exceptions, such as during Wolverine's m + @ throw) 

During а super jump, nor during any airdash or Tight mode thal slaris from a super jump 

When assist characters arê not ready, due to other assists or partner actions. “ASSIST READY!" displays momentarily across each leam member's vitality gauge to indicate when they are ready for action 





The safeguard preventing assists from being called during special moves or hyper combos is very thorough—if you hit an assist button while performing a move motion, then hit the button ta 
finish the move, but the assist is not yet on screen, then the assist never comes out! Thus, if you plan to call assists before using special moves or hyper combos, make sure your inputs are 
very clean, and ensure that you've pushed HEZ а little early to guarantee that your special move motion doesn't eat up the input. 


Character produces a projectile or beam of same sort. 
irregular effects. | 

instant 
Front „Attack is directed laterally. | 


[Upward | Attack is aimed straight up; likely comes right back down. 


Assists, Hitstun, and Screen Position 

Assists follow mostly the same rules as point characters when it comes to getting hit, but they can't block, and any Knockdown move Causes 
a hard knockdown on them, allowing for OTG hits. Hitstun decay doesn't apply, nor do the normal rules about having only one ground 
bounce and wall bounce per combo. Basically, if you can keep the assist from having a chance to get up and leave the playing field, you 

can keep hitting them. Unlike in original MvC3, damage scaling functions properly against assists now, though they still take 150% normal 
damage as a straight penalty. 


If the opposing point character leaves the playing field while you're juggling their assist, whether through a snap back hit or knockout or 
whatever, you'll still be able to hit the assist for a couple seconds, but then they'll become invulnerable and fall to safety. This prevents 
"helper intinites” from being possible by batting aside opposing point characters and going after assists, MvC2-style. 


Interestingly, опе of the best ways to juggle opposing assists 15 to use air exchange hits. Launch an assist, then combo into an upward 
exchange hit with air direction ©). The TAC flash happens, but the opponent can't counter it—you're not hitting their point character! The 
assist gets lofted high in the air or spiked hard with a ground bounce, and not only will you be able to keep hitting them, but your competitor 
can't use assists again until you stop juggling the one that’s already out! 


Assists are not restricted to remain within the lateral bounds of the screen and on the playing field, as point characters are. Gall an assist 
that normally comes out far behind your point character (most prominently Phaenix—e) while backed against a screen edge, and the assist 
still tosses their attack onscreen, but never goes onscreen or becomes vulnerable themselves! 


Similarly, if a crossover assist is hit hard by an attack that tosses them off the screen, follow-up attacks won't continue punishing the assist 
(even fullscreen attacks like Storm's Hail Storm or Amaterasu’s Okami Shuttle). 
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‘a dangerous proposition. But hy calling an assist just as you go fora 
throw, you can provide cover for yourself in case there’s no air throw. 


In original MvC3, the best assists, speaking very generally, ended up 
being: 

Akuma—B 

Amaterasu— Û 

Arthur—B 

Dante (take your pick, really) 

Doctor Doom (again, they re all good) 
Haggar— œ 

Aron Man—ce 

it's not that other assists weren't good, or that they couldn't be used far 
the same things. These are just great examples of tools that fill very 
valuable niches. Nearly any character can benefit with the staggered 
hits and horizontal screen control offered by Sentinel—o or Doctor 
Doom—y. Any character had much added to their defense by packing 
Tron—B. or Haggar—a., not to mention the drastically increased ability 
to safely go for air throws offensively. (Тгоп— [3 has now lost the 


| 

| 

| 

Magneto—cx i 

| 

‘invulnerability that made it so useful for this in original MvC3). And just | 
| 

j 


Marrigan—^y 
Ryu—y 
Sentingl—«. 
Tron—[ 
Wesker—B 





about anyone can benefit from the fullscreen control and chip offered by 
‘great beams. and long range assists like Iron Man—c, Doctor Doom—c, 
. and Dante—y. Some assists are multi-function, like Amaterasu—[ and 

| ‘Dante—a; one of them looks like it's a projectile, and it kind of is, and 
the other looks like it’s a defensive pillar, and that's also sort of true, but 
what these assists are both really for is to pin your adversary in a huge 
amount of blockstun so that your point character is free to mix them up 
without worrying about advancing guard. 


orien but it you 
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CROSSOVER A ATTACK 


HOLD eza FOR 14 FRAMES (m FOR PARTNER 1; са FOR PARTNER 2) 


Attack 





Grossaver attacks are overheads thal swoop in and send victims 
WO a small, Spinning КСА нит. Incoming characters pose 
briefly after а crossover alfack, making them briefly vulnerable if 
ihe айас& whia. 


A crossover attack is the most direct way to swap a 
partner character in for the current point character. 
In order ta accomplish a crossover attack, you must 
hold down HEE for 14 frames. On the 15th frame 
after continuous input, your point character becomes 
invincible and leaps away and is then replaced by the 
chosen incoming character. Holding GEE сап be 
buffered behind other actions to mask your intention, 
but it does require that the decision to swap be at 
least somewhat premeditated. If incoming characters 
have any red damage, it becomes permanent after à 
crossover attack. 


During a crossover attack, the incoming partner 
strikes with an overhead attack that soars out to mid- 
screen, deals 27,000 damage, and causes a spinning 
knockdown on hit. Victims are vulnerable until they hit 
the ground during a spinning knockdown, but because 
characters pose briefly at the end of a crossover at- 
lack, this knockdown is usually difficult or impossible 
to take advantage of. 


Advantage 





Attack 
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Advantage 
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Novice players almost always make the mistake of using crossover attacks too often. Switching characters repeatedly 

takes away cohesion and momentum from your team. Not to mention that you are taking a risk every time you perform a 
crossover attack—yes, it's an overhead, but it's a remarkably weak one, and you are always vulnerable for at least a little bit 
at the end. If your opponent anticipates a crossover attack, they may wait and simply look tû punish one. Find another way 
to swap a character in if you really must, or surprise your foe by dashing in with a low attack. 


But when used sparingly ar from far away, it's pretty safe to tag a character in with a crossover attack. Some characters 
have moves that can cover the vanity of a posing character. Phoenix's homing TK Shot Н is an example. You also wait until 
your opponent super jumps, and tag in as soon as possible—their upward trajectory not only visually masks your tag, but 

it also more or less guarantees that they don't have an angle to punish. Finally, if your rival is all over you, it can sometimes 
pay off to use crossover attacks as a kind of high-risk reversal, thaugh this should be dona vary sparingly. 
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As [s AMOUNT in combos, RUE the number оп iow. — 
helps boos! combo damage by virtue of smaller combos having Jess 
damage scaling. 


| Wi ls as pos nd verts your whole team 
3 Iwo characters, only Avo join in. Wilh 

your character still performs their crossaver 
‘combo: hut no ong eise joins in. 


During a созар combination, as many characters as. 
possible join thei r'efíor rts to generate a tremendous attack. : 
Each character performs the hyper combo dictated by the 
assist pet ҮШ chose for them: One bar of ре meter is 


The startup, damage, and other characteristics of your 
crossover combination are dictated by the hyper combos of 
the characters on your team. So, for example, if you have 

a character like Iron Man or Spencer, whose hyper combos 
hit faster than most, ora hyper combo that returns control 
of the point character early, your crossover combination 
shares that advantage. If one of the hyper combos is OTG- 


capable, the entire crossover combination can be considered 


an OTG-capable attack. After all, you can just cause a hard 
knockdown by а throw or air combo, then ШЕ! for easy, 
big damage, if your team is set up correctly for it. 
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CROSSOVER COUNTER 


DURING GUARDSTUN, => + mza WITH AT LEAST ONE BAR OF HYPER METER AVAILABLE 





ПБН. and ТИ on point starting a crossover combination 
fan still move as nomnal and mix it up during Round Harvest while her 
partners helo hold the adversary in place and deal chip damage with Hair 
hyper comhos. 


You can cancel into a crossover combination from grounded 


basic attacks, but not from special moves or hyper combos. 


(Unless vou use X-Factor canceling as a bridge!) You сап 

cancel ouf of a crossover combination with X-Factor, and 

your point character will he frea to act while your partners 
continue to finish their hyper combos! 





Crossover counters allow you to take advantage of quardstun by tagging in а partner, who then immediately performs their crossover assist while becoming the point character. Crossover 
counters can be good to avoid chip damage knockouts or to surprise aggressive foes with invulnerable reversal crossover assists like Haggar—Cv. Crossover counters can be canceled into 
hyper combos or character-spacific actions; for example, C. Viper crossover counters can be made inta feints by pressing Ө, same as her special move versions of those attacks, while 
Morrigan can fly-cancel her crossover counters, More on crossover counters can be found earlier in this chapter, in the section on guarding. 
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Crossover counters allow you to dur fre fables on aggressors. 





TEAM AERIAL COMBOS 





Air => of <3 + O duin ig launcher combo: 
erases ane oi the opponents hyper meter bars, 
sideways air (ag; glows grean, 


Air Н + © during launcher combo: upward air 
fag. PIONS reg. 


New to the МИЗ series are team aerial combos, or TACS. А team aerial combo starts 

by landing ©) launcher, then super jumping with the victim and performing at least one 

air basic attack before chaining into direction + ©. (Diagonal directional inputs are 
interpreted as upward or downward) The direction you input dictates which kind of team 
aerial combo you'll initiate. Upward offers the best juggle position and a slight damage 
boost on the tag hit, downward causes a ground bounce while building a full bar of meter 
for your team, and sideways juggles the enemy with a wall bounce, while erasing one of the 
opponent's bars of meter! 


After the first tag hand-off in midair, the next character can perform an air chain as they 
normally can during a launcher combo. The new incoming character can also hand aff to the 
second partner by using direction * G again. No need to do at least опе basic attack after 
ihe first tag, either; for the second tag, you can potentially just do air orG> or + 
© right away. 


When direction + © is input to spark a team aerial combo during an air combo, the victim 
has 15 frames following the brief freeze ta input the break command, The correct break 
command is exactly the command used to start the air tag: + €) if that's the air tag 
incoming, 7 + Ө for the down air tag, and > ог< + €) tor the sideways air tag 
(either direction works}. Only one e input is accepted during this 15-frame window—a 
victim who can potentially perfectly input every possible escape during the 15-frame window 
is nat guaranteed to break every team aerial combo; he'll only break them at random, if 

the first input he uses during the window happens to be right. Interestingly, a neutral Ө 
input during the window prevents a correct input right afterward from being used, even if 
accomplished during the break window. 


A successful team aerial counter tosses the character who attempted to air tag off af the 
victim, while dealing 50,000 damage. The offender is invincible off the wall bounce caused by 
a team aerial counter, so neither side is guaranteed anything—it's essentially a match reset. 


The primary purpose of team aerial combos is to stave aff hitstun decay and build tons of 
hyper meter. (Or to erase your enemy's meter!) Team aerial combos are weighted heavily іп 
favor of the aggressor—you get far more out of successful team aerial combos than you do 
out of successful team aerial counters. Solid team aerial combos build/erase multiple meters 
while easily dealing more than 500,000 damage, before any potential hyper combo or THC 
endars. Just like any other air combos, team aerial combos can lead to OTG opportunities 
right afterward, since flying screen is still possible. 


TEAM HYPER COMBO 





THCS greatly expand damage and combo potential, and They are also key to swapping in characters 
Will 1255 risk. 


During level 1 hyper combos, you can team hyper combo cancel to the next character's 
hyper combe simply by inputting the command for the desired hyper while the current hyper 
combo is in progress. You can THC at a single stretch up to twice, ultimately using one 
hyper combo from each partner. Level 3 hyper combos can finish, but not start, team hyper 
combos. When called into a THC, characters laap on screen and perform their hyper combo 
cutscene as usual, but all their lead-in frames before the cutscene are truncated, resulting in 
a hyper combo that's much faster than usual. 


Team hyper combos are obviously useful for their damage and chip potential; for example, 
any combo ending in a beam hyper combo can easily be made much more powerful simply 
by team hyper combo canceling to another beam hyper combo. But team hyper combos are 
also important because of the safety you're potentially afforded. In most situations, tagging 
in à new point character with a crossover attack or crossover counter Is risky. By burning 

а few bars of hyper meter, you can perform your current point character's safest hyper 
combo, then THC to the safest hyper combo for your next teammate, 


And, in combos, THG handoffs are better than aver thanks to the return of mashable damage 
on many hyper combos. Team hyper combo cancel a mashable hyper into another mashable 
hyper, and get as many SW inputs as possible in for both, and you'll definitely be doing 
much better damage than equivalent combos did in original MvC3! 
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After the achval team aerial combo fag fash, the 
Wenn has 15 frames 10 inpul ie same command 
as the air tag used in order io break out with a leam 
aerial Counter. 


Air Ay + © during launcher combo: generates 
a hyper meter bar for your team, ground bourice air 
(ag: giaws Dua 


Team Aerial Combo Order Quirk 


Normally, team aerial combos simply tag to the next character 
in line. Qn a team of three heroes, the first tag swaps 
teammate A for teammate B, and the second tag then swaps 
teammate B for teammate C. 


it teammate B is not available for Some reason when a team 
aerial combo is attempted (most likely because their assist 
was Called too recently), something interesting happens. 
Teammate A air tags to teammate С instead. If teammate С 
is then made to air tag again, the air switch goes back to 
teammate A! Teammate B never comes into play, the team's 
order ultimately stays the same, and teammate A gets to do 
tivo air combos in the same combo! 


The easiest way to set this up is to use teammate В as ап 
assist in teammate A's combo that leads up to G) launcher. 
Then, quickly chain to an air tag before teammate B's 
crossover assist 15 ready again, 
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| Projectiles and beams have their own hidden durability priorities and values that dictate 
what happens when different projectiles collide. 





The first check is priority. There are 
three projectile priorities: low, medium, 
and high. Most standard projectiles and 
beams are low priority, while certain 
attacks, like Arthur's Golden Armor 
Lance, are medium priority. Projectile or 
beam hyper combos are high priority. 


When projectiles of higher priority run 
inta projectiles of lower priority, the higher priority projectile wins outright, It doesn’t 
matter how many low priority projectiles a medium priority projectile plows through, for 
example: as long as it only encounters lower priority projectiles, it always wins. 


DURABILITY POINTS 


Durability points come into play when 
projectiles of the same priority collide. 
Projectiles pack thelr durability points 
inta a single punch, while beams 
distribute their durability points across 
а certain number of frames. When 
projectiles collide, they mutually deplete 
durability according to their durability 
point ratings; projectiles as one blast of DP, beams as DP distributed evenly across their 
number af frames, 
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Frame Data 


Going from a complete novice to an intermediate player requires grasping the fundamental 
concepts of the game—moving, guarding, attacking, things like that. Taking the extra 

step to becoming an expert player, to some degree, requires digging a little deeper and 
internalizing some rather more esoteric concepts. The most prominent, measureable, and 
ultimately meaningful of these is the idea of frame advantage. Getting into this can be a little 
intimidating for а new player, so rest assured that Rome wasn't built in a day, and neither 
do you have to incorporate all this information and somehow translate it into improved 
gameplay all at once. As in any hobby or skill with depth, serious players measure the time 
they've put into fighting games in years, not days, weeks, or months. So don't frat if this 
seems overwhelming at first. A salad bar approach can work wonders here: take a little of 
what seems to help vou at a tima. 


A frame is the game's unit of time measurement. Like most modern games, UMwvC3 runs 
at 60 frames per second. Regarding the game using the actual frame data, when available, 
takes the discussion to a deeper, more useful place. The actual utility of a given move, 

for example, becomes much more apparent when looking at tha frame data for that move. 
Visually, there is very little difference between a move that hits in 4 frames versus a move 
that hits in 8 frames. To most human observers, there is nat a difference at all—tor this 
example, we're talking about the difference between “just under a tenth of a second" and 
"just aver a tenth of a second." But in terms of tha game, this miniscule, barely perceptible 
difference can amount їо а vast gulf. 





This is the number of frames it takes far an attack to become "active," or capable of hitting 
an opponent, after the command for the move is correctly input. The fastest moves in the 
game have 1 to 4 frames of startup, and these are mostly throw attacks. For the purposes 
of this guide, startup frames naturally include the first frame of the active period. This is for 
ease of looking for links under frame advantage: if something lists an advantage of +6, then 
any attack with a startup of 8 frames or lower works. This does mean, however, that if you 
add up the startup, active, and recovery frames, the sum is actually 1 frame longer than the 
real duration of the move. 


ЩИ: | 





This is the number of frames in which a move is actually capable of striking. For basic 
attacks, this number tends to be very small—usually no more than 3-5 frames. Exceptions 
apply, of course, and il's always worth noting when a move has an unusually high number 
of active frames. 





This is the number of frames in which an attack is recovering and is no longer active. 
Characters can't guard or perform other actions while recovering, so they are vulnerable 
to retaliation if the recovery period is lengthy. The recovery period is the portion that is 
circumvented when using any kind of cancel into other moves. For projectile atlacks, 
recovery begins the moment the projectile is actually released. 


ШШШ 


When an attack strikes an opponent, two things happen: the attacking character's move 
goes through its recovery period, and the defending character either goes through their 
animation of guardstun or hitstum (depending, of course, on whether the attack was 
blocked). Different attacks have different recovery periods and inflict different amounts of 
guardstun or hitstun. The attacking character eventually fully recovers from their attack 

and is ready to act again, just as the defending character eventually leaves the animation of 
guardstun or hitstun, ready to act again, as well. The discrepancy between when the attacker 
and the defender can act is expressed exactly with the concept of frame advantage. A frame 
advantage of +10 means that the attacker can act a full 10 frames before the defender—no 
small advantage at all. Many attacks are active in less than 10 frames, so in this hypothetical 
scenario, the attacker can actually link amy move faster than 10 frames, and there's nothing 
the defender can do about it. On the other hand, a frame advantage of +1 is not particularly 
noteworthy; yes, the atlacker can act a whole single frame before the competiter, and the 
opportunity to act first is never a bad thing, but nothing is guaranteed. (Except a throw 
attempt, if close enough!) 





So, how is this useful? In this quide, we've compiled almost complete frame data for every 
single character. The only data we did not manage to complete, due to time restrictions 
and logistical difficulties, was frame advantage on hit/quard for air-to-air attacks (these are 
variable both from normal to super jump, but they are also harder to determine beacause of 
the less exact nature of air-to-air combat and the exigencies of air recovery). 


What is here, however, should be a treasure trove to the novice gamer and the hardened 
tournament veteran alike. 





HITSTUN 


Hitstun is the counterpoint to guardstun. As quardstun is ihe state in which defending 
characters are actually blocking, hitstun is the state in which the victim on the receiving 

end of an attack is actually reeling. At least during quardstun, the defensive character still 
has some ability; during hitstun, victimized characters cannot do anything. The length and 
natura of hitstun depends on the attack that caused it. Generally, heavier attacks cause more 
hitstun than lighter ones. Strike a character again while they're still in hitstun, and you'll 
create a combo. 


Hitstop 

Hitstop is the brief effect that happens almost imperceptibly 
whenever two characters contact each other. In order to subtly 
highlight the force of their blows, any hit exchange is depicted 
through the game freezing for a small number of frames. 


This occurs whenever attacks are exchanged, whether on hit 
or black, and it can account for some minor difficulties with 
timing or execution in some cases. 





Normal hits occur when a character is 
struck while standing, crouching, moving, 
but not performing an attack. Throughout 
this book, you'll find references to the frame 
advantage created "on hit"—in all cases, 
unless otherwise noted, tha frame advantage 
referenced describes a normal hit. 


A counterhit occurs when a character is 
struck during their own attack, whether 
during startup, active, or recovery frames. 
A counterhit is visually indicated by a red 
hit effect. Counterhits sometimes craate 
hit states that normal hits dont, such as 
crumples or knockdawns where a normal 
hit would just cause standard hitstun. 
Counterhits—all counterhits—also add +2 
to the frame advantage conferred on hit. 
This means that landing a counterhit can 
lead to link combo opportunities that are 
not available with normal hits. 


SPECIAL HIT STATES 


Most attacks just cause characters to reel, whether on normal or counterhit. Some attacks 
cause special hit states that do different things. 





Counters are indicated by a special red spark and 
grant «2 frame advantage. Some counternits result in 
special fit states. 


Soft Knockdown (ground or air) 


Ground Recovery Frames: 
Neutral 


n Recovery Frames 
Neutral / Forward 
/ Back 


The idea of a “knockdown” is a little different in U/MvC3 than in other fighting games. Mast 
knackdawn-capable moves result in the victim recovering more or less immediately and 
automatically. With no controller input, characters who are knocked down simply rise in 
place right away. Characters can be made to recover in a desired direction by holding <2 
orS> as they recover. This is called graund recovery or air recovery, depending on where 
it takes place—not all knockdowns in ШСЗ knock the opponent to the turf! Very many 
attacks cause victims to be "knocked down" into aerial hitstun, after which they perlorm 
an air recovery. After an air recovery, the airborne character is considered to be narmal 
jumping, with all the attendant benefits (crossover assist calls allowed) and limitations 
(chain combos may be limited; hitstun from attacks is sharter) that entails. 













Nothing i guaranteed after а knockdown, bur if 
you quess right om which way your ioe ТЄ going Їй 
recover, you car keep offensive momentum going. 


During ground or air recovery, your point character is invulnerable, and assists can be called. 
Beware of mix-ups designed intentionally to be confusing or difficult to defend against just as 
you become vulnerable after recovery ends. Getting an assist out can help run interference, 
but if you're careless, it can just result in two characters getting hit instead of one, 


Hard Knockdown 





Spencer ends an air comba with afr Ө , Casing 
flying screen. 


The universal way 10 cause a hard knockdown is 
flying screen—siart 2 launcher combo with & 
Mer chain do ar ЕУ. Most rows also cause hard 
AOCKOWNS, as do some other aliacks. OTG-canable 
altacks can fil anponenis шск im a hard knockdown, 


MARVEL OTG-CAPABLE CROSSOVER ASSISTS 


Deadpool—[3 
Dormammu—[3 

Ghost Rider— By 
Hawkeye— p — 
Hulk—tx 

Iron Fist— p 

Iron Man—^y 


CAPCOM OTG-CAPABLE CROSSOVER ASSISTS 


Akuma—^y 
Arthur—"y 
C. Viper—[ 
Dante—[ 


Felicia—[ 


Ground Bounce 

Some attacks cause the victim to bounce 
off the floor forcibly. Before the target 
lands on the ground a second time, they 
are Vulnerable to continued attacks. For 

the most part, only one ground bounce is 
possible per combo, Using another ground 
bounce attack will only cause a hard or soft 
Knockdown, depending on the attack, 


Wall Bounce 


Some attacks cause the victim to bounce 
forcibly off the side of the screen, rather 
than the floor. This is a wall bounce. 
Characters subjected to a wall bounce are 
vulnerable until they hit the ground. Only 
one wall bounce is possible per combo. 


Spinning Knockdown 


some attacks cause a violent spinning 
knockdown, which hurls the victim across 
the screen. Whether characters can recover 
aut of the spinning knockdown before 
hitting the ground is dependent on the move 
that started the spinning knockdown: some 
moves always cause spinning foes to be 
vulnerable until they hit the ground, paving 
the way for juggle opportunities, while other 
moves that cause a spinning knockdown ara 


only different from a regular knockdown in tarms of aesthetics. Spinning characters cannot 
do anything or recover until they hit the ground, so, as with both types of bounces, victims 
are open to more punishment. The difference is that there's no innate limit on the number of 
spinning knockdowns allowed during a combo. 















immediately upon landing, he dashes forward, then 
performs Wire Grapple A just ой the ground to ОТЕ 
Als fargat. 


- 
[ 





Hard knockdowns prevent immediate 
ground or air recovery and instead leave 
the victim laid out on the floor, unable 

to move. During this period, the floored 
victim of the hard knockdown is vulnerable 
to off the ground (OTG) hits. Technically, 
there is no limit on the number of hard 
knockdowns and OTG hits that can be used 
in a single combo...the limiting factors are 
player creativity and hitstun decay. 


Sentinel—B/— Y 
She-Hulk— e 
shuma-Gorath— «x (DLC) 
Storn—[ 
Super-Skrull—ex 


X-23—D 


Firehrand—cx 
Phoenix Wright —^y 
Viewtiful Joe—"y 
Wesker—D 


Stagger 


Some attacks, like Thunder Edge 
Amaterasu'sS> * ©) (hold), cause a 
lengthy stagger rather than regular hitstun. 
This stagger lasts a set length of time, 
allowing further ground hits. Multiple 
staggers can be used in the same combo 
without diminishing the effect. 
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A slagger is jusl a rare, mave-specilic, lengthy 
їп. Technically, staggers can ba Tinke in 
perpetuity, the vielim stays grounded, 


Crumple 

When a character eats an attack like C. 
Viper's ©) + @® Focus Attack or Iron 
Fist's Чу $^ g> + (М) Dragon's Touch, 
they crumple slowly to the ground, 
vulnerable on the way down. Hitting the 
opponent during this time juggles them into 
ihe air. Only one crumple is possible per 
combo, because only standing targets can 
be crumpled, An aerial or juggled target will 
react differently. 


Capture and Dizzy 


Capture, or incapacitation, states are created by certain moves, like Spider-Man's Web Ball. 
During capture, the victim is tied up one way or another and cannot act for a set period 

of time. After this time has elapsed, the opposing character recovers normally, but in the 
meantime, they are completely vulnarable. Dizzy is different from capture states because it 
сап end with characters in a hard knockdown, during which any attack will pop the enemy 
up, whether QTG-capable or not. 





One wall bounce can be used per combo. 
Subsequent wall Boume moves simply cause a 
knockaown, 


Certain allacks cause a cumple. Characters hil 
during enumples are juggled inta the air. 


The spinning knockdown eflect looks mare violent 
ihan a son knockdown, bul the behaviar is mostly 
fig Same. 


/Á 




























Back їп 1991, intended input lenianay far special moves in Street Fighter lit The World 
Warrior accidentally allowed basic attacks to strike before canceling into an unavoidable 
special. This afterthought became an official feature with the introduction of the combo 
meter in Super Street Fighter ЇЇ, In the mid-"905, series like Darkstalkers.and Straet Fighter 
Alpha, along with the games X-Men: Ghildren of the Atom, Marvel Super Heroes, X-Man 
vs. Street Fighter, and Marvel Super Heroes vs. Street Fighter (these the seeds of tha 
Mv series) began to take combos to a whole different level. Qutrageous, over-the-top, 
outstanding combos represent the number one source of serious damage in the Mv 
franchise and the Vs, games in general, as wellas a good portion of their heart and soul, 


The classics never die. 


So, in fighting game terms, what is а combo? A combo is a sequence of hits thal is guaranteed if the first attack is not blocked. Combos work because of hilstun, which is the period of tima 
a character reels when struck by an attack, During hitstun, no actions are possible, blocking included, Hit your opponent, then during their hitstun, cancel your current move into another 

or link into another move after the initial one Is fully recovered, and you'll create a combo. Combos are vital for the obvious purpose of dealing lots of damage, but they are more important 
in that good combos allow you, after two or three initial attacks, to verify whether your attacks are being guarded. Many combos and tactics are vulnerable to guaranteed retaliation li 
blocked—the ©) launcher possessed by every character 15 the best axample—so confirming your hils before you reach the unsafe parts of a combo is a vital skill. Instead of finishing the 
combo, you can stop and switch to a back-up plan, or rethink your positioning If the blocking adversary pushes you away with advancing guard. 
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; | it i a ir ful Я hit ad he combo, however, attacks deal a 
Plenty of cambos are capable of knocking out any character As js first hit ina еи deal their full damage. With each hit added to the со W 
outright. Certain safeguards are in place, however, to diminishing percentage of their full damage. 


prevent certain repetitious infinite combos from occurring, 
as well as to prevent combos with high numbers of hits 
from doing disproportionate damage compared to less 
sizable combos. 


The "MODIFIER" value is as follows: 
(9 basic attacks = 0.75 
(à) basic attacks = 0.8 
© basic attacks = 0.85 





Great for style and building hyper meter? Yes. Good far damage or combos = 0.9 
hitstun deterioration? No, 


G attacks, special moves, and hyper 


Damage cannot be less than 10% of base damage. © 
attacks, special moves, and hyper combos reach the scaling 


Damage scaling somewhat devalues certain attacks that do lots of hits quickly, such as Sentinel's standing and crouching 
(D mouth lasers and Morrigan's standing С). These moves can still be excellent for other reasons, like the extra time they 
grant you ta hit-confirm a comba, but the damage of your follow-up suffers, 


DAMAGE = (BASE_DAMAGE * MODIFIER “ COMBO_COUNTER) / 100 


BASE DAMAGE is the listed base damage of an attack, Because scaling is weighted by button and based on the 
COMBO_COUNTER is the current hit number in the combo. current number of hits, light attacks don't adversely affect 


scaling for the entire combo; scaling for only the current 
move is affected. This is unlike many modern fighting 
games, where opening with a light attack is detrimental to 
scaling on down tha lina. 


Throws (and capture moves) scale damage heavily, which ts 
noticeable if you throw your opponent, then start a combo 
off the throw. This is possible with most throws by landing 
an OTG-capable attack. 


During X-Factor, the effects of damage scaling are reduced, 
but not negated. 


cap on hit 23. The other attack strengths reach the scaling 


cap progressively earlier. 


HITSTUN DEGAY 


As discussed before, hitstun is the period of time during which a struck character reels, 
unable to block. Hitstun lasts for a certain period of time depending on the move used to 
inflict the blow. As a general rule, the heavier the attack, the longer the hitstun. However, 
as hits pile up within a combo, this hitstun period begins to shrink. Hilstun decay is rapidly 
accelerated in combos that start after a throw. 


Attacks against grounded characters will eventually cause ground hitstun 
to drop by 5 frames, air hitstun to drop by 1 frame 


Attacks against airborne characters will cause both ground and air hitstun 
to drop by 5 frames 


The amount of attacks needed before hitstun decay occurs is variable 
per move 


Hitstun decay can occur multiple times within a combo! 


Some attacks are not affected by hitstun decay; Doctor Str@nge’s Impact 
Palm will always inflict 35 frames of hitstun, hard knockdown attacks will 
always cause hard knockdown, hyper combos are unaffected by damage 
scaling, etc. 


TACs cause hitstun decay to revert back to normal and not advance al all 
until the attacker touches the ground. After touching the ground all decay 
is applied 


X-Factor infinites 


Some special knockdown states ignore hitstun decay. These 
effects are going to be the same no matter how many times 
they're applied in the same combo. During certain levels of 

X-Factor, due to speed boosts, some characters are able to 

link special moves together in such a way as to skirt around 
the issue of hitstun decay altogetner. 


Arthur, Captain America, Dante, Deadpool, Felicia, Wolverine, 
and X-23 have infinites that work only by linking certain 
special moves together indefinitely during particular levels 

of X-Factor. (Captain America and Wolverine have extra 
safeguards in place that prevent truly infinite X-Factor 
combos, but by the time those safeguards have kicked in, their 
opponent is probably knocked out regardless.) 





Chain combos are sequences of basic attacks chained together by pressing attack buttons one after another, Most basie attacks chain upward in strength, from (B lighi to (f) medium 


to ©) heavy, and most basic attacks can be chained into © special attack, © special attacks cannot be chained into anything else. Chains are possible when crouching, standing, or 
airborne. Not every character can perform the same chain combos—there are a handful of chain combo archetypes under which various characters fall, 
























Chain Combo 
Archetype 


Chain Combo | Full Norma! Jum | 
Archetype Chains” p Rapid Fire (L) Attacks 


Captain America Standing ® 


Full Normal Jump 
Chains 









Rapid Fire (L) Attacks 








Deadpool Hunter Series Standing crouching @ 
Crouching @ : 
















Standing/crouching ® 
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GROUND CHAIN COMBO ARGHETYPES 
HUNTER SERIES (FULL ALTERNATING) 


A style of chaining that originated from the Darkstalker series, it is no surprise that Hsien-Ko, Felicia, and Morrigan all use this archetype. Characters with this type may chain one of each 
ground attack together from weakest to strongest. Attacks of the same strength can also be chained together only when alternating from the standing to crouching position (for example, 
Super Skrull may chain standing (B , crouching (B , standing (9), crouching ®, standing ©), crouching @). 

MARVEL SERIES (STRAIGHT AHEAD) 


This chain archetype only allows three attacks chained together from weakest to strongest. This chain set may NOT alternate from a standing to crouching attack of the same strength, 
unlike the Hunter series (with some exceptions like Ghun-Li, who can chain standing @ into crouching ©), and Trish, who can chain standing M) to crouching (a). 


2-HITS LIMITED 


This chain set allows the player to only chain two attacks together. The sequence must start with a light attack (crouching or standing) before chaining into any medium or heavy attack. Afterward, 
you must chain to a launcher or cancel into a special move to keep the combo going. 


3-HIT ALTERNATING 


This chain type has the chaining properties of the Hunter series: you can string together attacks from weakest to strongest while also alternating fram standing to crouching attacks of the same 
strength. The difference here is that you can only chain up to three attacks together within these limitations. Dante can normally chain crouching (М ‚ standing Û , then crouching @ . However, 
if the combo is started with an additional attack, like standing (л) ‚ Crouching GÀ , and then standing GD , you cannot follow up with the final crouching (D. 
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AERIAL CHAIN ARCHETYPES 


There exist only two types of air chains: a "Hunter Series" style of chaining where the player 
can chain two attacks each of light and medium before chaining to stronger attacks (air (5, 
о. М, (Йй), HES) ), and a limited air chain where the player follows the same rules as 
the Hunter Series alternating chain method but can only chain up to three attacks together. 
The full Hunter Series style of chaining is available to all characters during а super jump, 
but only to some characters during a normal jump. The 3-Hit Limited style of air chaining is 
seen only on some characters during their normal jump. 


OTHER CHAIN TYPES 


RAPID FIRE LIGHT ATTACKS 


Some characters can chain light attacks into each other repeatedly. Whenever desired, you 
can transition from rapid fire light attacks to their regular chain combo. 


TARGET COMBOS (CHARACTER-SPECIFIC CHAIN COMBOS) 


Some characters have unique chain combos. Though all characters initially fall into a chain 
archetype of same sort, these special combos, also known as target combos, bypass the 
normal rules of their chain structure. For example, Amaterasu may chain (D into crouching 
@ , but only within a three-attack chain limit, however you may chain air QD three times 
consecutively (this ability bypasses the three-attack normal jump chain limit). Similarly, 
Dante can chain crouching (B into standing O, and this chain does not interfere with the 
three-hit alternating rule. 


COMMAND ATTACK CHAINS 


Command attacks are much like basic attacks in a lot of ways but do not lit into chain 
combos in the same way. Command attacks play by their own rules, on a case by case 
basis: some command attacks can be chained into or out of, while some can't be used in 
chain cambos at all, 





A link occurs when you wait until an attack has fully recovered before striking again. This 
is distinct from chain combos, in which & buttons are simply pressed in sequence, or 
cancel combos, in which recovery periods are interrupted with new actions. UMvC3 is not 
as link-intansive as some fighters, like Super Street Fighter IV, but links are still present. In 
absolute terms, links are present all over the place, just in a different form. When chaining 
into Ө to launch then performing an air combo, you are technically canceling G witha 
super jump, than linking into an aerial chain. 





Spencer Ф o , fnked into Armor Piercen, 13 a simple example of a link combo. 


— 


To cancel means to interrupt the recovery 
of one action with another action. Most 

QD basic attacks are chain-cancelable into 
other basic attacks or command attacks, 

or command movements such as flight 

or teleportation. Some basic attacks are 
jump, double/triple jump, or super jump- 
cancelahle—that is, the attack can be 
interrupted simply by holding an upward 
direction. Ө special attacks are cancelable 
only on hit, and then only into super jump, 
while air & is not cancelable whan used 
after a launch into an air combo (though air 
Ө is cancelable if used in an air combo 
that begins without a launch). Most Ф 
basic attacks and command attacks are 
cancelable into special moves and hyper 
combos, and most level 1 hyper combos 
can themselves be canceled into a team 
hyper combo (THC), in which the next 
partner tags in to continue the hyper combo 
punishment. Finally, X-Factor activation can 
be used to cancel nearly any action, whether 
on the ground or in the air. 


Smart Bomb L OTG = Proton Cannon WG 
Proton Cannon = Okami Shuffle 














Apart from their utility for zoning, 
protection, and distraction, crossover 
assists are invaluable combo tools. Each 
partner can be called once per combo. 
Partners cannot be called during hitstun, 
guardstun, special moves, super jumps, or 
super jump flight. They can be called during 
normal jumps, normal jump flight, during or 
after ground and air recovery, and while on 
the ground performing QD basic attacks or 
© special attacks. And basic attacks on the 
ground ar off of jump-ins (or advanced jump-ins like triangle jumps or square jumps) are 
where most combos begin. 


The openings for using assists in cambos are tao 
numerous fo bother listing many examples. The 
possibilities olferad by Vs. games have driven 
hardcore experimenters and combo video producers 
jor more than a decade and a hai 


You can't use the same crossover assist twice in one combo, but you сап use each assist 
once. Assists can be used in combos to help with verification, to extend combos on the 
ground, and to OTG after a launcher combo that leads to flying screen. Combos can start 
off of errant or grazing hit from a crossover assist—an opponent may get clipped by, for 
example, the edge of Doctor Doom's Molecular Shield or Iron Man's Unibeam, allowing you 
to start a combo if you juggle them in time. Sometimes, this can be as simple as starting up 
a long range hyper combo or linking Ө launcher, or it can be more complex. 


Only one general possibility of many for the use of bath assists in one combo: catching a 
stray hit with a close range assist, then following up with a chain combo ending іп © to 
launch your foe into an air combo, ending in © io create flying screen, where then an OTG- 
capable partner can be called to continue further. 


SPER MF SNS NEGO M BUS 


Using special states is a great way to perpetuate combos. This also enables you to think of 
combos as somewhat modular pieces, although hitstun decay prevents this from working 
perfectly—betore floor bounce, after floor bounce, after flying screen, and so on. Certain 
hit states can only show up once per combo—these are ground bounce, wall bounce, and 
crumple (although multipla ground bounces are possible if you follow a ground bounce 
with a downward team aerial combo). There are technically no restrictions on the number 
of staggers, spinning knockdowns, hard knockdowns, capture type moves, and OTG hits, 
however. Those are limited in combos only by team makeup and hitstun decay. 


The most universal special state is flying 
screen, caused by landing air © ina 
launcher cambo. After flying screen, tha 
combo victim is left in a hard knockdown 
state, during which OTG-capable attacks 
hit, OTGs are possible after flying screen, 
after most throws, and after certain special 
moves and hyper combos. While many 
characters can OTG without any help, some 
characters require an assist to OTG. 








A large part of being successful in fighting games is making the most of the opportunities 
you have. Good opponents give up little for free, so when a solid chance comes your way, 
make it count. The ways in which attacks chain, cancel, and link into one another, along 
with the limitations imposed by damage scaling and hilslun deterioration, suggest a 
certain approach to eking out the most damage when you Score a hard-earned first hit. 


Combos need to start 
somewhere. Calla 
crossover assist and 

wait to sea if ihe attack 15 
successtul. If yes, start а 
combo, Bonus paints here 
if you can put the assist 

in a place that makes it 
difficult to deal with—the 
besi example is dropping an 
assist on one side of your 
competitor before jumping, airdashing, flying, or teleporting to the other. 





Alternatively, attack your opponent directly. Vary your opening attacks between low attacks 
that must be guarded crouching, overheads and quick airborne attacks (of which there are 
many, mast of which must be blocked standing), and throws. Each can lead to combos, and 
each must be defended against differently. 





When you start your chain 
combo, get ta а point 
where you can cause a wall 
bounce or ground bounce 
with the fewest, hardest hits 
possible. Off ihe bounce, 
chain into Ө launcher, 
then perform a briel air 
combo into ©) to cause 
[lying screen. Many attacks 
cause bounces, whereas 
flying screen is caused by air © ina i once combo. If you don't have attacks or assists 
available to create а wall ar floor bounce, proceed directly to ilying screen. 





When performing air chain combos Into air © ior flying screen, it's usually best to cause 
lying screen as low to the ground as possible. This is because the faster you land, the more 
likely it is you'll ha able to OTG your rival, which is what you want to do after flying screen. 
The best way ta cause flying screen low enough to OTG afterward, before the opponent can 
get up, varies from character to character. For some, it's as simple as chaining very slowly 
or using one air Ф instead of two during air chains. For others, using flight in an air combo 
helps. And sometimes, because of the larger distance involved, following up with an OTG 
after flying screen is more difficult, requiring longer-range OTG-capable assists and deft 
wavedashing for fine repositioning. Securing an OTG is much easier in a corner. 


After the OTG, you're probably approaching 15 or 20 hits, the point at which hitstun decay 
starts to mean that combo extension is impossible soon. Get as close as you can to this 
limit as possible, then finish with something that either causes lots of damage or sets you 
up to Keep momentum. Ending with flying screen again is fine—at this point, you might not 
be able to score another OTG into anything, but you'll be able to drop an assist right on top 
of your foe as they recover, perhaps starting another combo. Otherwise, if you can, finish 
with a powerful hyper combo. From here, if necessary for the knockout, an X-Factor cancel 
into another hyper combe and/or a team hyper combo are strong options. Although damage 
scaling is at its heaviest by this point, many hyper combos add on enough total hits to add 
up damage quickly regardless, especially now that many can be mashed for more damage. 
And while THs from level 3 hyper combos aren't allowed, these costly maneuvers make 
great combo or THC enders, as level 3 hyper combos are unaffected by damage scaling! 





The combo engine in UMvC3 manages to keep the outrageousness of the Vs. series combos 
alive, while mostly eliminating one of the lingering problems with the openness of the Vs. 
series combo rules: the previous preponderance of Infinite combos. The use of infinites 

in high-level play for previous installments is the rule, rather than the exception. One ol 

the best characters in MvC1, Red Venom, was essentially a hideously fast, walking infinite 
combo whose only deficiency was low stamina, and іп Mv02, Magneto continued that 
tradition. But that's only two examples. MvC2 alone had Iron Man as a slower, more air- 
based version of Magneto. Between his flight modes, normal jump infinite, and guard break 
potential, he could turn one glancing aerial counterhit into three dusted characters. Here, 
there are still high-risk, high-reward offensive characters, and there are certainly incredible, 
high damage combos that annihilate any character's health bar (usually tram X-Factor or 
using heavy resources). But between hitstun decay, the removal of quard breaks against 
normal jumps, and the ability to roll forward or backward with invulnerability fram any 
wakeup, the frustration of eating a single random accident into a lost round is removed. 


This is not to say UfMvC3 won't be full of huge swings and ridiculous damage: it wouldn't 

be ATvC without it, would it? Getting your point and assist character both caught in a strong 
team hyper combo, crossover combination, or X-Factor combo is perhaps even worse then 
eating a double snap back into anti-assist infinita in AfvC2.. instead of losing one character 
to an accident, then perhaps being guard broken when your next character falls in, you just 
lose two characters simultaneously! At least your own X-Factor gets beefed up with only one 
character left, if you still have it...never give up! 


THE OF 1 GALES 


A combo is a series of attacks that cannot be guarded once the initial 
attack connects, and it is the fastest way to deal large amounts of 
damage in UMvC3. However, the most damaging combo is not always 
the best; different combos serve different purposes in ways that are 
beneficial beyond just doing the most damage possible. 


sume combos are designed to gain maximum horizontal distance, 
With the goal of carrying the opposing character to the corner. In 
most cases, corner combos deal much more damage than their 
midscreen counterparts, so adjusting the beginning af a combo In 
hopes thal the combo eventually gets to the corner can possibly yield 
таге damage than if the combo is performed normally. 


Other combos are designed with THCs in mind, as is demonstrated hy 
Ghost Rider. Combos ending in Ghost Rider's Hellfire Maelstrom are 
slightly more powerful than combos ending in Spirit of Vengeance. 
However, Helllire Maelstrom causes a hard knockdown, and it is not 
as THC-friendly as Spirit of Vengeance. Therefore, sometimes it is 
better to go with the lower damaga of combos ending with Spirit of 
Vengeance because their THC potential is much higher. 


Characters like Zero or Danta have access to long, drawn-out 
combos that take particularly long to finish. Combos such as these 
are great for stalling the timer an your rival's X-Factor or power-up 
hyper, such as Strider's Ouroboros. Extended combos like these also 
double-up as a means of building hyper meter for characters who are 
meter-hungry, such as Phoenix or Dormammu. 


special combos must be used against smaller characters such as 
Rocket Raccoon, or characters with an abnormal hitbox such as 
Shuma-Gorath or Tron. It's best to have these combos in mind before 
the match even starts. There's nothing worse than getting a combo 
opportunity only to have it fall because it wasn't suited for your 


opponents character! 


The positioning in which a combo leaves the competitor is also an 
important factor to consider. Though it's obvious that the corner is 
the ideal position fora combo to end in, midsereen combos that end 
in a position that allows for a throw reset or mix-up can possibly 
lead to significantly more damage than a combo designed solely to 


maximize damage. 


Being able ta make a quick decision about what combo to use in 
any given situation an the fly is a skill thal must be mastered when 
learning the ins-and-outs of your team. Take a quick glance at 

your opponent's vitality gauge when starting a combo. If your most 
damaging bread and bulter combo guarantees a К.0. given their 
current vitality, then go for it. Otherwise, using a combo with a 
purpose not necessarily bound to damage maximization might prove 
to yield more damage overall as a resull. 





TIRE STONE T 


Combos obviously deal damage, but 
they'll also frequently leave you in an ideal 
position to mount a continued assault. If 
successful, following a solid combo with 
a mix-up or trick that allows you to start a 
combo up again usually spells defeat for 
mast characters. There is nothing better 
than having an opponent fall victim ta a 
carefully crafted set-up. Ideally, it only 
takes one or two successful set-ups to 
secure victory in à match! Great set-ups 
can take some planning and creativity to 
come up with, given the freadom of the 
battle engine and variety of characters and 
attacks. The set-up potential of certain 
atlacks is sometimes very apparent (such 
as Wolverine’s Berserker Slash or X-23's 
Mirage Feint), while other moves’ set-up 
potential might not be so abvious (such 
as Doctor Strange's Daggers of Denak or 
Amaterasu's Power Slash). Take this Vergil 
set-up as an example: 








Vergil crosses up with Rapid Slash while Iran Man 
Unibeam covers fram the original direction. 
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This set-up fulfills several criteria that a good set-up consists of. A good set-up deals a 
worthwhile amount of damage. In this case, any of Vergil's follow-ups to Rapid Slash can 
lead to good damage. 


Flexibility ig also key: upon connecting, a set-up that allows for multiple follow-up options 
is ideal so that you can decide what to do depending on characters, vitality, time remaining, 
and so on. In this situation, Vergil can cancel Rapid Slash into Dimension Slash ar into 
Devil Trigger for a combo that can end in either Dimension Slash or even a TAC if desired. 
Flexibility also refers to positional, character, and meter requirements. This particular set-up 
works midscreen and in the corner, requires no hyper meter (though having at least one 
increases its effectiveness considerably), and works on most characters. 


Safety is as important. Good set-ups should be as risk-free as possible. If your set-up is 
guarded, ideally, you should be at least safe from retaliation or have à backup plan to avoid 
punishment. In the example given, the recovery on Vergil's Rapid Slash is protected by Iron 
Man's Unibeam, making it safe if guarded. In addition, Rapid Slash can be canceled into 
Devil Trigger, which puts Vergil in a position to mount a follow-up offense. 


Deception: no competent opponent falls for an obvious set-up! Be sure your set-up is tricky 
enough to fool a competitor, giving them as few visual/audio cues as possible. The speed 

in which the set-up is performed adds to its deceptiveness—the faster, the better. In this 
example, Rapid Slash is a fairly quick move and doesn't necessarily need preparation or 
pinning down to use effectively. Adding several layers of depth to your set-up is ideal, so be 
sure that doing so does not make your set-up more abvious than it has to be! 


You likely won't have one end-all set-up that works in every situation, against every 
character, and deals 100% damage every time; given the variety of systems and characters in 
the game, this is nearly an impossible task (though Wolverine’s Berserker Slash canceled into 
Berserker Gharge in original Marvel Vs. Capcom 3 came close!). For every great set-up you 
create, make sure to have an alternative that covers up any shortcomings of other set-ups in 
your arsenal. Explore the different options your team has to offer, and keep an open mind! 


Team Buildin 





j and Space Control 


Ultimate Marvel vs. Capcom 3 requires you to think of your team as a whole entity, rather than simply a trio of different characters. The nature and character of a team stems not just from 


Practice and Execution 
Not every tactic is created equal, and neither is every technique 
equally easy to perform. 


As in chess, the best defense is a good offense. An adversary who 
is pinned or being hit is an adversary who cannot retaliate. 


Don't come in with the goal of winning every game. To begin, you 
won't. And that's not the point, anyway. The point is to improve. 
Winning is a consequence. Losses are a chance to learn. 


Consider the levels of expertise: 


Unconscious incompetence: The player isn't experienced 
enough to make an honest self-appraisal (and almost 
certainly overrates their abilities as a result) 


Conscious incompetence: The player has now gained the 
experience to see their initial shortcomings 


Conscious competence: With practice and preparation, the player 
is much more comfortable and develops a sense of their own 
effectiveness, but diligence is required to stay focused 


Unconscious competence: Concepts are fully ingrained, 
muscle memory is established, and the process of 
thinking about what to do during a match is largely 
unconscious 


The key is to realize that every match is a chance to try new 
things and experience new situations, rather than to win at all 
costs avery time. 





what each character is capable of, but also what each enables far the others. When building a team, always consider the following: 


Any character can and absolutely should team up with partners whose crossover assists (tap ) help close 
gaps in offense or defense, or which emphasize strengths. For example, characters without options to OTG by 
themselves can team up with characters who have OTG-capable crossover assists. Characters who are good at 
zoning with long-range projectiles can choose assists partners who further press that advantage. Rushdown- 


oriented characters can pick assists that make blocking problematic—flying and airdashing characters can couple 
with low-hitting assists, while teleport-capable characters can drop pinning assists on one side, then easily cross 
to the other, which makes blocking tricky and safe retaliation almost impossible. 





Some crossover assists also make great crossover counters (during guardstun, tap 5> + ). One could build 
an entire strategy around gaining meter and biding time to turn a match on its head with one solid crossover 
counter that hits both the foe's point and their assist. Guard their pinning pressure tactics, then crossover 
counter, catch both characters, and cancel to hyper combo; now, with either an X-Factor cancel to another hyper 
combo or a THC to your next partner, you've taken out two characters just from being patient and letting your 
opponent think they were getting what they wanted! 


А solid team order should take inta account team hyper combos. It is much more valuable ta knock an opposing 
character aut completely rather than just deal heavy damage. If you don't maximize the opportunities that come 
your way and try to put characters down whenever possible, you're leaving the door open for them to heal up in 
reserve and waste your efforts. Solid team hyper combos are often the only way ta continue a combo, the only 
way left іо get that /ast little bit of damage to knock out a point or assist. It is extremely valuable to take your 
rivals out completely when given the chance, no matter the cost. 


Of course, in addition to combo extension, team hyper combos also serve to rotate in a new paint character. While 
there are several ways to switch characters, you will inevitably find yourself in a situation where most options 

are unavailable or unsafe. Crossover attacks can be read and punished; crossover counters aren't possible if your 
competitor doesn't give you anything to guard, which they won't if they're on the lookout for some sort of switch in 
the first place. Team aerial combos require a clean hit, and what's more, they require that the opponent doesn't 
properly team aerial counter. Often, the anly remotely safe option to tag in a new character is to activate the current 
character's fastest-activating hyper combo, then starting the next character's safest hyper combo. There аге many 
hyper combos that are completely safe when guarded, which is the best quality for this purpose. The archetypal 
example here, of course, is Storm's Hail Storm. 





Characters who lack great air combos 
on their own can score a launcher, 

then hand off the air combo to more 
combo-capable teammates with team 
aerial comhas. Team aerial combos not 
only allow more flexibility in teammate 
switching and team construction, but " 
they also provide terrific damage and A om —— 
potentially insane hyper meter rewards, in addition to the new ability toe 
opponent's meter! 


Of course, a lot of these techniques cost hyper meter. So here, too, there are 
decisions. How are you going to build hyper meter? Of the characters you favor, 
who is best suited to a “battery” role? Will you stockpile hyper meter primarily 
for one purpose, such as a particular THC, a hyper combo that is safe to guess/ 
chip with, or a crossover counter to hyper combo? Ог, you might save hyper meter 
for а particular character. For example, so Phoenix can be ready to rise as Dark 
Phoenix, so Dormammu can unleash repeated Stalking Flares, or so characters 
like Ryu and Akuma can land their level 3 hyper combos. Perhaps you've picked 

a trio with a solid crossover combination: some pairings of characters and assist 
types create crossover combinations that knock many character out outright, or 


which deal incredible chip damage. 


Regardless of your ultimate plans with team chemistry and construction or with 
hyper meter consumption, the point is mainly that you should have plans in the 
first place. Of course, things won't always go according to plan—inevitably, 

you will lose a partner to assist damage prematurely, or a character or two will 
disappear in seconds to a nasty X-Factor combo or THC, but you can control а lot 
more of your fate if you've at least thought about what you'll do ahead of time. 


OVERGOMINGIBADIMATERUPS 


Itis inevitable ina game with So. much variance that some characters have the tools to 
utterly shut down others. But this does not make those matches, or other impossible- 
looking situations, hopeless. Bad matchups are disadvantageous on paper—we still play the 
matches after the select screen for a reason. But overcoming bad matchups and situations 
requires а certain mantalily. 


You must accept that a lot of the time, maybe even most of the time, you will not ba 
allowed to do what you want to do, This often translates into being forced to guard, as the 
Opposition pins your character with something like a beam character firing while calling 
Doctor Doom—j>. For a character like Haggar, Tron, or Nemesis, this can be demoralizing. 
Ifyou respond by flailing or panicking, throwing stuff at the wall to see if anything sticks, 
then you have no chance whatever beyond dumb luck, 


Accepting that you have no obvious way to attack and no direct path to victory is what 
makes the match playable in the first place. In this case, simply super jumping forward while 
blocking is often the best, or even the only action possible, Now, that isn't why you picked 
those characters. Further, super jumping itself isn't the best idea for most characters—not 
everyone Is mohile or possesses decent options al super jump height, and crossover assist 
calls and tag-outs become unavailable, But, we aren't talking about ideal circumstances to 
begin with: We are talking about finding the branch on the failure tree that doesn't break. 
ураг jumping makas you vulnerable to air throws and cross-under cross-up antics, but it 
Helps you interrupt your competitor's pinning attempts by repositioning all the characters, 
Perhaps your rival just reorients to a similar position and resumes attack, forcing you to 
block or try super jumping again. But, maybe you end up gaining ground and getting in 
range of your own character's options. 


if the opponent reads your attempts to super jump over their offense, they may preemptively 
super jump themselvas—a character like Iron Man can transition pretty easily between 
horizontal space control at ground height to horizontal space control at super jump height, 
afterall, If you read their adjustment, you can dash forward instead of super jumping, and 
go for cross-under tricks or air throws of your own. 


The key is to be patient and careful when going for your shot. After all, it's Муй, so with the 
right resources and team structure, one shot is often all it lakes. Along those lines, if you do 
manage to earn your shot, don't let it go to waste! You must make your opportunities count, 
especially when they're so hard to come by. 


In addition, MvG is a team game; а well-balanced team consists of characters that cover 
each others weaknesses. For example, Ghris has trouble against opponents who rain down 
projectiles from the air at a distance since he has no attack that aims upwards atan angle. 
however, pairing Chris with Strider effectively- covers up this problem, as Strider— 

Vajra homes in on even aerial adversaries, Any bad matchups that Chris has due to aerial 
challengers ara suddaniy not so bad anymore with the proper tools, Be sura to Keep bad 
matchups in mind when deciding what team to use, which crossover assists to choose, and 
what order to place them in, 
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Controlling the Ground 


Although super jump height greatly expands the field of 
play, UMvc3 isn't as air-centric as MvC2. Characters no 
longer turn around automatically after they pass over 
their opponents in midair. Basic attacks performed then 
often whiff (making special moves such as Akuma's 
Hyakkishu or Jill's Teleport # valuable because they 
always face you in the correct direction). Additionally, 
whiffed air attacks are not cancelable into airdashes. 
This means characters cannot play “air footsies” 

by quickly doing whiffed super jump attacks dash- 
canceled into more air attacks. 
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Additionally, flight-capable characters don’t stay 
airborne nearly as long as in previous titles, and 
characters who fly while super jumping can't call 
assists. 

All this means is that ИЛС is played more at normal 
jump height and ground level, rather than up at 

super jump height. For most characters, controlling 


the ground is much more likely and valuable than 
controlling the air. 
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Frequently, a player's strength is owed to not only their fighting game fundamentals, 

Hut also their set-ups.and mix-ups. A well-crafted set-up sends your opponent a strong 
massage: either guard or escape this set-up, or face a possible K.0. However, not all set-ups 
and mix-ups are created equal. 









ror example, if you are playing as Dark Phoenix, a typical set-up you can utilize is to perform 
TK Trap M as a new character is coming in after a К.О. then use Teleport M just as the trap 
Is triggered for a cross-up. This set-up can be modified as follows: before a new character 
comes in, set TK Trap M, set TK Trap Н (timed so that the character comes in a moment 
after it launches), and then perform Telaport M as TK Trap M is triggered. The core of both 
set-ups is basically the same: cross-up TK Trap M; Both set-ups also have the same end 
result: use the hitstun fram the projectile to start a combo. However, the latter scenario has 
additional “smoke and mirrors” to confuse your foe. TK Trap.H launches by itself without 
being triggered, and it is not actually meant to connect on the opponent. Instead, it is used 
to initiale а preemptive reaction out of tham; inthis case, holding to get their aerial 
guard ready. While they ara preoccupied with worrying about TK Trap H, their reaction time 
lû the real cross-up attack, TK Trap М, is decreased due to the ruse. A super jump can be 
added after setting TK Trap Н to further confuse your competitor, since they can no longer 
see TK Trap. M ar their character as they enter the screen, 
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Another example involves a Doctor Doom mix-up in the corner. Using a guardstun-heavy 
crossover assist such as Amaterasu—|> Cold Star holds the opponent in place while you 
are free to perform square jump air M) as an overhead. The set-up can be modified into: 

call Amaterasu— Û, then perform two empty triangle jumps before performing square jump 
air dv). Normally, adversaries try to react to either square jump air or empty triangle 
jump crouching E. However, by performing two empty triangle jumps first, the opponent is 
tricked into attempting to guard low, making them more susceptible to an overhead attack. 










Both examples detail two set-ups for each character that are fundamentally the same. The 
difference 15 that the second variation of the set-ups have added layers of complexity—more 
than a mere high/low or letUright mix-up. With these set-ups, the opponent's eyes are 
diverted elsewhere, similar to when magicians use sleight of hand to distract the audience 
while the real trick goes unnoticed. The more layers of complexity added to a set-up, the 
more deceptive it can be. 











However, complex set-ups are often slightly more difficult to perform. In the case of the 
Dark Phoenix set-up, you must either memorize the timing in which TK Trap M is going to 
trigger or use an audio cue to know when to perform Teleport M, since you are subject to 
the same ground-level blindness as your opponent during a super jump! With the Doctor 
Doom set-up, extra inputs are required for the two empty triangle jumps before square jump 

and these must be performed as quickly as possible: these also introduce more chances 
to screw up with an execution error. 















When crafting mix-ups, taking the easy road isn't necessarily the best choice. Take inta 
account all the tools your character possesses so that you can make your set-up as tricky 
a5 possible, even if it requires more work and a higher level of execution than normal. 
Basic attacks and special moves that you might think have little usa (such as Phoenix's 
TK Trap Н) might prove to be useful in a specific set-up. In addition, the human element 
must ne taken into consideration when creating a mix-up or set-up. Punish your opponent 
for being human; that is, take advantage of the fact that a well-crafted set-up or well timed 
eross-up cannot be reacted to with human reflexes. Although anticipation often heightens 
а Competitors reaction time, adding extra “fluff” to a set-up can throw your opponent off, 
hampering their ability to react in time and causing them to question their instincts. In 
essence, the strongest set-ups are designed to punish your rival for being human! 





































B STRANGE” 


"ONE DOES NOT REQUIRE THE EYE OF 
AGAMOTTO TO SEE THIS OUTCOME.” 


REAL NAME OCCUPATION 


Stephen Vincent Strange sorcerer Supreme, former 


TEL 
ABILITIES 


One of the mast powerful sorcerers in existence. 
Powers include astral manipulation, astral projection, 
teleportation, illusions, and more. 


Utilizes a variety of magical items, such as the 
Eye of Agamotta and the Gloak of Levitation. 


PROFILE 
Having studied under the tutelage of 
the Ancient One, Strange became the _ 
Earth's greatest sorcerer and hero. 
Having gained superior ИШ. and 
aS well as obtaining valuable 
knowledge and consultation / 
~ from other heroes, ЕЩЕ». Е e "I 
КОО gets as а consultant nro rola $ 
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"This is biographical, and 
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ALTERNATE COSTUMES 








Vitality me 850,000 _ 
Chain Combo Archetype 





X-Factor Boost Damage Speed 
Level 1 (3 teammates remaining) — b 
| Level 2 (2 teammates remaining) 14556. | 125% 


| Level 3 (1 teammate remaining) 





Unlike а purely offensive ar defensiva character, your goal with Doctor Strange 15 to create 
situations where you can perform his special moves unimpeded. In other wards, you need 
to buy time. 


When given time, you can perform several attacks with Doctor Strange that can lead Into a 
Teleportation mix-up: 


Eye of Agamotto is great defensive tool and a key component of 
his тіх-ирз. It places Strange’s opponent in guardstun for a huge 
amount of time and inflicts sizeable chip damage 


Daggers of Denak M has slow startup speed but allows for tricky 
Teleportation mix-ups when safely pulled off 


Finding time to create Grace of Hoggoth L orbs allows for an 
unavoidable mix-up using Flames of the Faltine 


Cross-ups using crossover assists and Teleportation M are nearly 
impossible for adversaries to see coming, as long as you have 
time for Strange to safely teleport 


How do you buy time to set up Doctor Strange's Teleportation mix-ups? 


Impact Palm and Mystic Sword L lead to big damage when they 
connect, making competitors think twice about approaching on 
the ground 


Mystic Sword M projectiles are quick and difficull to stop, 
allowing Doctor Strange to fight from long range, control the 
ground, and force his rival to jump 


Once opponents have taken to the skies, air  < (H) option- 
selects to either air throw the foe or release an air (Н) attack that 
can he converted into a big combo 


Telepartation M and H can he used to evade attacks and create 
Space away from the attacker 

Crossover assists are great for lying up the opponent long enough 
to let Doctor Strange safely set up a mix-up | | 
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Attack Set 


Standing Basic Attacks 
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Air Basic Attacks 
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Air Special Attacks—Flying Screen and Air Exchange 


Air (5) causes а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo. air (8) behaves mostly like another 
basic attack, Air exchange attacks, performed by inputting a direction plus (8), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 
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| Tags in next available ally while causing ground 
| bounce, generates 1 hyper meter bar 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain intoa command attack from basic attacks, but most command 
attacks cannot be chained Irom or canceled themselves. 
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Throws 


Throws are for snagging passive or blocking opponents, Since throws are active so quickly, you can also usa them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 
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[Pitre] Cr Recovery (this Recovery 
screen Type е ee Description Hits Damage Melor Startup Active crossover (other Notes 
Daggers of | 


Hyper Combo assist) partner) 
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3 projectiles become active after 45 frames, 
each projectiles have 3 low priority durability 
points each, aim toward Toe s current location 
Projectile lasts 120 frames, beam durability: 
10 frames x 1 low priority durability points- 
First hit staggers, 2 projectiles with 8 low 

priority durability points each 
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Doctor Stranga— Û Eye of Agamotto assist is great for any team: the projectile keeps the opposing character in an enormous amount of hitstun and guardstun, allowing offensive 
characters to easily keep momentum and establish mix-ups. Defensive characters can use this assist to escape danger while the huge orb fakes up space on the screen for almost two 
seconds! 








Doctor Strange—cx Daggers of Denak is a great all-purpose assist, as well: its able to attack characters anywhere on the screen, making it useful for long range fights. It hits only three: 
times thus causing less damage scaling in combos, making it a natural fit for characters who can cross up the competitor with teleports or rapid movement. 


Doctor Strange—y Bolts of Balthakk isn't recommended. While it is an unusual beam assist that fires twice, most characters can crouch directly under the beams, making it imp ractical to 
use effectively against the majority of the cast. 


TEND EG! 
ACA Advantage Advantage 


Screen Command Hits Damage MeterGain Startup Active Recovery on Hit if Guarded 


| 500 (-1 hyper | a E E 


Noles | й 
On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 
























| Advantage Advantage 
screen Name Command Hits Damage i on Hit Myers Notes 


Projectile active after 15 frames, aims toward toes 


DAS T. Den 1, Br umi current location , projectile has 3 low priority 
iiis ошон) durability points 


| es 3 projectiles active afler 45 frames, each projectile 
Daggers ot Denak M | ES ЕШ has 5 low priority durability points, aim toward 
(in air OK) grounded) | opponent's current location 


Can be sent toward adversary using Impact Palm, 
төзу ү has homing capabilities once sent, Eye of Agamotto 
Eye or agamane | | i ; 3 М ШЕШИП 65 disappears if Doctor Strange gets hit or creates 
ares i hie eat а, | another опе, beam durability: 10 frames х 1 low 
| priority durability points, active for 120 frames 


| | ^ M | 304 | | | Knocks down 


| 


BUOU: +. D | 4 36 -15 Projectile has В low priority durability points 
80,000 | 


| Grace of Hoggath L 
ES air OK) VR <a + @ 


Grace of Hoggoth M 
КЕЕ = 


Flames oi the 
Faltine (in air ОК) 
(amply) 


Flames ot the 
10 Falting (Grace of 

Haggoth L 1) 

(in air OR) 





Screen Name Command Hits Damage Advantage Advantage 


Meter startup Active Recovery an Hit. if Guarded Noles 


Gain 


Flames of the | 

Faltine (Grace of та mee TE — re ry О 
Hoggoth L 2) | (D|! | 100000 | 800 Projactile has 8 low priority durability points 
(in air OK) ime. aad 
Flames of the 

Falling (Grace of Projectile has 10 low priority durability points, 
| ' - sf 1 

Hoggoth L 3) ; о tiit crumples 

(in air OK) | A 
| Flames af the 

Falling (Grace OTG-capable, explosion has 3 low priority durability 

90,000 Е 
af Ноддоѓћ M) poinis, lasts 20 frames 
(Explosion) a І 


Tel eportation L - = 
[mm оов +® айу. UNC e ais 
| Telaportation M | 
ШЕРИГ ZEEE FE 
| Teleportation H ! | 
(in air OK) | ы 
@ | 60,000 x 2 | 480 x2 EN: ES 


| First hit staggers, 2 projectiles with 8 low priority 
durability points each 





Daggers of Denak. The Daggers of Denak are projectiles that hover in the air before 
homing in on the target. The @ version fires a single projectile that pauses in the air 
momentarily before flying toward an opponent's current location. 


The @Л) version fires three projectiles that pause in the air for much longer before flying 
E a out. The gap before the daggers fly toward your competitor is long enough to use 
re d |  Teleportation M to position Doctor Strange behind his foe before the daggers hit, creating 
Me a aie E UE acss-up situation. The (V) version takes substantially mare time far Doctor Strange to 
Г recover, so generally, you'll have to call a crossover assist first to cover him. 





The Daggers of Denak usually miss if your adversary is in the air and far away, so make 
sure your opponent is on the ground before you fire them off. Also, the (V) version 
disappears if Doctor Strange is hit before the daggers make contact with his rival, so make sure Doctor Strange is relatively safe before performing the attack. 


Be careful when using the Daggers of Denak in the air, since Doctor Strange is vulnerable after performing the attack until he touches the ground! Use aerial Daggers of Denak L from 
lullscreen ta protect Doctor Strange, or use them to punish projectiles from fullscreen — jump over your opponent's projectile, then send Daggers of Denak L back their way! 


Eye of Agamotte. Doctor Strange creates a large projectile 
that sits in place for 120 frames (two seconds), hitting the 
opposition 10 times. The Eye of Agamotto is one of the focal 
points of Doctor Strange's gameplan—having one in play 
almost guarantees control of the match for the next few 
moments, and the move allows you to set up offense with the 
good Doctor while dealing heavy chip damage to the opposing 
character. The existence of an Eye of Agamotto on the screen 
can hinder the advance of offense based competitors, giving if it hits, the opposing 
you time to create space and remove Strange from a dangerous — з — character is left in 
attacker or prepare your own offense. p wr hitstun long enough 
for you to dash in and continue your combo! You can also use Mystic 
Sword L to make Doctor Strange's basic attacks safe against larger 
characters. Canceling into Mystic Sword L is completely safe against 
large characters and inflicts 45,000 points of chip damage. However, 
smaller characters can crouch under the second and third hils, making 
it incredibly unsafe when used against them. 


Mystic Sword L: 
This attack creates 

a quick flurry of 
three attacks in front 
of Doctor Strange 
and is most useful 
in combos against 
airborne opponents; 





When the Eye of Agamotto projectile is hit with Doctor Strange’s Impact Palm, the projectile slowly homes in on 
the target, making it great for mix-ups using Teleportation. This actually creates a brand new Eye of Agamotto 
projectile with 10 more hits; with proper timing, you can hit your opponent with 20 hits of Eye of Agamotto for 
30,000 points of chip damage! The projectile loses hits the farther it travels, reducing guardstun and hitstun. 





Mystic Sword M and Н. These quick projectiles are Doctor Strange's only traditional Grace of Hoggotir. Doctor Strange sets down orbs that interact with the Flames of the Faltine 


projectile attacks. Mystic Sword M is a solid long range attack tool and also has 8 low projectile. Up to three can be in play at any given time, and creating a new one while three are 
priority durability points for use in firefights against other long range characters who already out destroys the oldest one. 


have trouble outputting as ma ; 
ante add pns is m olli Z ae ш җе d The yellow orbs created by Grace of Hoggoth L power up the projectile, giving it increased 
too far away to counter-attack during the attack's recovery. Mystic Sword H is ап speed, nitstun, and damage, Two yellow orbs are sufficient to make the projectile fast enough 
upward-angled projectile primarily used against other long range characters who can to be unavoidable in most cases, and they cause enough hitstun to convert any stray hit into a 
attack from super jump height, such as Trish, Firebrand, and Morrigan combo. Three orbs changes Flames of the Faltine into a beam that causes crumple stun on hit. 
à ' E | Having yellow orbs available greatly enhances Doctor Strange's mix-up potential, and the orbs 
comprise a significant part of his offense. 


Grace of Haggath M creates red orbs that do not directly power up Flames of the Faltine. 
Instead, the red orbs create a high-damage explosion when hit by the projectile, making them 
primarily a combo tool. 


Both orbs allow for OTG combos: yellow orbs cause the projectile itself to become OTG-capable, 
while red orbs create an OTG-capable explosion, so you can use each in different situations. 








Flames of the Falline: This move fires a projectile with extremely fast recovery that most characters can duck under, and only one can be in play at a time. However, if any Grace of | 
Hoggoth orbs are in play, Flames of the Faltine instead seeks out the nearest one. Once the projectile hits an orb, the projectile looks for another orb, and if no other orbs are available, it 
directs itself toward your adversary's current location! Flames of the Faltine becomes a very powerful attack when powered up by Grace of Hoggoth L orbs, and you can use it to create 


unavoidable mix-ups! 





Flight Activating flight mode with Doctor 
Strange doesn't come with the usual 
benefits: having no airdash, you cannot use 
airdash cancels to make him fly across the 
screen quickly, and he is still completely 
vulnerable after using Daggers of Denak 

or Eye of Agamotto in the air. You should 
mainly use flight alongside Impact Palm to 
squeeze a bit more damage out of corner 
combos. 





Hyper Combos 


Screen Name 


1 Spell of Vishanti 
(in air OK) 


Seven Rings ої 
Raggador (Beam) 


puse 


and creates a pillar of light that starts hitting within 11 
frames. You can also perform Spell of Vishanti in the air, 
which lets you use it to reactively hit your competitor out of 
almast anything! However, Spell of Vishanti ts very unsafe 
if guarded, and the air version is really unsafe because 
Doctor Strange does not recover until he touches the 
ground, so make sure the hyper will hit before firing it off. 


Command 





Teleportation. The source of Doctor Strange's offense, Teleportation M makes the Doctor appear behind his opponent in an instant. When 
used with slow, homing projectiles like Daggers of Denak M, Eye of Agamotto, or Flames of the Faltine (boosted by yellow orbs), Strange 
can put his competitor in a cross-up mix-up at almost any time without the use of an assist! 


Teleportation L puts Doctor Strange on the ground directly in front of the opposing character, Teleportation M places him behind his rival, 
and Teleportation H positions Strange in the air directly above his adversary, You can also perform Doctor Strange's Teleport in the air, 
giving him great aerial mobility without needing airdashes or double jumps. Teleport is also useful defensively—you can use Teleportation 
M or H to evade incoming opponents and get Strange away from the corner. One drawback to Teleportation M is that when your attacker 
is in the corner, the maneuver instead places Doctor Strange directly in front of his foe, preventing you from crossing up the opposing 
character with Eye of Agamotto or Daggers of Denak. 


Bolts of Balthakk This move fires two consecutive beams—the first causes a stagger, and the second combos off the first and leaves 
your rival standing. Its relatively fast startup for a beam makes il useful for long range firefights, but it's only useful in certain situations 
because most characters can crouch under both beams. 


Advantage ‘Advantage 
on Hit if Guarded Notes 


OTG-capable, appears directly under foe's 
current location, can ba mashed for additionally 
hits/damage, beam durability: 5 frames x 3 
high priority durability points B 
Frames 1-15 invincible, aclivate beam attack 
when struck by projectile or beam 

Knocks down, frames 1-174 invincible, 

can be mashed for additional hits/damage, 
beam durability; 15 frames x 1 high priority 
LIH poin 


Hits Damage Starlup Active Recovery 


264,200- 
317,400 


45 (air: until 
grounded) 


300,000- 
360,000 


Spell of 
Vishantt: 
This move 
quickly 
appears 
directly 
under an 
opponent s 
current 
location 


of Raggador. 
This 15 a unique 
hyper combo 
that junctions 

as а counter for 
projectiles only. 
If successfully 
triggered, Doctor 
Strange fires a 
retaliatory beam: 
while being 
completely —. 
invulnerable, and 
the beam can 

be mashed for 
additional damage- 
Unfortunately, Seven Rings of Raggador is generally only 
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You can also mash Spell of Vishanti Tor additional damage, 
making it an excellent move for punishing whiffed attacks. 
It is also OTG-capable, so most combos with Doctor 
Strange conclude with this hyper, 


effective against hyper combo projectiles because the 
earliest the beam can hitan opponent is 27 frames, so 
normal projectiles typically have recovered by the time the 
beam is fired. 











After using Grace of опоо! L, you can sel up a 
Feleportation mix-up even during a super jump! 


Doctor Strange fas several ways {0 crass an 
anponent up with projectiles using Felepontation M. 


From fullscreen, Doctor Strange is at his strongest, and you generally have time for at least 
one action before your opponent can close the distance. Fram full screen, using Eye ої 
Agamotto is recommended; once the projectile is in play, the opponent either must play 
passively until it's gane or find a way to gat behind Doctor Strange. What you do here 
depends on the range: 


If your competitor is already guarding Eye of Agamotto, call a 
crossover assist simultaneously with Impact Palm, then cancel to 
Daggers of Denak M 


If your rival is harely out of range of the Eye of Agamotto, simply 
hit with Impact Palm and immediately cancel into Teleportation 
M or H 


From medium range, simply cancel Impact Palm into Daggers of 
Denak M 


From long range, call a long range crossover assist before using 
Grace of Hoggoth L, then perform Eye of Agamotto again. Repeat 
until your opponent gets closer 


Whenever the ground version of Daggers of Denak M can safely 
be summoned into play at medium range, you can easily set up 
a mix-up—simply summon the projectiles, then immediately use 
Teleportation M to cross-up your opponent, or Teleportation H 

lo stay in front. If your adversary guards in the wrong direction 
they'll get hit by the daggers, allowing you to easily transition 
into a combo! 


With at least one Grace of Hoggoth L orb owt, Flames of 

the Faltine also sets up its own mix-up. To make up for the 
requirement of having orbs in play, Flames of the Faltine can 

be used to set up a mix-up at super jump height, and it reliably 
hits adversaries jumping around. Simply fire the projectile, then 
use Teleportation M or H right before the redirected projectile is 
going to hit the opposing character. Having two or three yellow 
orbs out is preferred; when the Flames of the Faltine projectile 
is powered up twice, it becomes nearly impossible for your 
competitor to avoid. It alsa causes much more hitstun, since an 
opponent getting hit out of the air remains stuck in hitstun all 
the way until hitting the ground, giving plenty of time for you to 
convert the hit into a juggle combo. 


Long range crossover assists are a simple, fast, and unpredictable way to set up a mix-up: 
simply call the assist and immediately teleport! This is reason enough to team Doctor Strange 
up with strong projectile assists like Doctor Doom—c or Rocket Raccoon—C because 
these assists allow you to create a Teleportation M mix-up without creating a set up for a 
mix-up with Daggers of Denak M or Eye of Agamatto, 





Jumping into the air and pressing m + Q is 
asimn was we youll eher get an air row 


impact Fain is fas! and has a great рөх in fran of 
i; use ii lo stop attackers from dashing in. 

Or air Ag? . lair a 115, you cart easily react and 

cancel ino Impact Palm to stant 3 combo! 


Doctor Strange's offense hinges on your ability to mix-up your apponent by using Teleport 
M while a crossover assist's attack or his own magical tools strike from where he used to 
be. Unfortunately, performing Daggers af Denak M and Eye of Agamotto take time, and if 
Doctor Strange is hit while performing these attacks, not only do they not appear, but he 
stands to sustain significant damage. As such, when using Doctor Strange, creating the 
chance to safely summon these attacks is as important as hitting your target with them. 


The most consistent way to gain control of a match at medium range is to use crossover 
assists: simply making contact with an assist gives Doctor Strange enough time to use 
Daggers of Denak M or Eye of Agamotto. Recognize when the opponent will be forced to 
guard an assist's attack and react by immediately casting one of these two spells! Afterward, 
your rival will be in the perfect range for an immediate mix-up! 


Without the immediate aid of a crossover assist you often wan't have enough time to use 
Eye of Agamotto or Daggers of Denak M; competitors can react to the start-up of these 
moves and punish Doctor Strange with a combo. Instead, pressure your opponent into 
taking to the air by using Mystic Sword M. Once your adversary is in the air, meet them 

in the air witha + (D: you'll either get an air throw or air @. It air Û hits your foe, 
cancel into air Impact Palm for a combo; see the Combo Usage section for details. If the 
attacks are guarded, come down on the target with air ©) while simultaneously calling à 
crossover assist. Once an the ground, the opposing character is forced to block, giving you 
the chance to call a crossover assist and perform a Teleportation mix-up. 


If you don't have enough time to use Mystic Sword M, things get a little dicey. Against 
opponents approaching on the ground, sticking out Impact Palm is great for interrupting 
their attack and starting a combo. Press > + @ and see what happens: 


If Impact Palm is guarded, call a crossover assist before using 
Mystic Sword M; almost everything else is unsafe. Alternatively, 
perform a late chain cancel to the © launcher to catch 
adversaries trying to retaliate. The © launcher is incredibly 
unsafe, so this tactic is best used sparingly 


If Impact Palm hits, cancel to Mystic Sword L, then dash forward 
to get a full combo 


If the Impact Palm whiffs completely, cancel to Mystic Sword M 
to prevent your competitor from dashing in and hitting Doctor 
Strange with a combo 


Against opponents approaching from the air, Doctor Strange has a few strong options 
besides the aforementioned air <A + (0. Standing (5 only has 4 frames of startup and 
nas a displaced attacking hitbox far in front of Doctor Strange, making it a strong anti-air 
against rivals approaching at a slightly low angle. Impact Palm works great against aerial 
attacks coming at extremely low angles that would make contact at chest-level or lower. 
strange can stop attackers coming in from directly above with crouching fl), but in this 
case, sticking to air throws is preferable. 


One of the best ways to prevent your opponent from coming in is with Spell of Vishanti: 
evade incoming attacks by jumping or Teleportation, then punish their recovery with the 
powerful hyper comba. 





you fave more time to Work wilh, try Keeping your 
rival pinned in the comer with Eye of Agamotio and 
Crüssover assists. 


You cani use Siranges Teleportation M In gat 
behind cornered opponents, severely limiting his 
olensive capabilities. You have to resort to a good 
old iashioned crouching @ or row mix-up te 
force damage quickly. 


While Doctor Strange's midscreen offense is strong, his offense comes to a screeching 

halt when his foe has been pushed into the corner. Doctor Strange cannot teleport behind 
cornered opponents using Teleportation M, and crouching QD is his only low-hitting attack. 
Furthermore, he cannot setup particularly effective or fast overheads, allowing cornered 
competitors to easily guard and prepare their counterattack. So, you must rely on different 
methods of attack in order to break the defenses of a cornered adversary. 


If you must force damage quickly, perform a simple crouching (B or throw mix-up— 
stagger the timing on crouching (9 attacks to prevent your opponent from using advancing 
guard or pressing buttons, or mixin a throw after one or two crouching @ attacks, then 
tack on a Spell of Vishanti after the throw for some quick damage. 


If you think the opposing player may try to break the throw, cancel crouching @ into 
Teleportation Н: your rival will whiff a standing (D attack instead of breaking the throw, 
allowing Doctor Strange to drop down so you can land a big combo! 


If there's plenty of time left on the clock to work with, try concentrating on chipping your foe 
with Eye of Agamotto instead. Keeping a steady offense going using Eye of Agamotto and 
crossover assists stacks up chip damage quickly, forcing your opponent to make a move 
that you can counter for big damage, 
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This combo uses four Impact Palms. which are fast and олай: ected: D y hitstun sealing g Impact Palm aly ays causes 25 frames of hitstun against an airborne character, no matter how man 
{з are in the combo, letting you do s some long, damaging combos with the Sorcerer Supreme! 





e unsate if QUE rdad: perform hint: ИТ Ta attacks, and varity the hits. ЙЕНЕ: chain cancel to Impact Palm Stili connects, so you can cancer inte 


Исай delay the chain to Impact Palm while simultaneously Кенд Seat Mon safe and maintain pressure. Alternatively, atter caning 





n M- ШП! on 0 5 U0 your айм 11 "Say гапо. create an opportuni for аата. Tense. 


Was Т. o 0, a Gress So x + б) , DASH, c^ + (Н), OES SU 3 Е 1 1 Ц) M 2 F ORWA р 0 Al В © oS A © as 
«+ 9 0, ST. ud ©, + о ©, Ges SUPER. | a 
tar БЫ GS | MASH 





"T Ý A — = a ج‎ фі ja I: 
631,300 fama "i ge i 12 Of met er 0а jin 1 


This 1 Я от ois ПЕ: 3 ae ene га al lye whe n 15 sing T “al eportation Cross-ups or in other situations: wher VOU cannot " "Ure "ПОШ "Mal: Such as "nan hi БП me a 


E tandi ng) | has 0 


©] hits, : you Cz an go s straight into his combo ir punish your орропепі for jumping with big damage! 





r yA! 3 ا‎ к. el head ier tore aun pii pat m arl ЕН 5 н. ЖЕ ay | ї pu 1 т Pay et 1 а 
Dactor Strange | 4 frames о кН and disg as a large-displacec OOK In ү ШҮ Mak ine OOo Ыы dili JW -arced ЧЕ рү RS, Ө AE EL | 


] T n mna ar ee ү ҮШ АШ REED E T EY 3-4... ‘pao fy i үкүсү 1 a m^ — its : ёр EH afl 1 ! т | ү ] 
When cancelling Impact Palm Into Mystic = rara L Wall a momentin lo VOL TOE TO LET ER Tone around to-connect wit all ЕБ: and ensure maximi ЧЕНЕ inm АЛГ 


ЇЇ. (AGAINST AIRBORNE OPPONENT) JUMP FORWARD, O, > © (н), DE -LAYED ©, LAND, ST. 0, O, 2 + ONG) => 
PER JUMP FO WARD, AIR ©, ©, (B), a э о (B с> NA + DS "o E + (H), Ө ==» 
UPER JUMP FORWARD, AIR ©, ©, ©), + O O LAND, U x > ¢ ico HO 
632,600 damage, 11° уо meter gain 


Th n { 







a combo star ing | ram option-s Sele [н alr: thre now attempt When ШЦ ШИ opti select with m + (D :nnanent is thrown and yc 
Meu out. T li air (| gut continue aH nai ing 10 impact F p: almi ang imer glay on neH) f is. voll amt nnne onm To Tie Tul 
вр your a ative sary biocki ‘in A onto | the ground, : 1 WNE Bre YOu Cal “All set th ЕП ку mix-un with Dacre ot Dar ln | апап 





i "COT ik 29 











LONG KANOE MIEN 


While Doctor Strange has access to many projectiles, many of them disappear before they have the 
chance to altack an opponent when he is hit. This makes them difficult to use in a long range firefight. 
In situations where you need to attack an adversary at a distance, Mystic Sword M is a valuable tool that 
can shut down many characters’ long range attacks. Mystic Sword M has 8 low priority durability points, 
which is enough to overpower several characters’ projectiles. 

Projectiles thal can overpower Mystic Sword M are typically slow and have a lat of recovery, like Iran 
Man's Uniheam, Doctor Doom's Plasma Beam, ог any projectile hyper combo. Counter these by hyper 
combo canceling Mystic Sword M into Seven Rings of Raggador, which counters projectiles by destroying 
them and firing a high-powered beam at the target! 

Mystic Sword M is fast asi Kae ó ibw priori lirablly posts, wh wich ig you absolutely can’t win the long range game with Mystic Sword M, use Teleportation H to drop Doctor 
great for long range tirefights! Strange on the opposing character's head with a big combo during the recovery of their projectile. 
However, this tactic is risky, and opposing players can counter it with an air throw. 





For quick damage against a projectile-thrower, jump over their projectile and send back your own Daggers of Denak L, which homes in on the foe and flies over 
most projectiles. 


You can also use projectile wars to your advantage by using Strange's Grace of Hoggoth during a super jump. If your opponent doesn't move in to come after 
Doctor Strange, create one yellow orb, fire Flames of the Faltine, then use Teleportation M or Н to start a quick mix-up using the powered-up projectile. 
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GUMBO APPENDIK SETS 
jus amount of hitstun; delay canceling into Mystic Sword L or © launcher to allow jour 
® after hitting air Imp: п into Teleportation M has a two-frame window; there's nothing that can 
Agamatto before using mnact Palm: time tha C> + @ right 1 | when Doctor Strange says the | 
Vo >» 3 (бт) УН Gare) 
Moles - | m 3 a: Damage STE errr Ss uem 
Simple cambo from any throw 381.500 damage, 32 na ae ГУТ : | 
O (H) sS (НЮ ее ум o (D ' AAD, ST. ©) +0 р AEDO уз SUPER JUMP FORWARD М), (М). ©, 
+ o Amet oq OM Oc + O DEL Бук T. SUPER] JUMP, AIR (М) Soi ш уок es 
Noles zd ERU Eu EROS SENT І ICE | 
| Alternate combo that works against both airborne and grounded adversaries E j - n | 
* 2 (L) (H) To Ue a o з S (9 ESAME FORWARD, AIR 10) OS 
ا‎ у CERVI OM ODEO OS SUPER JUN AWARI JO М) (D +O GV LAND TAC + TS MASH 2 
Notes = Damage | Pepi NW Sires LM 
Beam cross-up combo using Doctor Doom— cx 485,800 damage, 15% meter gain : 3 
© OL ] [PO 9) [IO = @ SULT: Е сом MASI ASH 2 
Notes z Damage a Жы 
Combe from anti-air crouching @), super jump cancel ©? into Teleportation Н _ | 490,900 damage, 75% meter 1055 | X 





72 


GHOST RIDER 


“жй 
OL 


ДЖ WOULD PRAY NOW. A LOT.” =.” 
Bin 


STIR 1 Г 
П а ia al 
ГҮН! | 
| Hp NAME 



















ыт 
ү! i " А 


ЛГ 


iU ШТЕР 


T | "П 
Ti Т =] 
a mW 


Hn Ш Е Й й 


Е ТҮ 
| | i EL 
WENI Ц II ШЕ 


" 
ЕЕ Lind TRAY 


ПП dc T 
B ч i | 


PROFILE 


[ тпа | a L 
ROW Might ELE NGE 


iy of Ir ' f Ve { 
| j К р df 
р, JF in ШОЛ p E 


mine О. 


INTELLIGENCE i: а = 


pinzas И 


‘STRENGTH ia NU س‎ RENEE, 
ЖЕ m 


M Е. d 
E Sut EHI a UTD ANSE 






J SPEED" m = 3 
E Em Zum Me l2 hs VC 
з ЧЕМО Sy TE" RIE ا‎ 


STAMINA 


а н н A, 


ENERGY’ PROJECTION 

















ee 
Dail ED 
fy UT "ux 


fi Н | ЛЕ. || ul ш 
Г if Чы Йй iti. Б li Чы. | | | m. 
ИШИ i | ZEE B ГЕ! | 
ANELENNNNN B ШШШ ЛК 
Vitality 1,000,000 





Chain Combo Archetype | 2-Nit Limited 


X-Factor Boost Damage Speed 


Level 1 (3 teammates remaining) 


ТРИЕ 
Level 3 (1 teammate remaining) 





Ghost Rider specializes in jong range fighting. Many of his basic attacks and special attacks 
reach just short of fullscreen, and his most damaging combos are performed from a 
distance. When playing as Ghost Rider, your main objective is to keep your opponent at à 
distance, with the secondary goal of cornering your adversary. With a good understanding 
ZY || of Ghost Rider's ranged attacks and enough patience, you can defeatenemies without them 
X e d ever reaching melee range. Why these two goals? 





Ghost Rider's most damaging combos start from the long-reaching 
standing (H), (H) attack sequence. You can perform entire combos 
off standing (H) from across the screen 


Ghost Rider's chains аге not an extension of his body and 
therefore cannot be traded with 


Most of Ghost Rider's tools are designed for long-distance fighting 


Combos started from close range are often weaker than their jong 
range counterparts 


Ghost Rider has no atiacks that reach fullscreen besides his hyper 
combos. A cornered opponent cannot retreat, ensuring that Ghost 
Rider is always within attack range while maintaining a safe distance 





How can you achieve these goals? 


Using the massive range and hitstun/quardstun of standing (Н), (9) 
to threaten adversaries at mid to long range 







Utilizing air (5) both offensively as an instant overhead and 
defensively as a means to cover a retreat 


Creating breathing room from overly aggressive competitors with 
я 3 (Н 
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Air SpecialAttacks—Flying Screen and Air Exchange 


Air (S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (B) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


Meter 


Screen Command Hits Damage Gain Startup Active Recovery Vantage aeu Notes 


on Hil { Guar 


(28:600 CEOE a Causes hard knockdown if used in launcher 
: | combo, overhead attack ë ë 
2 [uso | em | ES | Tags in next available ally while lofting 
ü opponent upward 
TB | | Tags in next available ally while causing 
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Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling propertias. It's usually possible to chain intoa command attack from basic attacks, but mast command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command Hits Damage m Startup Active Recovery "saute Aran age if Notes 


Rage Whip (during standing QD 
L4" on contact) Ф _` 
OTG-capable, beam durability: 3 frames х5 low 
priority durability points, projectile active for 32 
Irames, пог special- or hyper combo-cancelable 





Throws 


Throws аге for snagging passive or blocking opponents. Since throws are active so quickly, you can also. use them to preemptivaly toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another, 


Screen Command ШЕ Damage uc бап — Activa Notes 
c + (D (ground) 
«n + (D (around) 
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OTG-capable, beam durability: 3 frames. x5 low 
| 840 | priority durability points, projectile active for 









ja2frames —— — = 
OTG-capable, beam durability: 10 frames x 5 low 
| priority durability points _ 














Ghost Rider has three useful crossover assists ta choose from, depending on your team's needs. Ghost Rider—cx Chain of Rebuttal is a quick, far-reaching attack that causes a wall 
bounce. Its speed and range are great for catching opponents off-guard, and it can be followed with a combo after the wall bounce. Ghost Rider—[3 Heartless Spire is a projectile attack 
that emerges from the ground and is useful as a defensive crossover assist. Ghost Rider—^y Hellfire Lis OTG-capable and is useful for extending standard air combos. 
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—— beam durability: 10 frames x 5 low 
priority durability points I 
Beam durabilily: 10 frames x 5 low priority durability 
points: 2 B. 
Beam durability: 10 frames x 5 low priority durability 
points 
















| 4 [wl bounces: foe 








| 6 | Judgment Strike | strike us + @ |10] 


Hellfire: Ghost Rider belches flames at his rivals. Hellfire is considered a projectile and has 5 low-durability points to stop opposing projectiles. It has three different versions. Hellfire L 
fires down at an angle and is OTG-capable, making it ideal for ending combos when canceled into Hellfire Maelstrom, Hellfire M fires straight ahead and can be used to stop Incoming 
projectiles and apply pressure against a cornered opponent. Hellfire H fires up diagonally, but it must be performed early to be used as an anti-air because of its slow startup. 








Chain of Rebuttal: Ghost 
Rider quickly attacks from 
a distance with his chain. If 
connected, Ghain of Rebuttal 
causes a wall bounce, which 
you can follow with a combo. 
This attack is most frequently 
used after connecting standing 
, WP , and it is integral to 
Ghost Rider's bread and butter 
combos. Though it has fairly 
quick startup considering the 
range it boasts, the angle of the 





Chain of Punishment: 
Chain of Punishment 
is identical to Chain of 
Rebuttal in its frame 
data and wall-bouncing 
effect, The main 
differance is that Chain 
of Punishment attacks 
at an upwards angle, 
tagging opponents 
approaching at 

normal jump height. lf 
performed early, it can 


chain is very straightforward and can be jumped aver or even ducked under by characters who — serve as a decent anti-air that leads to a combo opportunity. If you react quickly enough 
crouch low, such as Vergil or Spider-Man. Given this, you should only use Chain of Rebuttal to an adversary jumping over standing С), swiftly cancel into Chain of Punishment to 
during combos or with the cover of a crossover assist. stop your foe's attempt at a punish. 





Judgment Strike: Ghost Rider 
[ires a spread of projectiles 
from his chain that reaches 
nearly the entire horizontal 
length of the screen. This 
fan-shaped attack controls 

a massive amount of space, 
stopping all frontal advances 
from the ground and normal 
jump height. Judgment Strike 
pushes the opposing character 
back a fair amount if eh d 
во cancel it from standing 





Chaos Bringar: Ghost 
Rider latches onto 

his target with his 
chain and brings 

them to his feet with 

a hard knockdown. If 
successfully connected, 
you can follow with 
Hellfire L ОТС into 
Hellfire Maelstrom or 
Spirit of Vengeance 
for additional damage. 
Like Chain of Rebuttal, 


(0 to push your rival away. Judgment Strike is -7 if guarded, meaning it is punished only Chaos Bringer is easily used in combos and starts up fairly quickly given its massive 

by fast attacks if guarded at close range and safe if guarded at a distance. Judgment Strike's range. 115 hitbox goes lower than Chain of Rebultal's, however, so it cannot be avoided 

main weakness is its slow startup, making it easily interrupted by attacks if performed at close by crouching, If you connect standing on a crouching foe, canceling into Chaos 

range. To mitigate this, use it at mid to long range, or create breathing room first with standing Bringer always connects, unlike Chain of Rebuttal. As a consequence, Chaos Bringer 
before canceling into it. Make liberal use of this attack from a distance to frustrate has а long period of recovery time, making it risky to use outside of combos. 

opponents while chipping away at their vitality. 


Hell's Embrace: Hell's EE 


Embrace snatches competitors 
out of the sky fora hard 
knockdown. The range in which 


Conviction Slam: 
Ghost Rider slams his 
opponent down with 
his chain for a hard 


it usually connects causes 
an opponent ta be grounded 
far away, 50 use Spirit of 
Vengeance OTG to follow ир. 
If connected at point-blank 
range in the corner, you can 
use Hellfire L OTG before 
canceling into a hyper combo Vengeance OTG for 
for more damage, although this even more damage. 
situation is rare. Hell's Embrace attacks at an upward angle slightly higher than that of Chain of Like Hell's Embrace and Chaos Bringer, Conviction Slam has a staggering 43 frames 
Punishment, covering another angle from which your challengers might attempt to approach. of recovery, so use it only as a combo-ender or as a mid to long-range poke with the 
It suffers from a long period of recovery time, so use it only when you are sure it is going to cover of a crossover assist. 

connect, or with the cover of a crossover assist. 


knockdown. By itself, 
Conviction Slam does 
the most damage of 
all of Ghost Rider's 
chain-based special 
moves, and you can 
follow it with Spirit of 





Te. Е A Seat 
“жауы к 0 


Hits Damage АШЫШ: Active EJ — E» Notes 


290, AES 
| 355 100 Eî 





















Can be mashed for extra damage, knocks down, 
| & [uem has 5 high priority durability points 
OTG-capable, knocks down, Hyper Armor | 
irames 21-79, press @ (М), O, or © for | 
ERT attacks | 


| -56 | Hard knockdown, Hyper Armor frames 1-30 
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Hard knockdown, Hyper Armor frames 1-40 
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Hyper Combas continued 












Spirit of Vengeance: Spirit of Ven 

Rider will not succumb to hitstur 

it has no invinciblity on startup, 

strength used: (L) causes Gho 

performs a wheelie with multip 

_ at close range). Canceling towar 
minimal damage gal 

_THEs require the whee 
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preemptively. None of the follo 





Judgment Strike covers a great amount of vertical 
and horizontal space, Use st liberally (but safely) will 
а long range crossover assist 10 chip away at your 
rivals vilalty. 


Sanding Ф is your main weapon al mid to long 
range, and it leads fo power combos jf connaciad 
If your opponent jumps over the chain, cancel inte 
Chain of Punishment ta counter. 


Your main objective when using Ghost Rider is to keep your opponents at bay with his lang 
range basic attacks and special moves. Unlike most characters, Ghost Rider does not need 
ta be within clase range to deal large amounts of damage. Combos starting with standing 
@ easily break the 600,000 damage mark! Learning to effectively use Ghost Rider's various 
defensive tools and long range offensive attacks is the key to success. 


Despite being a long range monster, Ghost Rider has na attacks that reach the entire length 
of the screen besides hyper combos. An adversary with attacks that reach the entire length 

af the screen can attack at maximum range, where Ghost Rider cannot reach. Given this, try 
to keep Ghost Rider at a distance where vou can threaten with standing and Judgment 
Strike, eventually pushing your opponent into the corner so that they cannot back up aut of 
range of Ghost Rider's attacks. To mitigate this weakness, try choosing a teammate with a 
crossover assist that reaches fullscreen in order to make Ghost Hider a threat at any distance. 


From a distance, your main attack should be standing Q. Ghost Rider's chain reaches just 
short of fullscreen and has a startup of 15 frames, which is quite fast given its far reach. 
If standing makes contact with a fae , it can be canceled inta another @ Rage Whip, 
which can than be canceled inta a spacial move, Standing produces a great deal of 
hitstun, giving you plenty of time to hit-canfirm into Rage Whip. A guarded Rage Whip gives 
you +3 frames of advantage and pulls the opponent toward Ghost Rider. lf standing W , 
connects, cancel into Chain of Rebuttal or Chaos Bringer for a combo. If guarded, cancel 
into Judgment Strike to keep your challengers at bay. Canceling standing @ into Rage 
Whip can he delayed extremely lata to create а basic frame trap; if your opponent attempts 
to do anything but guard between a guarded standing W and a delayed Rage Whip, they'll 
be caught with the second attack. Note that you can also use this tactic when canceling 
Rage Whip into any of Ghost Rider's special moves. Mix up your cancel timing to throw your 
competitors off. If you nave a lang range crossover assist at your disposal, use standing 

* іо give your fae even mora ta deal with from a distance. Tha following 
characters can crouch under Ghost Rider's standing aJ from a distance: 


Strider Hawkeye Felicia Viewtiful Joe 

Firebrand Frank West Х-23 Spider-Man 

Arthur Deadpool Hsien-Ko Phoenix 
Wolverine Jill 


Morrigan and Amaterasu can avoid standing @ completely at any range by crouching, so 
make use of air Ө instead to deal with these characters. 
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Once your competitors became accugiomed іо 
guarding high to daland against gir? , mix up 
with he law-hilling crouching Va io sweep them 
olf their feat! 


Input € + HEEE fhe moment Ghost Rider 
leaves the ground with a normal jump for ап instant 
overhead allack. Continue the combo with a Jang 
range crossover assist. 


Your secondary go-to attack 15 air ©). This air-to-ground attack reaches half a screen's 
length and must be guarded high. This allows you another angle of attack to be used in 
conjunction with standing Щ and Judgment Strike. If performed slightly after the apex 
of a normal jump, you can follow into a combo with standing (D after Ghost Rider lands. 
Learning the range and angle ої air is extremely important! With proper positioning, 
air Ё? acts as an instant overhead if performed immediately after Ghost Rider leaves the 
ground, and it can be extremely difficult for opponents to guard on reaction. If you have a 
lang range crossover assist like Doctor Doom—tX or Strider—cy, you can input GEG at 
the same time as air SF for a combo. A compatible crossover assist will combo off air 

‚ allowing you to have Ghost Rider land and continue with standing W into a bread 
and butter combo. Once your rival is conditioned to guard this attack high, you can utilize 
crouching @ to check the opponent's low guard. Crouching (D connects at the same 
horizontal range in which air connects and can be canceled into Chain of Rebuttal for 
a damaging combo. Like standing Û, cancel into Judgment Strike if crouching Q is 
guarded to keep the enemy out. Though standing and crouching have extremely long 
reach, competitors can easily jump over them if you become too predictabla. If an opponent 
manages to avoid these chain attacks with a normal jump forward, quickly cancel into Chain 
of Rebuttal or Hell's Embrace to cut off their approach and avoid punishment. 


Since fighting at a distance is ideal for Ghost Rider, learning to retreat safely is great for 
resetting positioning and maintaining the pace of the battle, While air is good for 

long range offense and pressure, you can also use it as a way to cover a retreat. You сап 
normal jump backward with air ЄЎ while calling a crossover assist, then land and attack 
with standing О, into Judgment Strike to push your їое away. Air Ө effectively cuts 
aff frontal assaults and can even lead to a combo depending on your crossover assist. 

For opponents attempting to approach at higher altitudes, jump back with air © to knock 
adversaries out of the sky. The chain covers the area directly above Ghost Rider's head as 
well as slightly above diagonally, making it great as a defensive attack lo cover the avenues 
af attack that air) does not reach. While on the ground, you can use © to cover the area 
directly above Ghost Rider's head. 





Plan continued 


forward, the shoulder connects and can then be canceled into a launcher. Alternatively, 
can be substituted for? + Ө, though it is more defense-oriented than ©. Note that a 
whiffed crouching (M) can be punished, so don't abuse this tactic. 


As a last resort against an overly aggressive attacker, cancel your guard with X-Factor 
and immediately perform Penance Stare. The window of invulnerability on startup allows 
Penance Stare to interrupt your opponent's offense with the throw and likely leads to a 
К.О. Make sure to use this tactic only when your target is right next to you on the ground. 
Spire does no! disappear if Ghost Rider is Lise Hearlless Spire to тиу incoming projectiles. There's nothing worse than activating X-Factor and burning three bars of hyper meter only 
‘ed, which makes ЇЇ great ior interrupting your to have the throw not be in range or avoided with a jump! 

adversary’ = offense 
Special mention must be made of Ghost Rider's snap back. Even though it isn't slower 

If foes do manage to get close, Ghost Rider has several close range options to utilize, the or faster than any other character's snap back, it shares the same animation as standing 

most effective being Heartless Spire (performed with <? + ©) ). Heartless Spire is a (D , making it the longest reaching snap back in the game! It can even be connected after 

stationary projectile attack that has 5 low durability points and is OTG-capable. Though Heartless Spire, which is not normally cancelable. If you have hyper meter to spare, you can 

it takes 15 framas to startup and recovers in 25 frames, it stays active for 35 frames and use Ghost Rider's snap back as a long range punish against slower attacks. 

does not disappear if Ghost Rider is attacked while it is active. At a distance, you сап 

employ it to nullify projectile attacks, giving Ghost Rider a way to deal with projectiles 

at maximum range. At close range, use this attack as a sort of “get off me" maneuver. If 

guarded, Haartless Spire creates enough distance between Ghost Rider and his opponent 

to perform standing (D inan attempt to push them back out. The drawback to Heartless 

Spire is that it is not special move or hyper combo-cancelable, so à connected Heartless 

Spire must bê followed with à pre-summeoned crossover assist or A-Factor activation to 

get a substantial amount of damage from it. Heartless Spire gives you frame advantage if 

guarded оп the ground, so you can cancel into it from any guarded ground basic attack 

sirings for safe pressure, 


Crouching (Л) is another option to consider if your competitor manages to get past Ghost 
Rider's chains. Though it doesn't have the quickest startup, it has decent priority and range. 
With this attack, you can perform a basic option select with e. Input crouching (a. G 
just outside of your rival's range, guaranteeing the shoulder attack will not be guarded. If 
crouching КА) whiffs, the G input is ignored. If your adversary tries to attack or advance 


Ghost Riders snap back starts up in 2 frames, making ib à lighinmg-fast allack thal reaches nearly fullscreen! 





COMBO USAGE 


(WHEN 3/4 OF THE SCREEN AWAY FROM THE ENEMY) ST. @, @ ==> > ¥ м с ©, FORWARD DASH, ST. ®, @ => 
ЛОК RE оф © (2 HITS) => 4+ a> = B® (MASH@) 


623,900 damage, 48% meter loss 


Here's a basic long range combo that's relatively easy to do. Verify if standing ORG) connects or not before canceling into Chain of Rebuttal, which has a heavy recovery period. After the 
Chain of Rebuttal makes contact, dash forward and juggle with @), (B) At close ranges, the forward dash may be substituted with a small step forward, or omitted entirely. You сап replace 
the standing (ONG chain startar with crouching (Н) to start the combo off of a fullscreen low attack (536,900 damage). 


(WHEN 3/4 OF THE SCREEN AWAY FROM THE ENEMY) ST. ©, @ => ~ ¥ є х ©, FORWARD DASH, ST. ©, (9, 
DELAYED © ==> FORWARD SUPER JUMP, AIR ©, ©, Ө, LAND, FORWARD DASH, ¥ ù с (D (2 HITS) => 
+a > > @® (MASH Ө) 


633,900 damage, 17% meter loss 


This is а slightly harder variation of Gombo | that builds more meter and inflicts additional damage. When juggling with standing @), (Н). make sure to hit your opponent as low to the 
ground as possible to ensure that you can have Ghost Rider follow his rival into the sky after (S) connects. After hitting with air (8), dash forward when Ghost Rider lands by hitting @ 
instead of "M "P . This prevents you from accidentally getting =* uc (OD over Hellfire L. You can replace the standing (Н), chain starter with crouching (Н) to start the combo 
off of a fullscreen low altack (lowering the damage to 584,600). 


CR.(D, ©, © => FORWARD SUPER JUMP, AIR ©, ©, Ө, LAND, FORWARD DASH, ¥ м > 2 © (2 HITS) => 
Vw о G9 (MASH Ө) 
924,500 damage, 48% meter loss 


surprisingly, Ghost Rider's long range combos are more damaging than his close range ones. Nevertheless, use this lower-damage combo if you manage to connect with crouching (E). If 
crouching D, @ is quarded, chain into $ 5 (B) to leave Ghost Rider at a sizeable frame advantage. 
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^ IW. CRO, © => >» щ о ©, ST. ©, @, DELAYED © ==> FORWARD SUPER JUMP, AIR ©, ©, ©, LAND, 
FORWARD DASH, ¥ u > o © (2 HITS) =D pu > 2 (MASH @) 
963,800 damage, 22% meter lass 


This inflicts slightly more damage than Combo 11, but be # Щщ © ©) whitts against small crouching characters like Amaterasu, Morrigan, Rocket Raccoon, Arthur, and Viewtiful Joe. 
ie Use it only against those characters if they are standing. If these smaller characters are attacked while crouching, substitute > V MM © © with ¥ at 4 & ©, which connects on 
14 all characters. 


pug „©. Ж. мй. йд hs uy amm anms mE д rds ilm В. en рац ey а eT d ul. «г. j ej ee Ы TT e ot ү, eee ee узшс a: LI . —— = эт. үшүтта өү seme т = pæ — == = HÀ m o omm sos p- e c —— M 
былч аң aT Ba, ag LIEU f ачина AEE a RS П E SBE є- > û зл" TG yh eee ris нее EAST STEN SP TFI Ee E l EEE ee PS Sa ЬО, аад Ree os à 


ај sa Wf. BACK THROW, + ¥ % © @®, ON THE 10TH HIT, INPUT © 
| у: — 332,900 damage, 92% meter loss 


Ghost Rider can consistently OTG an opposing character off of his back throw. If you are performing this combo without a THC, use the &) extension at the end of t > GAD for 
maximum damage. 
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Ii. (REQUIRES CORNER) FRONT THROW OR FRONT AIR THROW, $ ч > o Dt Fue c (MASH @) 
309,300 damage, 92% meter loss 


This is an ОТС combo off of Ghost Rider's air throw that can only be performed near corners. 
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us Wif. (A LITTLE CLOSER THAN 3/4 OF THE SCREEN AWAY FROM THE ENEMY) FORWARD JUMP, INSTANT AIR Ө = 
Е LAND, ST. ®, @ ==> > 4 ù 2 ©, FORWARD DASH, ST. @, @, DELAYED © ==> FORWARD SUPER JUMP, AIR O, 
@,@, LAND, AE = Os фа т 2 (MASH ®) 


629,800 damage, 5% meter gain (or self-sufficient for Hellfire Maelstrom ender) 


This 15 an assist-onented combo starting off of an instant overhead air ©). Many different crossover assists can be used with instant overhead air (S) including Doctor Doom-——, 
strider—&, Iron Man—4Q., and Hawkeye— 0, |f guarded, use the cover Irom the crossover assist to mount a secondary offensive. 





fff. (AGAINST AN AIRBORNE ENEMY) FORWARD JUMP, AIR ©, Ө, ST. © => ~ ¥ м o (D, FORWARD DASH, ST. ®, ®, 
DELAYED © ==> FORWARD SUPER JUMP, AIR ©, ©, ©, LAND, FORWARD DASH, ¥ м > « © (2 HITS) => 
sc (MASH @) 

999,500 damage, 7% meter loss 


Here's a basic air-to-air combo. Air Œ , (S) is safe when blocked in the air, so have no fear when landing. It's only dangerous if the first attack misses altogether, in which case, Ghost 
Rider is left open to punishment. 





ІХ. >» at o ӨӨ, 5Т. 0, Ө = +F u o (D, FORWARD DASH, ST. ®, @, DELAYED © => FORWARD SUPER 
JUMP, AIR O, ©, ©. LAND, FORWARD DASH, ¥ м + © (D(2HITS) &c ¥ u +> 2 
982.400 damage, 325% meter loss 


Ghost Rider's level 3 hyper combo is a fully invincible throw. Because the throw is only one hit, you can perform a full combo afterward without being heavily affected by hit decay. Use this 
defensively to deal a death blow to an adversary attacking Ghost Rider at clase range. 





X. (WHEN 3/4 OF THE SCREEN AWAY FROM THE ENEMY) ST. ®, @ => EM , ST. ©, () ex^ > ¥ u 2 (D, FORWARD 
DASH, ST. @, @, DELAYED Ө ==> FORWARD SUPER JUMP, AIR ©, ©, ©, LAND, FORWARD DASH, ¥ ж > = © 
(2HITS)=> фм > o (MASH Ө) 

986,100~1,223,500 damage, 27~75% meter gain (or self-sufficient for the Hellfire Maelstrom ender) 


This is a basic long-range X-Factor combo. Use this combo when in need of a К.О. with X-Factor still available. 





(GHOST RIDER COMES N) ARO, Ө, LAND, pay + Oo 
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Combos ending in Penance 





Hellfire Maelstrom Stare is 

often deal slightly Ghost 

more damage than Rider's most 

combos ending in powerful 

Spirit of Vengeance. attack, and 
pi > However, Spirit it often 22 | 
The last hil of Hellfire Maelstram causes а паго of Vengeance is leads to Al fis distance, foes are usually out of range of ‚.. fou can grab opponents from much tanher than 
knockdown, making it dillicull to connecta THC much more THG- a K.D. if Penance Stare. However, will a kara-taneel... ПЕЛЕ 
afterward, friendly than Hellfire successfully 
Maelstrom because of the hard knockdown that Hellfire landed. You can extend the range on this hyper combo throw drastically with kara-canceling. 
Maelstrom produces. If you cancel Hellfire Maelstrom early A kara-cancel is a technique that increases the range on an atlack by canceling it from a basic 


for THC purposes, you miss the damaging last hit of the hyper — attack that has forward movement. In this case, the range on Ghost Rider's standing (V) can 
combo. However, it's the last hit of the maelstrom thal causes be added onto Penance Stare with a quick kara-cancel. 
the hard knockdown, which makes Hellfire Maelstrom less To perform this, cancel Penance Stare from standing @ as Ghost Rider begins to stake a 
than stellar for THCs. Keep your hyper meter and Ghost Rider's step forward but before the active frames of the knee occur. G2 $ чу [2 < + @ must 
partners in mind when choosing what combo to perform in be performed immediately after standing 0); cancel it faster than you would normally cancel 
any given situation. If you have meter to spare, performing an attack into a hyper combo. Н you are having trouble executing this, input Penance Stare 
the initially weaker Spirit of Vengeance at the end of combos — normally with > € У /2 <> + Ф, but add standing W at the beginning of the input so 
might be better if your next character can THC well from it, thal the entire sequence looks like this: > + @, € Xy /2 <> + ФФ, all in one smooth 
while combos ending with Hellfire Maelstrom are best used И motion, The maximum range of а kara-canceled Penance Stare is roughly two characters’ 
hyper meter is scarce. length away from the opponent, a distance in which adversaries would normally feel safe 
from a throw. 


| ema питон TIPS. 


. During oY ` + ФФ, allow at least nine hits of the hyper combo before canceling into one of the three extensions 


ater performing standing ©, O, delayed ©, make sure to attack your rival as low to the ground as possible to allow the rest of the 
сото to connect. pron erly. | 





Damane 





lo + Ө orc» + Ө ory + Ө TAC to Ghost Rider 
- FRONT THROW, a+ ©) ST. О, @ ==> ZON + @,ST.©,@,© => FORWARD SUPER JUMP, AIR@,@, ©, LAND, с> + Ө 
3 Coy (MASH C) 


438,400 damage, 1155 meter loss 











ST С D т + e; FORWARD DASH, ST. O, ©, DELAYED © ==> FORWARD SUPER JUMP, AIR@, ©, 


042 800-1,234,100 damage, 25-61% meter ai 
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the world trom evil. While a bit 


oe the battlefield, he is often the catalyst 


FIRST APPEARANCE 









“WORLD'S GREATEST MARKSMAN, 
AT YOUR SERVICE. = 


REALNAME ШИШ 
Clinton Francis ~ Adventurer 
"blint^ Barton 


ABILITIES: 
Possesses the ability to fire arrows with 


precision and at incredible speeds, even in the 
worst conditions. 


WEAPONS: 


Gustom- made ini. wit этен — OO O O 


ШЙ 


Trained to be a master archer 

by а traveling circus atan — 
early age, Hawkeye joined the E 
‘Avengers in order to protect 


overconfident and rash ta act, on 7 


that raises. everyone’ 5 spirits. 


Tales of Suspense #8] ШЙ 


POWER HE 


P INTELLIGENCE 


A STRENGTH ЧА UNMR MEM. 





д SPEED 
УТТЕ , € 
| ERC и апр m m vmm 
(FIGHTING ABILITY a 


*This is biographical, and does not represent an evaluation of the 
in-game combat potential of this hero, 





ALTERNATE COSTUMES 





Vitality — [ШИШ Cd 


Chain Gombo Archetype 2-Hit Limited 





X-Factor Boost anag’ Spoed 
Level 1 (3 teammates remaining) 


Level 2 (2 teammates remaining) тя 
Level 3 (1 іваттаѓе remaining) 


Hawkeye [s а pura zoning character. While you are playing him vou should want nothing 
more than to keep him across the screen at all times, bombarding the Opposing character 
with his many different arrow attacks. 





What good is it being so far away? 


Hawkeye can pile up chip damage with a variety of ranged arrow 
attacks, including standing (H), Quick Shot (Greyhound), and 
Ragtime ST ТЕТЕ), 


Any hits from afar can be easily verified and hyper combo 
canceled into Gimlet 


The angles of Hawkeye’s attacks make him much better suited 
to prevent forward movement at fullscreen when compared to 
medium range 


HOW doss опе keep the opposing character away when using Hawkeye? 


Using standing (9) in tandem with long range crossover assists, 
then canceling into Trick Shot or Ragtime Shot to push your 
competitor backward while dealing chip damage 


Using Ragtime Shot preemntively from afar to prevent your 
adversary from jumping 


Using air Quick Shot (Greyhound) and air throws to prevent your 
ШЕ advances at closer ranges 


Using Slide (€ c (H)) simultaneously with a crossover assist, 
then canceling into Trick Maneuver H to get over the foe and Су 
irom the corner 


Standing Basic Attacks 


А if 
Screen Command Hils Damage Meter Gain Startup Active Recovery ЕН Аад Notes 


rote FEF EE E ИЕ 


50.000 per Hold D to fire extra shots (2 shots — 28 frames, 38 frames 
Standing @ | 1-3 |- ips. 400 pe 10/29/39 | 1/4, 30/20/12 | -5/45/413 | -6/«4/412 | — 3 shots), each projectile has 3 low priority durability points, 
i ‚ inflicts chip damage 








Grouching Basic Attacks 
esee Command | Hits Damage  MeterGain Startup Active Recovery -an Hit 


E | E е кү EN E ШЕШЕНЕ 


Advantage Advantage if 
Guarded Noles 





OTE HERT 


т Command Hits Damage Meter Gain Startup Active Recovery m Guarded 


1 Ө (while standing or 80.000 640 40 Launcher, not special- or hyper combo- 
crouching) _ | cancelable Е 





Air Basic А LEH DR 


Advantage Advantage il Notes 


E Command Hits Damage  MeterGain Startup Active Recovery on Hit Guarded 


[3 [ue у 
EEG 
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Air Special Attacks—Flying Screen and Air Exchange 


Ar) (8) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air &) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus (S) „аге only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the alr combo. 


Screen Command Hits Damage Meter Gain Startup Active Recovery ivan ue E ЇЇ Notes 


: 4 Causes hard knockdown if used in launcher 
Air ©) P5000 600 15 і surdis ы 
Aird) + Ө n | | | Tags in next available ally while lotting opponent 
| (during launcher combo, | | upward са 


Aire od + Ө 5 ‚ 4 Tags in next available ally while causing wall 


(during launcher combo) bounce, erases 1 hyper meter bar from foe 












Airs? + Ө Tags in next available ally while causing ground 
(during launcher combo) bounce, generales 1 hyper meter bar 


Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties: It's usually possible to chain intoa command attack from basie attacks. but most command 
attacks cannot be chained from or canceled themselves: 


Screen Name Command Hils Damage et Startup Active Recovery piven abe ОСШЩ, Notes 


| Shock Value EXT AEE жи 600 3 2 lic ts chip damage 
Double | a | 35,0004 | | | | 

| Roundhouse |__| 40,000 

|o id Я | ا‎ 








Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out af their offense. Combos 
аге usually possible after throws, one way or another. 
screen Command Hits Damage Meter Gain — шн Active Notes 
C + (D (ground) 2 80 000 000 


< + © (ound) س‎ et 
80000 
+ Oon ГҮ 
















As)a)Pariner—Grossover, Assists УММ 
| ЕЕ: : | mE P " Recovery (this ЕШШ 


Screen Type Combination Description Hits Damage ү, Startup Active crossover (other Notes 
m Comba assist) partner) 


SS 
== Sones = 










Quick Shot 
(Greyhound) 
Trick Shot 

Violet Fizz 










OTG-capable, projectile has 3 low priority 
durability pol 























Ragtime Shot | OTG-capable, gach projectile h as 5 low priority 
Hawkey E Gimlet E LN [du iliy ts 
' (Kamikaze) urabili lity points 




















sk Shot Greyhounds a Вара ага ind erase var assist that сап be н 
iditiana! огоесшех, otlensma characters: can qe : povarinü US Mir desto agin ina allg ack and: Bs : Quick Shot | 
ie n {р VOBR GENERE ЕКЕП! ө АЕ Ina Eon hause а 107 ot damage cna (ing. Unfortunate пу, зоте chara cter 


jaWwkeyg—1 [rick Snot (Violet razz) San 1 G-capable assis à the Only: assist in thi з Пате that сё T poison the opponent, 
2 he poison damage is good its generally too SOW то ре Of. 2 Outs 108 of cambos, so pla yers nee! dta develop s pe аА 


КВ у Aa qme ЭПО! | Капка 3.15 a barrage 01 ЕГ, БА that ч an cut aff | parts. ot the n SELE JARE kee ping the а dun zh 

V Spegill pono. af tha. screen, making Pony ЕВ thin a TB Bir псШаг s ЗЕ ations Ragtime | Shot (К: | 
tuations, While this assist isn 1 as versatile as OT G-capable assist: Tike Wesker's Samura ILE dg (Lowe | 

TO EE TT] Me и EE LE an: Sk ҮП А ИШЕ ЕП rO aig! chain The Ragtime Shot (Ка Iul mikaze e) the n B єрїп: 3 NS 
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Screen Command Hits Damage Meter Gain Startup Active Recovery Aan it Guarded ae 
ren TENE 

Mosesa [fam eiar a e : 

Noles 1 







Оп hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or faq outs аге also locked 
out tor 4 seconds 
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screen Name Command Hits Damage аи Startup Active Recovery LEAL aranana Notes 


Greyhound a ا‎ | 3 projectiles each have 3 low priority durability points 
AE 2n TE | 30 (air: until Captures adversary, projectile has 3 low priority 
ne Kin + 50,000 | 5 | grounded) durability points 
air OK) l 3 
ick S | | E. 40 fair: until Piercing, cannot be destroyed by low priority 
Spritzer} (i | © 3 rounded) E projectiles, projectile has 3 low priority durability 
| air OK) Ei paints | rus 


Trick : : Hawkeye is airborne from the Gth frame, on the 
Maneuver / + lee ground fram frames 40-45 it uncanceled 


Trick 
Maneuver М 
Trick | 


Hawkeye 15 airborne from the 6th frame 
| Maneuver Н 


Causes poison status effect if hit, poison inflicts 300 
damage per trama for 300 frames, hitting Hawkeye 
removes the poison status, is OTG-capable if used 
from Trick Maneuver L ar H, projectile has 3 low 
priority durability points 


Trick Shot s : | 30 or until 
| (Violet Fizz) o | е ; grounded 





Special MOvestcontinued 


screen Name Meter 


Command Hits Damage Gain 


8 Trick Maneuver) d 80.000 
108,300 


ps x 10/200 x 10 
o 81.200 х3 | 720 х3 10 





| Trick Shot 


Trick Shot 
(Rusty Nail) 


Raglime 
Shot (Jack 
Rose) 


Hagtime 
Shot 
(Kamikaze) | 





Ragtime 
Shot 
(Balalaika) 


Amaterasu 
Arthur 
Felicia 


attack. 





Startup Active Recovery 
ЕВ 


Advantage Advantage 
on Hit if Guarded 





Notes 


| Is OTG-capable ti used from Trick Maneuver L or 

| Н and ground bounces airborne or grounded foes, 

| projectile fas 3 low priority durability points 
Is OTG-capable if used from Trick Maneuver L or 
H, projectile has beam durability: 3 frames x 3 low 
priority durability points 


Projectile has 3 low priority durability points, arrow 
grounded and inactive at 37 frames, arrow explodes. 
on contact, explosion has 99 low priority durability 
frames and lasts 8 frames when destroyed or 121 
rames alter grounded 
OTG-capable, first projectile has 5 low priority 
durability points, spreads into 10 arrows that descend 
aller 35 frames, each ol these projectiles has 5 low 
priority durability points 


30 or until 


grounded 411/25/411 


3D of until 


grounded ыш 


+1f+3/+1 


35 3 projectiles with 5 low priority durability points each 


Quick Shot (Greyhound): This attack is a quick horizontal volley of three projectiles that cause a total of 45,000 chip 
damage! Quick Shot (Greyhound) is one of the staples of Hawekeye's keepaway game, since it causes great chip damage 
and starts up quickly, allowing Hawkeye to pile on pressure from across the screen. The attack also has 9 total low priority 
projectile durability points, allowing Hawkeye to win firefights against most characters with ease, On hit, vou can hyper 
combo cancel into Gimlet on reaction for quick, fullscreen damage. Unfortunately, several characters can crouch under 
Quick Shot (Greyhound), limiting its usefulness against them. Those characters include: 


Firebrand Phoenix Spider-Man Wolverine 
Frank West Rocket Strider Hiryu X-23 
Marrigan арори Viewtiful Joe 


There are several other characters who duck under one or two of the arrows in the attack, so against them, Quick Shot 
(Spritzer) may be a better choice to keep pressure because those characters are forced to block all three hits of that arrow 


| | The air version of Quick Shot (Greyhound) follows Hawkeye’s jump trajectory, making it the most reliable way ot stopping 
adversaries from normal jumping toward him. With Hawkeye normal jumping backwards and firing Quick Shot (Greyhound) after the peak of the jump, three projectiles cover normal 


jumping space, keeping opponents away from him. 


If you have Hawkeye jump backwards and notice that your rival is notin the air with him, then perform Quick Shot (Greyhound) slightly later: performed late enough, the arrows make 
contact with standing competitors and can hit characters trying to dash in during Hawkeye's jump. Hawkeye instantly recovers upon landing, allowing you to further push the opposing 


character away with standing aJ , crossover assists, and more Quick Shots. 


Quick Shot (Hunter): 

This projectile attack is 
unique in that, on hit, it 
places the opponent ina 
state similar to a dizzy, 
completely incapacitating 
grounded foes and allowing 
for ground combos fram 
fullscreen! If Quick Shot 
(Hunter) hits an aerial 
adversary, they are placed 
in a hard knockdown state 
during which all attacks 
are OTG-capable, allowing 
you to convert Hawkeye's 
standing (a? into big 
damage. 


Unlike Quick Shot (Greyhound) and Quick Shot (Spritzer), Quick Shot (Hunter) has low 
projectile durability, making it fairly useless in a long range firefight, so you should only 
use it in guaranteed punish situations or in combos. However, no characters can crouch 
under Quick Shot (Hunter), so it can always lead to a combo if a small crouching character 
is hit by a standing (a). 





The aerial version can be useful as a high-risk air-to-air counter; meet your rival in the air 
with air (M). (D , then cancel into Quick Shot (Hunter) for a big combo. However, if the 
opposing player blocks the Quick Shot (Hunter), Hawkeye is completely vulnerable. To 
keep Hawkeye safe, perform the first two attacks while buffering thes? $^G» motion; 

If it hits, verify and cancel into Quick Shot (Hunter). If not, simply press © to continue 
attacking your target. 





Quick Shot (Spritzer): 

This attack is unique in 
that it destroys all other 
low priority projectiles, yet 
loses to all medium priority 
projectiles. Even if Quick 
Shot (Spritzer) hits another 
projectile, it still makes 
contact for all three hits and 
snags both the opponent's 
point character and assist, 
making it incredibly 
powerful while Hawkeye is 
attacking from lang range. 


Even though Quick Shot 
(Spritzer) starts up slower 
than Quick Shot (Greyhound), Quick Shot (Spritzer) is generally the more useful attack 
because it can destroy most characters’ projectilas and causes 49,500 chip damage when 
blocked. This is slightly more than Quick Shot (Greyhound). Unfortunately, the same 
characters who can crouch under Quick Shot (Greyhound) can also crouch under Quick 
Shot (Spritzer), hindering its effectiveness against those characters. However, characters 
who can only duck under one or two of Quick Shot (Greyhound)'s projectiles must block all 
three hits of Quick Shot (Spritzer)! 





When Hawkeye is forced ta meet his challenger in the air, Quick Shot (Spritzer) isn't 
recommended when compared to Quick Shot (Greyhound), since Quick Shot (Greyhound) 
releases faster and covers a larger area than Quick Shot (Spritzer). 








Trick Maneuver. These attacks, which give Hawkeye special movement options, are the only way to access his sneaky Trick Shot attacks. 


Trick Maneuver L makes Hawkeye perform a quick backwards jump that travels faster and farther than his standard jump. You can use this maneuver to cancel the recovery of standing 
@ and jump backwards away from opponents who jump over the initial projectile, or jumps that are getting too close for comfort. Trick Shots performed during Trick Maneuver L cover 
а lot of horizontal range and are OTG-capable, making them integral during most of Hawkeye's combos. 


Unlike the other Trick Maneuvers, which send Hawkeye into the air, Trick Maneuver M causes Hawkeye to roll forward across the ground. Hawkeye always fires a Trick Shot toward his 
adversary during the move, so rolling under an opponent jumping toward Hawkeye and shooting them іп the back can sometimes be a good option. Trick Maneuver M is mainly used 
when you need fullscreen versions of the Trick Shots in combos, particularly Violet Fizz. 


Trick Maneuver H makes Hawkeye jump forward and should be mainly used to jump over the opposing character when they have Hawkeye in the corner. During Trick Maneuver H, 
Hawkeye shoots at a much steeper angle than Trick Maneuver L during the forward jump, and the move can only hit competitors who are close to Hawkeye. Like Trick Maneuver M, 
Hawkeye always aims in the proper direction during the jump; if he jumps over an adversary during Trick Maneuver H, he'll turn around and aim toward his foe, allowing Hawkeye to 
quickly strike behind his opponent. Trick Maneuver H comprises a large part of Hawkeye's offense because you can call a crossover assist before performing Trick Maneuver H to cantuse 
and mix up your opponent. 


Trick Shot (Violet Fizz): This attack can only be performed during a Trick Maneuver, and it packs a nasty punch because it keeps dealing 
damage after the attack is over! When Violet Fizz hits an opponent, they become poisoned and lose health over time. Poison deals 300 
damage per frame for 300 frames, which adds up to 18,000 damage per second and up to 90,000 damage over five seconds! If Hawkeye 
or any other point character on his team is hit, then poison status disappears, bul assists can be hit, and the target will remain poisoned. 
Even if the opposing character has no life, they cannot be finished off fram poison, so Hawkeye or another member of his team must finish 
off the rival . If a poisoned character tags out, they are still poisoned when they return to the battlefield as a point character, but the poison 
does not deal damage while the character is off the playing field ar used as an assist. 


During Trick Maneuver L or H, you can use Violet Fizz to OTG your opponent and add unscaled poison damage to a combo before hyper 
combo canceling to Gimlet, increasing Hawkeye's damage during a combo! You can also tack on a Violet Fizz during fullscreen standing 
2 


© combos to poison and pressure your foe into advancing before they lose too much life to the poison. This gives you a chance to land 
additional damage against reckless advances. 


Trick Shot (Violet Fizz) can also be performed from Trick Maneuver L much faster than the other two Trick Shots, only 8 frames after initiating the attack. This lets you throw surprise 
Violet Fizz attacks during standing Û and also makes it easy for you to use Violet Fizz as an OTG during combos. 





Trick Shot (Rusty Nail): Unlike the other 
Trick Shots, Rusty Nail is a straightforward 
attack that doesn't cause any unique status 
ailments to the oppasing character. It is, 
however, the fastest traveling of all the 
Trick Shots, and it causes the most chip— 
36,000 points of damage. This attack also 
has the longest range of all the Trick Shots 
when used from Trick Maneuver L, making 
it a valuable weapon when your rival i5 just 
out of range of Violet Fizz. 


Trick Shot {lee Breaker): When this shot 
hits an opponent, it encases them in ice 
for a brief period of time, allowing you to 
occasionally land a ground combo after a 
successful hit. Unfortunately, the time the 
adversary is stuck in ice is very short, so 
linking attacks after this shot connects can 
be difficult, 


When this attack is performed from Trick 
Maneuver L or H, and hits an airborne 
target or ona stuck in hard knockdown 





stata, Ice Breaker causes ground bounte, Rusty Nail also causes the most guardstun 
which allows you to extend Hawkeye's combos. This makes it an essential combat tool, of any of the Trick Shots, making it the best Trick Shot to use when jumping over 
Outside of combos, you should stick to using Violet Fizz in most situations. competitors with Trick Maneuver H. 


Ragtime Shot (Jack Rose]: Unlike Hawkeye's other arrows, the Ragtime Shot attacks fly straight into the air before 
coming down on opponents from the top of the screen. During Jack Rose, Hawkeye fires an explosive arrow straight up 
into the air, which arcs around and then falls straight down a short distance in front of Hawkeye. If the arrow hits the 
target while it’s in the air, it explodes on contact, damaging your foe. This attack is best used to control aerial space if your 
adversary is attempting to super jump at close range. 


After the arrow hits the ground, it becomes almost a different move entirely, as it becomes a bomb that explodes after 

two seconds, damaging any competitors in the blast range. The bomb cannot harm the opponent until it explodes. 
Unfortunately, it's tough to rely on the bomb explosion to happen when necessary during а match because the timing is so 
awkward: it's too long to easily combo into, and its duration is too short to use as a ground deterrent like Chris’ landmines 
or Viewtiful Joe's Shocking Pink bombs. Instead, it's best regarded as a "nice if it happens" sort of thing. If your opponent 
is in the vicinity of the explosive when it's about to go off, be ready to capitalize with Quick Shot (Hunter) for a big combo! 











Ragtime Shot (Kamikaze): After this attack 
is fired into the air, it releases a volley of 
arrows that rain dawn on your opponent 

at a steep angle, covering the far third of 
tha screen with projectiles. This attack 

is mainly used to prevent attacks from 
characters jumping forward, while Hawkeye 
fires standing 
from across the screen, 


3) projectiles at his target 


li Ragtime Shot (Kamikaze) makes contact with your competitor in the air, they are placed 


back into Hawkeye's optimal range and forced to guard a standing @ 
can also cancel into Quick Shot (Spritzer) for big chip damage! 


! arrow, which you 





Ragtime Shot (Balalaika): This attack fires 
three arrows straight into the air, which are 
at around the peak of super jump height 
before dropping down, covering the far 
third of the screen in arrows. This attack 

is best used as a guess to keep opponents 
Trom super jumping toward Hawkeye, since 
it stops any super jumping character from 
being able to advance, keeping them in 
Hawkeye's optimum range. Balalaika only 


deals 27,000 points of chip damage, however, and it should only be used as a predictive 


move against competitors looking to super jump away trom Hawkeya's barrage of arrows, 


Kamikaze is one of the most important tools in Hawkeye's arsenal because combining 


standing 4) 


arrows into Ragtime Shot (Kamikaze) with crossover assists mixed in keeps 


the opposing character away from Hawkeye while causing tons of chip damage! The 
amount of chip damage caused by Kamikaze depends on where the opponent is and how 
the arrows randomly fall, but if a foe is forced to block all hits of Kamikaze, it can deal up 


to 67,500 points of chip damage! 


Hyper Combos 


Screen Name Command 
rom Gimlet (in air OK)  |4 
ЕЕС 


Tag Team Special 
(Level 3 Hyper 
Combo) 


Сіта During this hyper combo, Hawkeye quickly fires 
“an incredibly fast arrow at his opponent's position, по 
matter where they аге оп screen, making it an excellent 
tool that you Can use on reaction to punish nearly anything 
your rival does because it instantly homes to wherever the 
Шош characteris! Hawkeye can evade his adversary's 

attacks, then quickly strike back with Gimlet from wherever 
hei is, even at super jump height against a grounded 
attacker. Gimlet itself doesn t inflict much damage and its 
damage is concentrated in a single hit, causing its damage 
to scale fairly heavily and making it a relatively mediocre 
Combo ender. The optimal way to use Gimlet is to punish 
your opponent's whiffed attacks, following it up with a 
suitable THC hyper combo. 


Be careful when using Gimlet in the Corner: ending combos 
against a cornered competitor with Gimlet can often put 
‘Hawkeye їп a position to be punished; as it has a frame 
disadvantage of -8 even on hit! When ending combos in the 
‘comer, make sure Hawkeye has enough meter to follow up 
Gimlet witha THO to ensure that Hawkeye stays safe after 
landing this hyper combo. 


Hits 


7 590,000 per | 
arrow 


Damage Active 


200,000 


startup Recovery 


Kiss of Fire; When this hyper combo is performed, 
Hawkeye fires numerous, OTG-capable explosive arrows 
into the air that then fall on to the ground, one after 
another, covering the playing field in projectiles. Kiss of 
Fire is best used to push opponents away from Hawkeye 
while also dealing chip damage, since while the a arrows 
are falling, you can tack on additional standing G} arrows 
canceled into a Quick Shot attack to push an MM 
farther away while inflicting chip damage. If Kiss of Fire 
hits an opponent, you can easily tack on Gimlet for an extra 
churk af damage, 


While oaks similar to Magneto's Magnetic Shockwave, 
this hyper combo cannot ba used in certain situations 
where that hyper combo excels. If te opposing character 
is foo close to Hawkeye, they can throw him, negating 

the hyper combo аз they become invincible to the arrows 
as they rain onto the ground. Also, once the arrows hita 
competitor or an assist, they immediately explode; if the 
arrows hit an assist, the assist shields the point character 
by taking all hits of the super, allowing the point character 
to move in and punish Hawkeye. 





Advantage Advantage 
on Hit 


if Guarded “oles 
Projectile has 3 high priority durability - | 
| points, piercing 
OTG-capable, 7 projectiles with 3 high 
priority durability points each 





Tag Team Special: In this level 3 hyper combo, Hawkeye 
jumps into the air and shoots an arrow onto the ground, 
creating a cloud of smoke that can hit his foe. If an 
opponent is hit, Hawkeye enlists the help of fellow Avenger 
Ant Man to pummel the attacker and inflict huge amounts 
of unscaled damage! During Tag Team Special, Hawkeye is 
completely invincible and fairly fast, so vou can use itas a 
last-ditch, defensive counter-measure. Tag Team Special is 
also OTG-capable, allowing Hawkeye to end combos with 
it, which is also his only way to inflict really big damage. 
However, beware if your competitor blocks Tag Team 
Special, as Hawkeye is incredibly unsafe if blocked. 


TU RE NOT BRASH IF 


YOU GAN BACK ITU 








Your goal with Hawkeye is to keep adversaries away from 
him at all times. His strengths lie in being able to deal large 
amounts of chip damage from fullscreen distances wiih a 
variety of arrow attacks; once opponents get in, those arrow 
attacks become ineffective. As such, you must prevent your 
rival from moving forward at all costs. 


When choosing an assist for Hawkeye, note that he ts best 
when teamed up with an assist who can supplement his 
onslaught of projectiles like Doctor Doom—«x or Arthur —B. 
These assists not only add chip damage on to Havwkeyé's 





j E rojectile assault, but they also fill in holes іп Hawkeye's 
Hankeye's ranged game revolves almost entirely around standing @ After making contact with a standing) arrow, canceling into Ragtime d | llawi t s nants locked down without 
used with long range crossover assists. Shot (Kamikaze) almost guarantees that your opponent will not beable  O'Yense, allowing you 10 Keep oppone ‚ПОП without 
fo advance for a brief moment. a chance to escape. 


All of Hawkeye's offense revolves around the usage of his standing (D arrow attack, which is a fast; cancelable projectile that inflicts chip damage and allows you to tack on additional 
arrow altacks from across the screen. To keep offense working effectively, press (D while simultaneously calling а long range crossover assist, then cancel to Quick Shot (Greyhound) or 
(Spritzer) to deal big chip damage while keeping your adversary away and keeping Hawkeye safe, Note that some characters can avoid Greyhound and Spritzer by crouching: if they can, use 
Quick Shot (Hunter) instead. It doesn't do as much chip damage, but it keeps rivals from advancing to Hawkeye's position. 


After the Quick Shot makes contact with the target, your crossover assist's attack should begin making contact, further pinning the opponent in place. From here, you сап add on another 
standing (D attack canceled into Ragtime Shot (Kamikaze) to prevent the your foe from moving forward. 


From here, Hawkeye's offense can stall, and your opponent has a chance to attack, so you have to make a choice while the crossover assist is recharging—if you think your competitor is 
going to approach by the air, jump backwards and use air Quick Shot (Greyhound) to push your challenger back. While this still doesn't give you enough time to fully recharge the most 
recently used assist, your other assist may be ready for action; if that assist is also а long range assist, simply press Û and the assist button again, and resume your fullscreen space 
control. If you think your opponant may approach on the ground, fire off standing © canceled into Quick Shot. This won't push the opposing character back very far, sa you'll generally 
have to shift into the medium range mindset atterwards. 


Unfortunately for Hawkeye, the height that the standing (D) arrow flies is somewhat randam: if the arrow is angled too high, many characters can crouch directly under the projectile. 
You'll have to put in a bit more effort by manually aiming the arrow downward, right before releasing it. To guarantee a properly aimed standing (D press (D and hold it very briefly while 
inputting the ty $1 S> motion for Quick Shot, then immediately release Q. If performed correctly, Hawkeye aims the arrow downward very slightly, preventing any characters from 
crouching under it. 


If any of the above tactics hit the opposing character, you can react and hyper combo cancel to Gimlet (and THC if applicable), getting big damage апа forcing your foe back into a position 
where thay must defend against Hawkeye's projectiles. 


Like many zoning characters, Hawkeye's long range offense struggles against telapart-enahled characters. To keep Hawkeye safe against teleporters, you'll want to stick with only using 
standing o and crossover assists; don't cancel into Quick Shots or Ragtime Shots, since teleporting characters can bypass Hawkeye's projectiles and punish him while he's defenseless. 
Since standing (D is cancelable, Hawkeye can remain safe while firing arrows by canceling the standing (D) into Trick Maneuver if you see the opposing character teleport. If your 
adversary only has teleports that appear in the air like Dante and Dormammu, it's a little safer to fire Quick Shot and Ragtime Shot arrows, if you see ihe teleport, instantly react by hyper 
combo canceling Quick Shot into Gimlet. You can do this against grounded opponents, as well. However, while Gimlet is safe against airborne competitors, it's generally unsafe against 
grounded characters even on hit, unless Hawkeye has the meter and teammates remaining to follow Gimlet with a THE, 


Once your challenger has broken through Hawkeye's long 
range offense, everything starts to become much more 
risky. A single wrong guess puts Hawkeye in a position for 
punishment. You have to be a bit more slippery at this range 
and attempt ta increase the distance between Hawkeye and 
his adversary. 


At medium ranges, standing @ while calling crossover 
assist is still strong, but if you see your rival jump over il, 
you'll need to be ready to cancel into Trick Maneuver L at à 
moment's notice to get away from your foe. In cases when 
you don't have an assist ready, cancel to Trick Maneuver 








Jumping back and using Quick Shot (Greyhound) is ihe most reliable Trick Maneuver H is vital to gel behind opponents and graw tem away 


L anyway to increase the distance so you can get back to anti-air Hawkaye has outside of air throw range. from the comer: call a crossover assist first both (0 make it sale and à 
shooting projectiles at your target. Sneaky crass-tp/ 


Up close, Hawkeye is very weak to jumping opponents. While standing (uj) occasionally works as an anti-air, it isn't consistent, and Hawkeye stands to take incredible damage if it fails. | 
Outside of air throw range, jumping backwards and using air Quick Shot (Greyhound) is Hawkeye's most reliable anti-air. If an attacker jumps while you're firing Greyhound, they ll be stuck 
in blockstun long enough for you to tack on an additional standing (D canceled into another Quick Shot or a Trick Maneuver to create more distance from your opponent. 


lf you have Hawkeye jump backwards and his competitor isn't in the air with him, you can still convert the situation into an opportunity by firing off a late Greyhound or air ©, depending 
on distance. If it hits, you can convert into а combo by using standing @ canceled into Quick Shot (Hunter) from far ort + (D (Slide) into © launcher when close! 


However, when at medium range, your main focus should be using Trick Maneuver to create a cross-up situation and to escape from the corner. This ts best accomplished by using Slide 
while simultaneously calling an assist, then canceling the Slide into Trick Maneuver H without releasing a Trick Shot. Your assist then crosses up your rival, and if it hits, you can convert 
into a combo! If the assist doesn't hit, you'll have frame advantage, allowing you to perform a guarded chain combo into Trick Maneuvers L to increase distance from your foe. 


If you don't have a crossover assist available, use Slide into Trick Maneuver Н, then attack from the other side with Trick Shot (Rusty Nail), this leaves Hawkeye at nearly even frame 
advantage, although this isn't necessarily recommended since Hawkeye excels when at long ranges, not so much close range, As such, it's generally better not to use Trick Maneuver H to 
jump over your opponent unless you have an assist ready, with an exception being if Hawkeye is in danger of being trapped in the corner. 


Kiss of Fire is a reliable way to force your adversary backwards because Kiss of Fire projectiles move down the screen in sequential fashion, one after the other, and they can carry guarding 
ar hit opponents all the way across the playing field! However, Kiss of Fire cannot be used when the target is too close, as they can throw Hawkeye out of the attack's startup before the 
arrows come in to play. After the arrows are guarded, use standing (D combined with a crossover assist and resume fullscreen offense. This attack costs a bar, so try to get by without it. 
However, it's Hawkeya's most reliable option in many situations. 


Hawkeye's defensive options aren't great, sa you could be in trouble when opponents do manage to get near Hawkeye and force you to guard. When on defense, you should look for 
guaranteed chances to use advancing guard to push the opposing character away and look for opportunities to air throw or use Slide with an assist call, canceled inta Trick Maneuvers H. 
Super jumping forward can be ok in a bind, but you'll almost definitely land into another mix-up when coming down, so only use it when in a severe emergency. 


Using Hawkeye's Ө launcher isn't terrible as a panic button to catch both aerial and grounded adversaries, bul il is crazy unsafe if guarded and should only be used as a last ditch attack. 
Using a crossover assist simultaneously helps mitigate risk, but throwing out a random e should only be used in the most dire of situations. 





Against most characters, Hawkeye can easily dominate a long range firefight due to the 
shear volume of projectiles you can throw out at a time with him. While you are ina 
projectile war, you can generally treat the battle like any other match by liberally firing 
standing @ arrows canceled into Quick Shot (Spritzer), since this move overpowers any 
low priority projectiles and continues on to hit Hawkeye's opponent. If you see a Quick Shot 
projectile hit, hyper combo cancel into Gimlet for good, fullscreen damage. Also, when in 

à firefight, make sure to call projectile assists often, as their added firepower can help wear 
down your adversary more quickly, 


Hawkeye's arrows generally only cover the horizontal space in front of him, so you should 
take extra precaution when opposing characters take to the air. The best way to keep rivals 
on the ground is by mixing in Ragtime Shot (Balalaika), which hits most characters from a 
fullscreen distance away. If a competitor does manage to get into the air, Hawkeye is not 
helpless, however. Against opponents who fire angled projectiles from normal jump height, 
like Morrigan and Taskmaster, preemptively jump and mest them in the air with Quick Shot 


(Hunter), which can lead to a big damage combo once Hawkeye reaches the ground! When 
fighting characters like Trish, who fire angled projectiles from super jump height, Quick 
shot (Hunter) cannot be used because the opponent will break free of Hunter's net before 
Hawkeye reaches the ground. Instead, use Quick Shot (Greyhound) in those situations to 
score some quick damage while knocking your foe back to the ground, 


Quick Shot (Spritzer) absoluiely dominates most long-range lirefights! 


Hawkeye can also instantly punish all normal projectiles by firing off Gimlet, if you have the bar to burn. This projectile is fast enough to hit any character out of the startup of their 
projectiles, making it a useful tool to win firefights against characters with medium durability projectiles that can overpower Quick Shot (Spritzer). 


While Hawkeye can generally come out ahead of most other characters in a long range lirefight, most long range characters also have access to a projectile hyper combo that can swiftly put 
an end to Hawkeye's projectile assault. Unfortunately, Hawkeye doesn't have many ways to defeat prajectile hyper combos other than baiting his opponent into using them. If vou think a 
random hyper combo might be coming, super jump to avoid it entirely, and then punish with a quick Gimlet. Most supers can even be punished when they are guarded because Gimlet is so 
fast, but it would be wiser to avoid the chip damage altogether. 


a لها ا‎ JA a 3 5 ae - 
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. CR. (D, O, м е @, © > FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), ©, LAND, + # + с @ (DURING TRICK 
MANEUVER) ©, LAND, CR.@, ъ = @, © => FORWARD SUPER JUMP, AIR ©, ©, (€) (2 HITS), ©, LAND, 
(¥ # « > © (DURING TRICK MANEUVER) © ==> ¥ « > с @@) OR (¥ # + 7 GO} 


491 ,600~819,800 damage (first variation is 581,600 after poison runs its course), 10% meter loss 


As a pure zoning character, Hawkeye's combos deal less than average damage, since he is expected to get most of his damage by chipping away at his opponent with projectiles, When you 
do get a chance to land a clean crouching (Г), you can at least convert it into decent damage. 


When Hawkeye is naar the corner, you must dash backwards before doing Trick Shot (Ice Breaker) to ensure it hits. To help with timing, input # a «€ when performing Trick 
Maneuver L to easily create the proper spacing needed to OTG with Ice Breaker. 


Ending the combo in the corner with Gimlet should only be performed if it will K.0., since some characters can punish Girmiet even on hit. In most situations, it's better ta simply end the 
combo with Violet Fizz, back up, and reestablish Hawkeye's projectile pressura; 


IF the initial hits are guarded, cancel into Trick Maneuver L and use Trick Shot (Rusty Nail) to stay safe and create some distance from your adversary. Alternatively, call a crossover assist 
simultaneously with Slide and cancel inte Trick Maneuver Н for a cross up attempt (and to pel away from the corner). IF your rival is in the corner, this tactic won't work because Trick 
Maneuver Н cannot cross up an opponent іп the corner. 





ST.» Фф ч» о OS ф щч» о @® 
375,400 damage, 84% meter loss 


This is an easy, verifiable fullscreen combo from standing (Н). since Gimlet is so fast, you сап delay hyper combo canceling until you're absolutely sure the Quick Shot hits. 


Il you have a partner with a long range hyper that can hit the target from the distance you're at when performing this combo, cancel Gimlet into:a THC to add additional damage. Not bad for 
a fullscreen projectile! 
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ЇЇ. ST. 8 => 4 w © O, ST. (e^ Ф w- o O, ST. @ => «x « о © (DURING TRICK MANEUVER) (D => 
uc 

417,800 damage (507,800 after poison distributes), 74% meter loss 

This isa much bigger combo from fullscreen, useful in situations when you think the opposing character might dash into standing (H) or if you have a quaranteed fullscreen punish. 


After Quick Shot (Hunter) grabs the foe, linking the next standing (Н) is fairly difficult; the timing window 15 only 4 frames long, and the recovery on Hunter is somewhat misleading. The 
linked standing must be canceled into Hunter as soon as possible to ensure that this full combo connects. 





I's best not to guess with this combo, as Quick Shot (Hunter) does far less chip damage than Quick Shot (Greyhound) and (Spritzer), so only try for this combo in guaranteed situations, 
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IF. THROW OR AIR THROW, ¥ x + < @ (DURING TRICK MANEUVER) ©, LAND, {5Т. O => ұм > © DIKI, {SM © (Н), 
© ==> FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), ©, LAND, ¥ x + 2 © (DURING TRICK MANEUVER) © ex^ 
Vw & MO) OR [= фи «€ © GS, oe c 6m) 

357,900~484,800 damage (first variation is 447,900 after poison distributes), 22~159% meter loss 

Aiter doing + a£. «e +@) => МИ must time Ice Breaker very low to the ground to give yourself enough time to link standing (Н) afterwards. 


potett | 





I: (REQUIRES CORNER) FRONT THROW, (ST. @ => {чә © @]Х6, CR. M м = A, ==> FORWARD SUPER JUMP, 
AIR @, ©, @ (2 HITS), ©, LAND, ¥ ж < = © (DURING TRICK MANEUVER) OS > ¥ u + o 
358,700 damage (448,700 after poison distributes), 4% meter gain 


When you're very close to your adversary, Quick Shot (Hunter) loops are much easier and can lead to bigger much bigger damage. 


‚ (AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR ©, @ (2 HITS) e^ Y u > c O, IST. O => v w с 0X3, 
м c (9, © => FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), ©, LAND, (IF ENEMY IS CORNERED, BACKWARDS 
DASH, ¥ ж + > @ (DURING TRICK MANEUVER) (D => 4 u > c ©} OR (IF MIDSCREEN, > щ o 6mm. 

+ мә 2 GM} 
484.000-536,500 damage (first variation is 574,000 after poison distributes), 15~118% meter loss 


This combo is best used when your opponent is normal jumping toward Hawkeye, and he can meet them in the air with jumping air QU. 












Verify to see if the first two attacks of this combo аге guarded. If so, chain into air @) instead of performing Quick Shot (Hunter) to remain safe. If the first two attacks hit, cancel into Quick 
Shot (Hunter) and punish your competitor with a decent air-to-air combo! 


CRO, ©, а 2 ®, © => FORWARD SUPER JUMP, AIR ©, ©, © (2 HITS), ©, LAND, FORWARD DASH, 
¥ + © © (DURING TRICK MANEUVER) (D => ¥ а > > GS ==> Pd, LAND, ъ 2 (Н), © ex^ 
FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), ©, LAND, BACKWARDS DASH, + # + = (9) (DURING TRICK 
MANEUVER) ©, LAND, © => VERTICAL SUPER JUMP, AIR @ (2 HITS) ==> ДЕ > © 


825, 500-949, 600 damage, 93~/2% meter loss 


This is a fairly standard X-Factor combo, but it should only be used when it will K.O. the opposing character. At maximum damage, this combo isn't enough to kill several characters, so be 
sure that your opponent has been weakened enough for this combo to put them out of commission. 














Before activating, perform Trick Shot (Violet Fizz) as quickly as possible so Gimlet hits close enough ta the ground for the X-Factor cancel into Slide to work. If executed too slowly, your 
rival recovers, and you'll have wasted your X-Factor activation. 





Ill. St. @=> # щч» +@,$Т.@ ш> фщ» + 0,87. ES ta > +O ф ч > + 09 => Ба ТЮ 
к> AL WL +O ф щ > + C@ 
690,500~770,500 damage, 147~141% meter loss 


You can perform this X-Factor combo from fullscreen, giving Hawkeye a chance to put а pesky character away off of a standing (Н), This combo doesn't do huge damage, however, so make 
sure your target will be knocked out before activating X-Factor. 


When you hold @ while performing standing G) , you can aim the direction of the arrows by inputting up 
or down during the charging period. 

Unfortunately, aiming these arrows is fairly difficult because aiming is very sensitive: releasing the 
arrows at the wrong time can cause all three arrows to shool harmlessly into the ground! 

However, pressing up at the last second allows you to aim arrows in a wide spread that not only sends an 
arrow toward grounded opponents, bul also sends arrows both at normal jump and super jump height! 
The best way lo guarantee this powerful spread is to find a timing aid: tap the controller, hit extra 


buttons, or just count in your head! The best way to remember the timing is to find something that works 
for you, so experiment! 





Kid oic i se Hawkeya's charged standing @) Charging standing G does take time, however, so call a crossover assist during the long startup of 
standing ©) to protect Hawkeye, or cancel the shots into a Quick Shot attack or Trick Maneuver L to 
maintain safely, 





ОЯ STING 


When a crossover counter is performed, the character who has been tagged in first appears in the air 
betore performing their crossover attack. While in the air, you can hyper combo cancel into an aerial 
hyper combo to attack your foe while their altack is still recovering! 


Since Gimlet is super fast, hyper combo canceling into Gimlet when performing a crossover counter to 


Hawkeye often results in guaranteed damage because your adversary must be attacking in order for you 
to perform the crossover counter, 


If you have the meter to spare, you can THC to another hyper combo to do big damage off of a blocked 
attack, or activate X-Factor after releasing Gimlet la get a sudden surprise K.D.! 





Gimlet is incredibly fast and can be performed in the alr, Using it 
immediately alter faggung m Rawkeye with a crossover counter is offen 
free damage! 





El GENERAL, EXECUTION TPS ne | | 
tin sey oni ie ogo пні рй ну dash backwards before using Trick Shot (Ice Breaker); otherwise, the move goes 
ompletely behind the opponent = | | 


* RE performing Quick Shot (Hunter) loops, press standing © a little earlier than you think you are able to 


FUF., РЕ, H 


| s d D dede ШШ adversaries with Trick Shot а Breaker) omit the crouching © and just use Slide to make the combo a little easier 


E comer, must be ata distance rom the foe. After canceling into sz € + (9), super cancel into A> + OD 595,200 damage, 62% meter loss 









538,900 damage, with an additional 90,000 points of poison 
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то, EM à ae OAS +@, sr. © (CALL M.0.D.0.K. — => MA> + M), {ST. @ => CA + (0)] X3, 
{> WAVED VEL De RWA Wi 1+ @,6 © => FORWARD SUPER JUMP, AIR ®, @, © (2 HITS), ©, LAND, <? /? <> + ® (DURING TRICK 


ОА long range combo tha sisi to keep Quick Shot (Hunter) loop: ing for several repetitio й == 499,500 damage, 0% , meter loss 
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“IRON FIST 


“THE SCRIBES IN K'UN-LUN 
WILL WRITE OF THIS BATTLE FOR 
YEARS TO COME. ^ 





Bio 
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ABILITIES 


PROFILE 
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STAMINA — — НА А 
ENERGY PROJECTION "RR 


FIGHTING ABILITY ежа 


“This is biographical, and does not represent AN evaluation ої the 
in-game combat potential of this hera. 





ALTERNATE COSTUMES 








Overview 
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X-Factor Boos! | Damage < Speed 
Level 1 (3 teammates remaining) 





Level 2 (2 teammates remaining) 





| Level 3 (1 teammate remaining) 170% 


Iron Fist appears in Uitimate Marvel vs. Capcom 3 as an out-and-out brawler, armed witha 
class of moves thal seem instantly familiar ta fans of Fei-Long, Karin, Rolento, and Yang. 
Tha Rekka Ken finally comes to MvC! Well, sort of naturally, since this is ЛИС Iron Fists 
"Rakkas" are intended for combos-and mix-ups, rather tham to be used in the same kind of 
measured, counter-poking way Yang and А И apply their + м >» 4 (m) x3 attacks. 
In this way, he's a bit more like Street Fighter Alpha 3's Karin than the others. Also, Iron Fist 
has eight.ot these moves! 


Your deal when playing with Iron Fist should be to achieve point-blank range with frame 
advantage. Why? 


Моге than any other aggressive character, Iron Fist is lacking in 
(пе non-universal options department for movement. No airdash, 
no teleport, no flight, no roll; the only special Iron Fist has to 
move him an appreciable distance is Rising Fang, which can 
only be accessed in a sequence of moves, and while his Iron 
Rage hyper combo travels forward quickly, it costs meter and it's 
linsafe guarded. Otherwise, Iron Fist can dash, wavedash, jump, 
and wall jump, and that's it 


Iran Fist lacks a quick opening high/low mix-up (or a comparable 
left/right side switch trick). Only crouching (H), ©) launcher, and 
+ e © (1) Dragon Tail are low-hitting attacks, and none of 
these allacks makes a good opening gambit on its own; in order 
to mix Up an opponent, Iron Fist must have already attacked, 
essentially 


At close range, you can work on coaxing out and taking advantage of your adversany's bad 
defansive reactions. How do vou get there? 


By having Iron Fist carefully dash, wavedash, and jump toward 
the opposing character, when backed бу crossover assists 


By aggressively going for air throws and cross-up air (Н) 


By staying twitchy, always ready to unleash the invincible Iron 
Rage hyper combo right through your opponent's attacks on 
reaction (see also: Spencer's Bionic Lancer) 


By either patiently avoiding your rival's efforts to keep Iron Fis! at 
bay with projectiles, or nullifying them with: > ( Dual Palm 
or Ghi 


Finally, you've closed the distance and achieved close range against your foe. How do you 
crack their sheli? 


By delaying chain combos and tricky Rekka special moves in 
close, exploiting your opponent's natural desire to press buttons 
either for advancing guard, or to take back initiative by attacking 
In perceived gaps in your offense 


By forcing your competitor to respect the low attacks Iron Fist 
does possess by occasionally opening up with a naked sweep 

rather than a chain combo into sweep, and hy varying between 
¥ e 2 (0 (which hits low) and Ve + © 0 (Which is an 
overhead) when the chante presents itself 


By filling gaps in your offense with Chi activations: these quick 
power-up actions each make Iron Fist much more powerful in 
different ways, and they actually have a substantial super armor 
period, meaning they can function like parries up close 
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standing Basic Attacks 
Screen | Command Hits | Damage || Meter Gain | Startup | Active || Recovery | oum Cowards if Notes 
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| Chainable into (B attacks 
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Crouching Basic Attacks 


screen | Command Hils Damage | Mater Gain starte Active | Recovery on Hit Riiarded 1 Noles 


Crouching Б ЗЕ 43,000 | 34 (ЕЕ ЖЕЙ! [ш Chainable into ® attacks 
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Ground Special Attack—Launcher 


| Meter Fin f T | Advantage Advantage yn 
Screan | Command Hils | Damage Gain | Startup || Active | Recovery on Hit i Guarded Noles 


C (while standing or : 790 12 2 27 5 
crouching) | 








Launcher, not special- or hyper combo-cancelable, 
cannot juggle airborne opponents, low attack! 








Air Basic Attacks 
Advantage Advantage if, Notes 


Screen | Command Hits Damage | Meter Galn | Startup — ДАМЫЛА on Hit | Guarded 
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Air Special Attacks—Flying Screen and Air Fxchange 


IG causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction ШИС are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 







Screen Command Hits | Damage Hrs Startup Active Recovery Abvantane РШЕ, Notes 


mcm T | Causes hard knockdown if used in launcher 
Ai | 63,000 664 10 dl 18 18 ik 
Are | ERES pe [of a fo | vw | ж combo, overhead attack 













Tags in next available ally while lofting 
Opponent upward - : 

| lags in next available ally while causing wall 
bounce, erases 1 hyper meter bar from foe 

| Tags in next available ally while causing around 

| Douce, generales 1 hyper meter bar 
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Command attacks resemble basic attacks but have different chaining and canceling properties, It's usually possible to chain into a command attack from basic attacks, but most command 


attacks cannot be chained from or canceled themselves. 


screen Name Command Hits | Damage | Ны Startup Active Recovery M PE f Motes 


1 rame» @ | 1| no УК ua "ETT. 





Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
аге usually possible after throws, one Way or another. 


| Screen | Command 


As a Partner—Grossover. Assists 


w Б - | | | sein нь | E | | : | 
| me Crumples grounded foe, hard knockdown - 
ECHTE = ahs 
| E ground bounces adversary, 


- | Wall bounces competitor, destroys low priority 
Iron Fist—y | Iron Rage Rising Fang 130,000 | projectiles, mutually nullifies medium priority 
| projectiles 


Iron Fist—t causes а crumple stun against grounded enemies and a hard knockdown against airborne ones; either way, you can capitalize with a combo. The range is pitiful, but itis at 
least faster than Iron Fist—(3. 


iron Fist—[3 has a few appealing properties. It's both OTG-capable and a close range overhead—in some ways, this seems like a high-hitting counterpart to Wesker—p. However, 
Crescent Heel has much less range than other OTG-capable and/or overhead assists. It's also noticeably slower than the fastest OTG assists. Coupled with the small range, this means Some 
characters have trouble applying Iran Fist—B to extend combos even after throws and simple flying screen enders. 


Iron Fist—"y sends Iron Fist soaring forward with a wall- -bouncing kick. During active frames, this kick can plow through any low priority projectiles; it mutually nullifies with any medium 
priority projectile, Unless you are desperate for a close range crumple, overhead, or OTG assist, this is his best overall assist. He hits very quickly ош to about half of the screen distance, 
and after that, he continues to travel the full-length of his kick arc, like he does during the special move version. He's completely vulnerable at this time, although (amusingly) it you're 
aiming Iron Fist—‘y at the right distance from an opponent (from close range to midscreen distance), then he will almost always rocket completely over their heads and land off screen 
behind them, making him functionally unpunishable! His rising trajectory at the beginning of the move means he'll whiff over many crouching characters from only a few steps away, but if 
your challenger is crouching In anticipation of this Iron Fist assist, then they are susceptible to overheads. 


Although none of Iron Fists assists is invincible when used as crossover counters, with two bars of meter, you can achieve the same effect by countering in Iron Fist, then immediately 
canceling to Iron Rage the instant he touches the ground. You can even do this with Iron Fist—"y. Since he's invincible while countering in and invincible during Iron Rage, the only vulnerable 
period is any gap you leave between landing and starting the hyper combo. If your opponent is still recovering from whatever they did that you countered, Iron Rage is assured of hitting. 


Пай Back 


кш net З ЕТ К 


On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 
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Surging 
Fist 








Frames 5-20 super armor, Iron Fist gains 20% 
increasing damage, lasts 300 frames 


Frames 5-20 super armor, Iron Fist takes 20% less 
damage, lasts 300 irames 


Frames 5-20 super armor, Iron Fist gains 2096 1 more 
hyper gauge from attacks, lasts 300 frames 


Cola aes || aa [oe EE 

| | Crescent ÜTG-capable, overhead attack, ground bounces | 

трт ШЕ ДЕЛЖ o [s 
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Rising (after 2nd special move) | 4 Wall bounces target, destroys low priority projectiles, 


mutually nullifies medium priority projectiles 
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Iron Fist's "Rekka" specials (so called because of the similarity to Fei-Long's classic three-stage rushing punch Rekka Ken) are all executed with quarter-circle motions. You can make Iron 
Fist seamlessly cance! between up to three Rekka specials, as though he were simply chain canceling basic attacks. This eliminates the long recovery periods of most of the Rekkas, and it 
allows all of them ta combo together. It also enables mix-ups, since you can cancel into high or low-hitting attacks, or ones with brief super armor. There are eight in all; a differant one for 


V I2 «25 or 


each combination of 


$ S> with each attack button, and iwo more that are executed with V? £c» or V [2 <î + © and are only possible as the third Rekka spacial 


in а sequence, After three Rekka specials, the third cannot be canceled into another Rekka (though it's still hyper combo-cancelable). In addition to canceling Rekka-type specials into more 


Rekkas, you can also cancel them into Chi activations. 





Like the rest of Iron Fist’s specials, Lotus Whip is also a staple of his combos. It's tha most consistent 
of the Rekka moves to use as a first or second staga, so when in doubt early in the match, you should 
choose Lotus Whip. Other specials make much better third stages when you're actually hitting your rival. 


From just outside the range of Lotus Whip, you can use the move as a sort of feint: whiff Lotus Whip 
in your foe's face, then immediately cancel into w7 2< + @ Dragon Tail, which hits low, This 
trick is most viable when your opponent is busy blocking your assist from a few steps away. 


Surging 
Fist 
Surging 
Fist is a 
two-sided 
palm strike 
that sends 
adversaries 
into a hard 
knockdown 


Surging Fist, there's time to dash 
[2< + (M) Crescent Heel to 





on contact, After landin 
forward and OTG with 
pop your rival right back up into a hyper combo or another 
Rekka sequence. Surging Fist is relatively slow to start for 
what it looks like and is horribly unsafe when guarded, so 
save it for the third stage of Rekka combos when you're 
going after a hard knockdown. 


Lotus Whip: Lotus Whip is Iron Fist's safest special 
move. If blocked, it leaves him frame neutral—neither 
he nar his opponent has frame advantage. In contrast, 
every other special move that Iron Fist has leaves him 
at a mild to gross frame disadvantage. When Rekka 
chains are blocked, Lotus Whip is the only safe third- 
Rekka-move finisher. It provides no mix-up potential, 
but it at least keeps Iron Fist in close proximity if the 
challenger guards and doesn't happen to pushblock. 
Using Dragon Tail or Crescent Heel (or Wall of K'un- 
Lun) as the third blocked Rekka is trickier, but it is riskier, as well (the former two might fool the 
opponent's guard, while the latter might absorb and plow through their counter poke if they try one). 





Dragon's Touei: Iron Fist 
unleashes his version of a one- 
inch gut punch. The range is 
miniscule, but Dragon's Touch 
crumples grounded enemies on 
contact! (Against airborne or 
juggled foes, it causes a hard 
knockdown.) Dragon's Touch is 
best used in combos, where it 
opens ир many possibilities. You 
can make Iron Fist activate Chi L or H (for a damage or meter building boost) 
and still have plenty of time to continue the combo. You don't even have to 
cancel from Dragon's Touch to Chi; Dragon's Touch can fully recover, then you 
can perform Chi, and you'll STILL have time to strike the crumpling adversary. 
You can even hold down immediately after landing Dragon's Touch, 
and Iron Fist will tag out to the chosen teammate while the opposing character 
is still slumping to the ground! In this way, similar to some characters like 
She-Hulk, you can start combos with Iron Fist and hand them off to teammates 
without spending hyper meter on THCs, and without taking a chance on your 
competitor successtully breaking your TAC. 





Wall of K'un-Lun. After Iron Fist performs the first and second stage of 
a Rekka sequence (which can be made up of any two of his six Rekka 
attacks that are performed with a basic attack button), he's charged to 
erform a special Rekka ender, of which he has two: Wall of K'un-Lun with 
5 $15» + ©. and Rising Fang with £2 «2 + €. Wall of K'un-Lun 
is а tremendous shoulder check that causes a wall bounce on contact. 
Naturally, this allows you to perpetuate the combo with more juggles, or 
use the Volcanic Roar hyper combo. 


If you initiate a Rekka sequence that is guarded, Wall of K'un-Lun сап 


make a slightly effective delayed Rekka ender, because it has super armor that begins on frame 5 and extends all the way 
inta K'un-Lun's active frames. If the slight delay before K'un-Lun baits your competitor into pressing a button, their attack 
is eaten up, and Iron Fist slams them into the wall. This is naturally very unsafe if guarded, so use this tactic sparingly 
just to remind your opponent that you have it (unless they have bad habits and try to attack right away whenever they 
can; in which case, knock yourself out shooting Wall of K'un-Lun into their face). If it's quarded, be prepared to cancel 

to Iron Rage, then to THC away to а teammate's safer hyper combo. Just as you canceled into Wall of K'un-Lun late, 
hyper cancel into Iron Rage late, as well; as the super armor on K'un-Lun may eat up the opponent's overeager pokes, 
the invincibility at the beginning of Iron Rage can do the same thing. When you perform a guarded Rekka sequence into 


delayed Wall of K'un-Lun, then delayed Iron Rage, you're essentially giving the opposing player multiple chances to make 
а fool ош of themselves. Getting them to eat this even just once or twice can cause them to hesitate up close against your 
unpredictable Iron Fist from then on, basically, 


ChE Many characters have power-up hypers that grant them special abilities and stat 
bonuses for five or ten seconds, like Morrigan's Astral Vision or Ryu's Hado Kakusei. In 
the Chi series of special moves, Iron Fist has three different five-second power-up states, 
and they don't cost him any meter! Chi is activated with c» $^ , followed by an attack 
button. The attack button used determines which power-up state Iron Fist enters: 


Chi L causes Iron Fist's fists to glow red, and it confers a 20% damage boost to 
him; an ideal lime to activate this is just after hitting the target with Dragon’s 
Touch for a orumple, but before continuing the comho 


Chi M causes Iron Fist’s fists ta glow blue, and it reduces the damage he takes 
by 20%. Whenever Iron Fist is far from his opponent, waiting for a chance to 
gel inside, this is the Chi to rely upon if you find a free moment to buff up. This 
doesn’t go quite so far as making Iron Fist's sturdiness equal to Hulk, She- 
Hulk, Thor, and so on, since mast good combos last longar than live seconds, 
s0 iron Fist will be taking full damage sooner rather than later anyway. Bul to 
help soak up incidental hits while jockeying for position, you'll never regret 
taking four-fifths normal damage just for keeping a free buff active. 


Chi Н makes his fists glow yellow-green, and it increases Iron Fist's melar 
gain by 50%. Note that this only applies to the attacks of Iron Fist himself, 
and it won't extend to the meter-building assists (Amaterasu, Frank West, or 
Morrigan—y). Chi H is most useful in combos; while you can't go wrong with 
Chi L's 20% damage boost, sometimes Chi Н becomes more valuable because 
it Can more or less guarantee that Iron Fist builds enough meter by himself to 
end a combo with a THC every time. (See Combo Iii.) 


Every version of Chi can absorb one incoming attack from frames 5 to 20. Chi activations 
can thus be used like parries, essentially: you can simply absorb fireballs from far away, 
or you can end blocked chain combos or Rekka strings up close by canceling into Chi 
activations. This technically doesn't do anything and leaves Iron Fist at a disadvantage, but 
in between the super armor of Wall of K'un-Lun and Chi activations, and Iron Fist's other 
tricks and tactics designed to combat counter pokes and advancing guard, your opponent 
should be very hesitant to try to take back momentum with physical strikes while Iron 





Fist is within close range. If you DO happen to 

“parry” an incoming strike with Chi, you can 
visually confirm the hit and cancel into Iron 
Hage to start a combo! 


Although Chi L in this situation leads to more 
damage, it's best 10 use Chi M whan fishing 
for Chi parries for the obvious reason that if 
you fail and start getting hit, the penalty is lass 
severe than if you'd used Chi L or H. 


While Chi activations aran't Rekkas, and the 
only thing you can cancel Chi with is a hyper 
combo or X-Factor, you can actually cancel 
irom the first or second Rekka in a sequence 
directly into Chi. This can be useful for all of 
Iron Fist's Rekka moves besides Lotus Whip 
and Dragon Tail, which recover relatively 
quickly; the rest are all pretty lagay and leave 
Iron Fist vulnerable on block. Canceling into 
Chi (almost certainly Chi M) in thase situations 
basically trades your regular recovery period 
with a period of super armor. Sure, there are 
still 10 frames after super armor wears off 
where Iron Fist is vulnerable, but that's STILL 
safer than simply letting any Rekka except the 
two fastest ones recover naturally... and even 
if your adversary waits out the super armor 
frames, you can still make them nervous if 
you're willing ta blow through whatever they 
do with point-blank Iron Raga. 





Like most power-up moves, the effects of Chi 
still linger even after tagging Iron Fist out. While all three effects still work in this instance, 
the 20% damage boost of Chi L is the obvious choice for boosting Iron Fist's assist attack. 





Dragon Talk This low-hitting kick is one of Iran 
Fist's most important attacks. It's one of his 
only three low moves (along with his launcher 
and his sweep), and since it’s опе of his 

Rekka moves, it can naturally cancel into other 
Rekkas, so it’s vital to work it into your game 
somehow. It's also his “safest” Rekka after 
Lotus Whip, but that's only in relative terms; 
Lotus Whip leaves him neutral if quarded, 
while Dragon Tail ends up at -4, punishable by 
4 frame attacks and throws. As long as Dragon Tail wasn't the third Rekka in a sequence, 
you can avoid this by canceling to another one—Lotus Whip to be safe, Crescent Heel for 
a low-high switch, or (if Dragon Tail was the second Rekka) Wall of K'un-Lun (which plows 
through attacks from foes who think they can mash out their altacks to take back initiative 
after blocking Iron Fist's first two Rekkas). You can also just cancel Dragon Tail with Chi 
activation as long as Dragon Tail wasn't the third Rekka. 


13 frames of startup for a low attack isn't quick (by contrast, some characters have lows 
that are active in 4 frames), so you won't usually be using Dragon Tail as an opener on 

its own. You'll need to either mix it inta blockstrings as a counterpoint to Grescent Heal, 

or mix up between Dragon Tail and Crescent Heel when you've first forced your opponent 
to block an assist. When opening with Dragon Tail, always cancel to Lotus Fist: this is 
tantamount to opening a basic attack blockstring with standing or crouching @ x2, which 
gives you time to confirm the hits. If your rival blocked Dragon Tail, Lotus Whip gives you 
time to verify their guard and halt your offense while keeping Iron Fist up close and safe. lf 
Dragon Tail to Lotus Whip is successful, vou have time to confirm and than cancel Lotus 
Whip to Dragon's Touch for a crumple. (See Combo IV.) 





Twin Snakes: 
During this rising 
double-kick, 

Iron Fist is never 
actually considered 
airhorna, although 
low attacks can 
whitf under him 

as he appears to 
hop slightly (this is 
similar to a move like Phoenix Wright's G^ + (MI) overhead: 
lots of low moves whiff under these attacks, but if your rival 
cleanly counterhits you, your character gels placed in standing 
hitstun rather than juggled off the ground). Twin Snakes is 
primarily a combo tool; while it might seem like it would be 
good for causing low counter pokes to whiff up close, if you're 
going for that kind of result, you might as well use Ghi or Wall 
of K'un-Lun, which each can achieve the same effect (punishing 
the target for hitting a button while Iran Fist is in their face), 
with better (OON 5 and less risk. 


probably safe, 





Hyper Combos 


261,700- | 


| Volcanic Roar e$ | 49-90 | 313,800. 


3 | Dragon's Pray (Leval 
| 3 Hyper Comba) 


iron Haga: On its face, this 
is. Iran Fist's scariest attack. 
Think Spencer's Bionic 
Lancer with more hits and a 
wall bounce. Iron Rage has 
11 frames of invulnerability 
and strikes on frame 6; 

it doesn't quita travel as 
fast laterally as Spencer s 
hyper punch, but it travels 
plenty fast for use at the range you'll want Iron Fist.to be: breathing down 
his fae's neck. The purpose of Iron Rage is to pass through projectiles 
and punish the thrower at mid range, and to overpower the opponent's 
attacks at close range: Iron Rage will only lose out to attacks that have 
longer invulnerability periods, which is alist almost entirely comprised of 
other hyper combos. The speed and invulnerability mean that you can use 
Iron Rage on reaction to your competitors hyper combo freeze, just like 
Spencer does with Bionic Lancer; the opposing character may have started 
their hyper combo first, but it doesn't matter. Iron Raga is mashable for 
more hits and damage. 


After the wall bounce of Iran Rage, you can juggle your opponent. Whether 
you'll need to dash or wavedash to reposition Iron Fist and juggle after Iron 
Rage depends on where the corner Is relative to Iron Fist. Since Iron Fists 
(S) launcher cannot juggle, you can't just go for easy-mode relaunches like 
any other character in this situation, but that doesn't mean you can't make 
Iron Fist take advantage. The simplest juggle 15 to catch your adversaries as: 
they fall with «& £2 (Н) Dual Palm, than cancel to Volcanic Roar. For a little 
more flavor, see Combo VIII. 


Rising Fang: Iron Fist rockets with a kick at head level across most of 
tha playing field. The actual kick is active for only about the length of 
a dash and a half; you can't use this to hit sameane who's far away, 
even though Iron Fist might make it to them. On hit, this causas a 
wall bounce and allows for further juggling. If your adversary blacks 
and Iron Fist doesn't manage to pass through or over them, he's 
highly punishable: if he somehow manages to soar past them, he's 


Crescent Heel. This overhead axe kick is Iron 
Fist's only OTG-capable move, and it is also his 
only overhead attack besides air basic attacks. 
It's a little slower to strike than Dragon Tail 
and is much less safe if guarded, so take the 
same contingency measures when it's blacked: 
cancel to Lotus Fist for safety, Dragon Tail 

to follow the high hit with a low strike, Wall 

of K'un-Lun as the third and final Rekka to 
fish for a super armor hit and wall bounce, or 
Chi activation to change gears. Using Chi activations point-blank when your Rekkas are 
guarded becomes more appealing for moves other than Lotus Whip or Dragon Tail, which 
recover quickly; avery other Rekka move has notable, very punishable recovery. 


As with Dragon Tail, the speed means that it's most appropriate to use when your opponent 
is pinned by one of your assists. This allows you to get close and open with either Dragon 
Tail or Crescent Heel, without worrying about advancing guard pushing Iron Fist away if you 
open up with one of Iron Fist's basic attacks or other Rekka moves. Cancel into Lotus Whip 
regardless; if Crescent Heel succeeded in cracking your competitor's guard, the Lotus Whip 
hit gives you time to confirm and cancel to Dragon's Touch. (See Combo V.) 


Dragon Tail is also used to OTG enemies: although it's very hard, you have time to dash 
forward and perform for an OTG after any Iron Fist thraw. You can 

also go for OTG Crescent Heel Be any flying screen air combo, after causing a hard 
knockdown with Dragon's Touch (against an airborne target) or Surging Fist (always 
applicable). For consistency after you OTG with Crescent Heel midscrean, you Il usually 
want to cancel to Lotus Whip and then Surging Fist, which puts tha toe right back down. 

In corners, you'll want to OTG with Crescent Heel to Surging Fist to Dragon's Touch, which 
also ends in another hard knockdown. 








Like Wall of K'un-Lun, this attack is only possible as the third stage in 

a Rekka sequence. This is virtually Iron Fist’s only mobile move at all, but using it requires canceling from other Rekka 
moves first, meaning that ils use must be more prem aditated rather than on a whim. The fastest way to execute it for 
its own sake is to perform Dragon's Touch to Dragon Tail to Rising Fang. The combined startup of each Rekka means 
that Rising Fang's true startup is about 43 frames. Just before performing Rising Fang to move in, call an assist that 
occupies lateral space for a while, like Captain America—Qi, Rocket Raccoon—ct, or Sentinel—ov, This prevents your 
challenger from simply hitting Iron Fist, allowing Iron Fist to close the distance from fullscreen. 


During active frames, Rising Fang obliterates any low priority projectiles and keaps going. If Rising Fang encounters a 
medium priority projectile, like Arthur's Golden Armor Lance or M.0.D.0.K.'s Balloon Bomb, both Rising Fang and the 
projectile nullify each other, though Iron Fist continues toward his destination as normal. 


tlh ad 


ES 244. ай рма " Frames 1-11 invincible, last hit wall bounces fos, can be |8 
DD | 10-20 | 293.300 | 95 | mashed a d сах oe 


Volcanic Roar. Volcanic Roar is Ігоп FISUS main combo 
finisher. The intense e column created around Iron Fist perm 


‘ур алу. б. the ПКО Ке ҮП that преп tot 
‘around, but by the very nature of this hyp "combo (close 
range, intended to end combos and juggles), this doesn’ t 

| Provide extra utility. | 


УУРУ $ Prey. Iron. Ret level 3 hyper c ombo is a single- 


Du close range 1 trikes in a circ! i" 


Bn ON 


hypers: ending a long combo with 400, m points of unsealed damage, as: 
going to send a character to dirt with Dragon's Prey, use one (or perhap 
to end the combo instead, for far better efficiency. 


For many characters, their 17.3 hyp er combo se VES as their bast rever ; 
periods; this isn't as important to Iron Fist because he a iready. has 1го 
faster, has much more range, costs less hyper meter, and leads to m 
Will, which involves Iron Rage as а reversal into Volcanic Roar a 

from farther away, while dealing more damaqe, and costing | less 
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«n + @® and the super armor on Chi сап be 
used to negate the opposing character's projecties, 
preventing them from building meter or chipping 
iron Fist while buying you time fo find an angle to 
move in. 


With the right cover, you can use Rising Fang lû 
easily achieve close range. 


The Iron Fist player has two simple but unavoidable challenges ta overcome in most matchups. 
From faraway, you must find a way to thread the needle around the opposing team's zoning 
strategy. Once that's accomplished, you must then find a way around advancing guard up close, 
And that's it, in a nutshell—that's what Iron Fist is meant to do. His simplicity approaches zen for 
a character in an MvC title, no? 


First things first: moving in. The only concession to non-universal movement possessed by Iron 
Fist apart irom Rising Fang and Iron Rage is his wall jump, which can only be done by normal 
jumping backward against the screen edge. Useful if you happen to be near a corner already with 
your rival nearby, but not as much when they're at fullscreen distance, hurling every projectile and 
assist they have between them and Iron Fist. 


Iron Fist has a fast wavedash, but his dashing posture Is a little unfortunate—he's one of the 
"widest" characters while dashing, so dashing can sometimes get you into trouble because 

lron Fist becomes more vulnerable to cross-ups and projectiles than characters with smaller 
wavedashing profiles. And, with the exceptions of standing (М) / Û} and crouching @ , his 
attacks from a dash have meager range, forcing you to have him dash in completely flush with 
his foe if you want to use a standard hit confirm opener like crouching x2. This may only take 
two or three frames longer than attacking earlier in the dash, but that's still plenty of time for an 
opponent's attack/throw to beat Iron Fist to the proverbial punch. 


Jumping or super jumping forward is an option, but as with most characters, this has a high 
element of risk. Opponents may simply move out from under а super jump and just reset their 
positioning, or they may actively go for an air throw, which tends to be difficult to avoid because 
Iron Fist has no air mobility options—basic attacks only. When you do have him take to the air, be 
ready to fall on adversaries with air» + J , so you have the opportunity for a jump-in attack, 
a Cross-up, Or an air throw. Mota that by dashing forward just before jumping forward, you can 
transfer some of the momentum from Iron Fist's ground dash to his forward jump, which causes 
а noticeable and useful improvement on his jumping distance. 


You simply have to be patient and move around your competitor's ranged threats and assists by 
using basic movement, You can bat aside incoming projectiles with <î + (B) Dual Palm or by 
timing the super armor of Chi activations to absorb projectiles. If you have an assist to back the 
attempt up, you can also use Rising Fang to move in much more easily fram fullscreen! Call your 
assist. whiff Dragon's Touch into Dragon Tail, then cancel to Rising Fang to accomplish this in 
tha quickest way possible. If there happen to be projectiles in the way, the Rising Fang kick can 
lake care of them. Make sure Chi M is active first if you'd like a little extra security blanket (the 
security Blanket of K'un-Lun?), and remember that trying this without an assist backing up Iron 
Fist is suicide. 


Fighting aggressive opponents won't be a problem; they'll come to you, Against zoning 
characters, you'll just have to dodge their projectiles while forging a way in, Adversaries may also 
engage in outright runaway, however. The alpha example is Trish, who can airdash, fly, and set 
traps and fire projectiles all from super jump height, where Iran Fist is least threatening, Against 
characters who try to spend time up there, looking to stall against Iron Fist, remember that his 
Volcanic Roar hyper combo extends all the way to the ceiling—have him wavedash under the 
flying or running foe and activate Volcanic Roar to punish their cowardice. Against rivals trying 
їо jump away at normal jump height, keep Iron Fist's air throw firmly in mind. He's no Magneto 
tor landing it—he has to play more like She-Hulk—hut Iron Fist has one of the most damaging 
combos off an air throw (nr a ground throw, for that matter) in the game, After any throw, OTG 
with Crescent Heal as soon as possible to start a combo that deals over 600,000 damage! (See 
Combo Vil.) 


Once you're in close, your approach should be dictated by Iron Fist's position. In the case of using 
Rising Fang while covered by an assist to bully your way in, you'll usually end up with Iron Fist 

on the other side of his rival while they're forced to guard the end of the assist from behind. This 
presents an ideal opportunity to strike with either Dragon Tail or Crescent Heel, for either a low 

or high hit. 


If you pushed your way into close range by patiently moving Iron Fist forward, your opponent 
won't necessarily already be pinned with an assist. In this case, Crescent Heel and Dragon Tail 
both make poor openers. Instead, make Iron Fist dash toward the ad versary while poking with 
basic attacks chains. If you are close enough to have him dash all the way into point-blank range, 
open up with standing or crouching @ x2. Iro Fists light attacks have poor range by design, so 


if you're too far for that, dash in with standing ЧМ), (д) instead. 


After either basic attack double-tap, you'll have time to verify the result. A hit in either case can lead 
directly into Combo 1, Il, or Ill. If light attacks are guarded, Iron Fist remains positioned right next to 
the opposing character, but you shouldn't just keep right on chaining blocked basic attacks because 
that only insures that Iron Fist is going to get pushed away with advancing guard. Ga fora throw, 

or pause and go for crouching @ x2 again, which can counterhit your opponent's attempts to 

take back momentum with their own close-range pokes. You need to frequently stagger light basic 
attacks when rushing up close for this exact purpose; between delayed chain attacks and Rekka 
specials, Chi activations, and the threat of random/reactionary Iron Rage, you want your competitor 











Gäil an assist and jump cancel over your target for 
а CIOSS-Up opportunity. 


When you chain to blocked Cc» + ( ... 


discouraged from both using advancing guard and trying to counter poke Iron Fist. They should 
basically be taught not to press buttons when you are pressuring them with Iron Fist. The solution to 
Iron Fist is to keep him away; not to try beating him at his own game! 


In the case of having dash-in standing (V) , O guarded, chain to crouching @} 5> + (D, 
then jump cancel. You want to work in sweeps to your blockstrings to dissuade opponents from 
just holding up-back once they block Iron Fist's opening strike; if they do this, hoping to jump 
away as soon as possible, the sweep catches them, and E + (D) Quick Kick successfully 
combos. On hit or block, the jump cancel after Quick Kick allows for follow-ups; an hit, strike with 
air @ at the peak of Iron Fist's jump, then wait as long as possible before juggling with air Ө 
on the way dawn. Upon landing, if you spaced this correctly, standing calches the target for 
continued juggling. If Quick Kick is guarded, the forward jump cancel puts Iron Fist right over their 
heads, Call your pinning assist during Quick Kick, then either cross up with air } or empty jump 
to the other sida with no attack and land, then go for sweep or Dragon Tail. These low attacks are 
normally way, way too slow to work after an empty jump, which is why you must call an assist 
that occupies the adversary from behind. If your opponent uses advancing guard against Quick 
Kick, this prevents the cross-up attempt, but the jump cancel at least allows Iron Fist to regain 
some of tha lost space. 


Without a decent pinning assist to facilitate jumping over his challenger after guarded Quick Kick 
(or after fullscreen Rising Fang), Iron Fist is really susceptible ta being pushblocked, so you'll 
have to use staggered attacks, (B ticks into throw altempts, and occasional point-blank 
Chi activations (fishing for a move you can absorb before canceling to Iron Rage) to discourage 
advancing guard. Delayed chains and super armor moves can work against advancing quard 
simply because advancing guard use requires the opponent to push two attack buttons: if you 
bait them into trying this when you aren't actually attacking, they'll produce a point-blank 

or) attack instead (or a dash; whoops!), which almost ce rtainly loses out to a delayed chain 
combo starting with (5. strongly resist the temptation to use Rekka sequences as hlockstrings 
on purpose, unless you've already conditioned your competitor to be tarrified of trying to 

use advancing guard. In this case, mixing in Dragon Tail or Crescent Heel into blocked Rekka 
sequences becomes valuable. But if you just dash in, perform a chain combo, then pertarm a 
Rekka sequence hoping for the best, you're just going to give up the ground you gained by being 
pushblocked nina times aut of ten. 


Once your opponent is conditioned against spamming advancing guard every time they block, 

+ (2) Dual Palm starts to really shine, This attack, normally used to punch projectiles into 
dust from long range, leaves Iron Fist at +2 even if guarded, and it daesn't push him away from 
the opposing character whatsoever. This gives you an alternative to ending chains with Quick Kick 
into à jump cancel; you can end chains with delayed Dual Palm and stay on the same side, ready 
to immediately go for (B attacks ora throw, If the delayed Dual Palm manages to coax your 
adversary into getting hit, you have ages to verify the hit and chain to Ө for a launcher, or to 
cancel into Rekkas for a ground combo. 





... allowing a staggered attack io countenhiit 


fran Fist daesm have am delaulf opening low atlack 
like mosi characters, so opening enemies up requires 
delayed chain cancels, wich may coerce epponents 
fo hil buttons prematurely... 


Iron Fist is particularly intriguing as an X-Factor anchor, As both teams dwindle down to their last 
one or two members, the opponent naturally loses some of their ranged capability and stability; 

If it happens to end up in a one-on-one fight, their ability to Keep Iran Fist out is effectively 
eliminated. Meanwhile, Iron Fist is actually an above-average character in terms of vitality, and 
Chi M only enhances that. He is perfectly suited to a last-man-standing, down-and-dirty brawl, 
especially considering the brinksmanship you can levy in activating X-Factor in the first placa. 


For example, although Rising Fang executed from fullscreen without an assist covering it is folly, 
If you have X-Factor left, you can actually turn this into a brutal, virtually unguardable cross-up. 
Whiff Dragon's Touch to Dragon Tail fullscreen, cancel to Rising Fang, then activate X-Factor 

in the air just as Iron Fist is passing right over the opposing character's head. Iron Fist ends up 
falling straight down right over the foe, and airG + @) performed here can both function as 
an air throw if they jump or a cross-up if they don't. Rising Fang travels so fast laterally that it's 
difficult to aven pick which side Iron Fist ands up on consistantly, and if you don't know which 
side you'll be on, your competitor sure doesn't. Of course, a successful cross-up air @ hit just 
after activating higher levels of X-Factor should lead to a dusted opposing character, guaranteed. 
(See Combo IX.) 


In Iron Rage, Iron Fist has another perfect means of activating X-Factor. Simply put, just gat 
close to the target and "randomly" perform Iron Rage when you have a feeling they'll try ta do 
something. If it hits, fantastic: keep the combo going after the wall bounce (Combo VIII) and save 
your X-Factor; if your foe blocks, X-Factor cancel during the last hit to keep Iron Fist fram getting 
punished severely. 
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EM ST. 0, ®, ә o @=> фм о O28 4420 O => ә ума о (0), © => FORWARD SUPER JUMP, AIR ©, 0, 

EE @, ©, LAND, FORWARD DASH, $ # + > O ОТО с> V w- o Dex» «a e o ex V w с CS (MASH €) 
E 3: { 743,200 damage, 4% meter loss 

^ 5 vee Iron Fist combos are easier than they might look at first, but you have to be careful. It's easy to accidentally get Chi activations instead of Rekka specials If youre not controlled with your 
a 2 motions: it's also easy ta cause Chi activation instead of a Rekka after ДИЯ. D inserta brief pause after 5? (H) and be sure to lel the controller register a neutral input before you 

E E = perform ¥ З to avoid the game reading the whole thing as => $ ™ ; the same advice holds true when performing Rekkas back-to-back. Don't mash ош V № > inputs the way 
US А ae one might with Rolente, Fei-Long, or Yang (which just guarantees an accidental Chi activation); instead, perform Rekkas deliberately with an intentional, subtle gap between the motion at 

Ee each. Master staying calm with these combos so you won't spazz out and mess up when you actually start one up in the heat of battle. Once you re solid on actually executing Rekkas tn the 

- v) proper places without causing errant Chi activations, it's just a matter of going through the motions confidently and nimbly. 


| You may add crouching or standing (L) x 2 to the beginning of this combo to increase its offensive flexibility. This lowers the max damage to 661 200, hut if your opponent is guarding, the 
2 remainder of the combo can be halted after these light attacks have been blocked, which keeps Iron Fist directly next to his opponent and ready to fish for a hit some other Way. 
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6Т.@,(@,+ 2 O= HOGS 4495 OF >» ф щ O $Т. (Н), CR. (), 9 « Acl 
FORWARD JUMP, LATE AIR (9), DELAYED (S, LAND, ST. 0, (B, € © (s^ p r € o OSD > 
Vw (9, FORWARD DASH, $ # = > O ОТС > pue c (He фм 
OR {+ аә co @@ (MASH@), = o (Н) >» ч 2 (MASH у 
165,400-908,400 damage, 47% meter gain or 43% meter loss (both variations are self-sufficient for the first hyper combo 
used) 


This devastating combo in all its glory carries your adversary from опе end of the screen to another, cornering them instantly trom any position. It also builds roughly опе and a half bars 
of meter on its own, meaning that you only need to start with about half a meter in order to land the second max-damage variation, following up Iran Rage with Volcanic Roar, Though this 
combo does cause a wide variety of hit and juggle states, you can lead in with a jump attack instead without hitstun dacay affecting it. 


Opening with crouching x 2 increases flexibility, but it lowers max damage to 835,200. 
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FORWARD JUMP, LATE AIR (9, DELAYED (S), LAND, ST. 9, (8, € o QSD # * € o (Des V w- (Des 
Vw с (Н) FORWARD DASH, ¥ ж = = @ ОТО (e © We> Vat — о (5), BACK OUT OF THE CORNER, 
e: A05 tee с OSs Vw o COS фм c O = - & wo 6 (MASH &) 


745,700 damage, 103% meter gain (self sufficient for Volcanic Roar ender) 


This slight deviation from Combo Il is designed to build as much meter as possible. Even alter canceling into Volcanic Roar, you'll stil! have one entire bar of hyper meter left over! This is 
the perfect combo to go far when you want to THG into another teammate for huge damage, 
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FORWARD DASH, & £ « o O OTG=> фат o (exo ¥ щ > o O => [> # w 9 CO (MASH C9] OR 
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763,700~907,400 damage, 34% meter gain or 60% meter loss 


This-is Iron Fists most damaging low combo option, but the opening attack is fairly slow and unwieldy. Pin your opponent with an assist first for max effectiveness. You can't cancel 
аә 0 Dinos toc in this situation; but you don't need to. There's enough time to buff up with Chi after Dragon's Touch recovers and Still fit the targat 


When * M. «4 s» (B) + <> 5 j guard you can cancel into either friet or M «m oy CD to stage a basic low/high mix-up. A successful hil in either case 
can be hit confirmed dt. МЫ АЕ amare) hut Iran Fist is left vulnerable if your foe blocks. When in doubt, stop at м SEE when guarded. 
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701,700 damage, 37% meter loss 





(MUST BE WITHIN 34 OF PLAYING FIELD DISTANCE TO CORNER OR CLOSER) CR. (9, + 2 © FORWARD JUMP, 
LATE AIR (9, DELAYED ©, LAND, ST. 9, ST. (0, € о @= 4 / 4 с OF фм ә (DEL 432), 
FORWARD DASH, ў # «= > © ОТБ es^ tae o (Hes 445 5 Os (eeu ос 69 (MASH 6&3) OR 

MA > > OD (MASH@), = ù Q= ә а с CA (MASH Л 


667,400~811,200 damage, 22~106% meter loss 


The positioning requirement is minimal; for this combo to fail, Iron Fist has to be cornered, or nearly cornered at the beginning, to be too far for the ОТС follow-up. If you think he is too far 


from his competitor, cancel ће first ‘ = 5 (Н) into} За => e» Gram 


‚ then proceed with the remainder of the combo from there. 


FRONT OR BACK THROW OR FRONT AIR THROW, ¥ # + 2 Q > ea + о Оет V ww с (ЮЕ 
+ ч > = @@ (MASH @), FORWARD DASH, CR. 9,» o OD фм 3 Oe фу 4 о Me ә ра об) 


=> ow > OA (MASH ©) 
643,900 damage, 142% meter loss 


From the air throw, simply land and perform + at © © @ to start the combo. From the ground throw, you must input a dash with a5 soon as you fe able, and then 


tredi 


immediately after. This must all be done in one smooth motion as fast as possible, or else you'll miss. 


Vw © @@ (MASH @), WAVEDASH FORWARD TWICE, ST. © O + © ® $e os Vw (DE 


974,200 damage, 137% meter loss 


Here's а combo starting off of the invincible Iron Rage hyper combo. You should primarily use this one to punish projectiles ar to intimidate opponents up close, THU to a safe hyper combo 


i Iron Rage is guarded. 


ST. 0,0, 9 o (Юе & wu о OF tweecq eo oh щ cs O=> R4.ST. (Н), CR. (B), > сз (H) 5 
* 


FORWARD JUMP, LATE AIR (Н), DELAYED ©, LAND, ST. O, + = H) ==> 
+ ъч o (н), FORWARD DASH, ¥ м + с DOG ED te « o Me V 


ge o (LOE yo => 
и « > ©, BACK OUT OF THE CORNER, 


+0 Me tr о OF +42 о Os Fa о © 


1,116,900~1,204,500 damage, 215~310% meter gain 


This is a no-meter X-Factor combo where Chi L is stacked with the X-Factor damage boost for devastating results. If you're in X-Factor level 1 and vou're certain the last hit Will not KO. 


your rival, hyper cancel the very last command ino $ w <> 


In addition to restraining yourself from using Rekkas until the deck is already stacked in your 

favor, don't make a habit out of dashing in with a naked launcher, even though it is a low attack 

and consequently works at least occasionally. That's because Iran Fist is left at a punishable 
disadvantage when his foes guard ЄЎ, and guarded launchers can't be canceled into anything else 
as a contingency plan. If your challenger has an attack that's active in 5 frames or less, ar if they just 
feel like throwing you, you're going to eat it. Instead, when you want to threaten low right off the 

bat, dash in with the tip of crouching O , chain tor» + (D Quick Kick, then jump cancel Quick 
Kick. There's no hit confirmation involved; just do it. Crouching © and Quick Kick are both just 45 
vulnerable when guarded as © , but you're skipping over that by jump canceling. 


Il your competitor happens ta block and use advancing guard against crouching D ‚гоп Fist 

gets pushed back out, but advancing guard against all but the slowest single attacks is a fluke and 
should not discourage you—an adversary pushblocking against single attacks is a target who is ripe 
Tor walking right into your delayed chain frame traps. Tha more they're doing this, the more often 
they'll mash ll inputs for advancing guard when you're either not doing anything or intentionally 
delaying attacks fishing for a counterhit. When you do get pushed out, accept that the situation is 
reset and cancel your whiffed > + (D into a Chi power-up, than go about patiently looking for a 
way inside again. 


If they happen to block crouching @ and then use advancing guard on reaction to Quick Kick, at 
least you remain safe and сап have Iran Fist gain back a little bit of ground with the forward jump 
cancel. If they don't use advancing guard at all, your forward jump creates the perfect oross-up 
shot—call an assist during the jump cancel, then fall on the other side of them with air @ | 


‚ At X-Factor level 2 and 3, replace * $ м c 
levels is usually unnecessary, and you should focus on netting additional hyper combo meter instead. 


CL) with ee V MO (Н); any further damage boosts at those 


Air @ can be performed extremely late and 
still hit overhead as a cross-up before Iron 
Fist lands. 


In situations where your opponent is still 
managing to quard properly even after the 
сгоѕѕ-ир, your options get better depending 
on whether you did indeed pin them with an 
assist from the back before jumping over them, Assists called from the first side like Dante—tt, 
Chun-Li—"y, Phoenix Wrig ht—B, Sentingl—4Q, and Rocket Raccoon—cy can turn your prey into 
à brief captive audience, with Iran Fist on one side of the opposing character, and his assist on the 
other. This is the ideal time to mix your opponent up between cross-up air Û or an empty jump 
over them, followed by either a naked Dragon Tail or Crescent Heel, These are Iran Fist's two most 
important "Rekka" attacks. \7 22 «m + (B Tail hits low, while? [2 «m + (M) Heel hits high, 
and there is not enough time for humans to consistently tall the difference between them on short 
notice, especially while their character is pinned from behind by спе of Iron Fist's partners, 


Similar fo Doctor Strange, iron Fist's lack of quick 
low aliacks forces a player lo get creative in onder ta 
give an opponent а reason fo block low. 


While challengers won't be able to react consistently by blocking either Dragon Tail or Crescent Heel 
correctly, these attacks aren't as fast as they look, and Iron Fist can easily be hit or thrown out of 
the startup periods at close range. That's why pinning with an assist first is so important to making 
this mix-up truly work. Just trying to dash in with \7 22 <3 + (B. (ora launcher) won't get you 
anywhere... but then, that's what dashing in with crouching (D с> + (D is ior! 
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ALTERNATE COSTUMES 





Vitality | BEEN 800,000 3 
Chain Combo Archetype 


X-Factor Boost | Damage speed 


Level 1 (3 teammates remaining) 3 110% 
i 


Level 2 [2 teammates remaining) : 120% 






Level 3 (1 teammate remaining) 














Standing 288 


ORAT UA Advantage if 


| Screen [Command ШШ) [ЕНШЕ Meter Gain Startup Active | Recovery n Hit Guarded Notes 


Standing | | 95000 





-Crouching Basic Attacks 
Advantage Advantage if 


Screen | Command Hits Damage. arene Startup Active | Recovery on Hil Guarded Notes E 


rwr | m EEE EE) Т 
EE ESEN тн: 





"Ground Special A ftaek—launeher 


; — - 
Screen | Command Hits | Damage || Meter Gain (Startup Active || Recovery an Hit Guarded Noles 


Mni з | Launcher, not special- or hyper combo- 
Ө (while standing or 100,000 800 15 26 = ae EE pee 
crouching) __ | ч | Cancelapie | 








Air. Basit Attacks 
Advantage Advantage il 


| Screen | Command Hils osten] Meter Gain | Startup | Activa | Recovery on Hil Cüarded Notes 











440 5 
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+20) 





Air Special Attacks—Flying Screen and Air Exchange SE 
е 


1! 
Air (S) causes a hard knockdown when used in a launcher combo (this 15 sometimes called flying screen). When used outside of a launcher combo, аг) behaves mostly like another = 
basic attack. Air exchange attacks, performed by inputting a direction plus (S) „аге only passible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


‘Mater | Advantage Advantage м. 
screen Command Hils Damas, Gain [ey] Active Recover on Mit ЧЕНЕП Noles 


Causes hard knockdown if used in launcher combo, 
overhead atlack 


Tags in next available ally while lotting opponent 
upward 


Tags in next available ally while causing wall bounce, 
steals 1 hyper meter from foe 


Tags in next available ally white causing ground 
bounce, generates 1 hyper meter 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties It's usually possible to chain Info a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves: 











Meter 
Gain 


startup | Active | Recovery | Advantage scares i Noles 


Screen Name | Command Hits Damage 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, опе way or another. 


| Screen | Command Hits Damage || Mater Gain sate Active || Noles 






A0 000 1 | Hard knockdown 
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Gravimetric 
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Beam durability: 3 frames x 3 low priority 
durability points, lasts for 180 frames 











Nova has three useful crossover assists that can suit any team configuration, Мома ог Gravimetric Pulse creates an energy shield that stays on screen far 180 frames; The díawback ta. 
this crossover assist is that it automatically depletes any red vitality Nova might have while on the sidelines. Nova— B Centurion Rush is onê ol the few overhead crossover assists inthe 
game and is useful for any character's offense, Nova—‘y Nova Strike is a quick attack that Wall bounces and is useful for cambos: However, Nova Strike has no projectile immunity: Nova 
can be interrupted hy any projectiles during the attack. 


SERBS Baek 
EEE EN 


| On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 









————————————————— — — 


pU 


M EDT ШЕ V a с> + (5 ü 90,000 CJCEJEERENER Projectile i 5 low priority durabilily Ee 


Gravimetric Pulse L | Depletes Nova's red life, beam durability: 3 
ү ШК, ae 1200 | frames х 5 low priority durability points 

an 200,000 red life) | | | 
Gravimetric Pulse s Depletes Nova's red life, beam durability: 5 
lh 00 a o il “л, 2000 frames x 5 low priority durability points 
ваз red life 
Er peces RIE ES rs EDU 
тг PulseM | i Depletes Nova's red life, beam durability: 3 
(in air OK) (with less 135400 | 1200 frames x 5 low priority durability points 
than 200,000 red life) | ` - 


Gravimetric Pulse M | i 7 По Nova's red life, beam durability: 5 
a e ya n | ы UE [Үт : À iframes x 5 low priority durability points 
eas red life 


| +1 
Gravimetric Pulse Н | 34.800 йз | Beam durability: 3 frames x 3 low priority 
| (їп air OK) ч? durability points, lasts 180 frames 
ЖОЕТ | | Denisles Nova's red lite, beam durability: 4 
Gravimetric Pulse H E i: frames x 3 low priority durability points, lasts 
NUS BRL UMS ч 120,300 180 frames, allows placement of a second 
am A MUS weaker Gravimetric Pulse H 
REN. БЕ E Depletes Nova's red life, beam durability: 5 
ШАЙ HER H | z frames x 3 low priority durability points, lasts 
(n air ОК) (with S Jv db. | 143,200 | 1400 300 frames, allows placement of second weaker | 
| E а eK) mie Pulse H 


Centurion Rush L >v TA + Ө a 20,000 те 42 | b | oTG-capable low attack, Knocks down 
Overhead altack, ground bounces airborne 
ee adversaries | 
@ ШК 2| 280 хе 0(15)6 EN Launcher, frames 22-46 super armor 
| + 80,000 | +640 | 
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c beer] ne SEER ee 
Nova ae M 
Eu" oraa ЕЕ Т? ГЕЗ 


үче ==. TU 
(in air OK) 


110,000 


Кага DEES EN EE 
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air, as well. 


pe p pem 
qe 16 (air: i ка: (air: -12) Erin wall bounces airbarna 


| = | Lasts 110 frames 


OTG-capable, projectile has 5 low priority 
durability paints 





Gravimetric Pulse L & M: With this move, Nova fires a close range blast of energy. 
Gravimetric Pulse L fires forward and can ba used in cambos. Gravimetric Pulse M fires 
upwards at an angle, but the timing to use it as an anti-air is strict. Both versions cause 
a soft knockdown when connecting with an aerial opponent. The blast is equipped with 5 
low durability points and can stap incoming projectiles. You can use these attacks in the 


Gravimetric Pulse L and M are augmented depending on the amount of red vitality Nova has. 
Any amount of red health between none and 200,000 powers Gravimetric Pulse up by one level, 
increasing its hitstun and damage. Any amount 200,000 and over power this attack up by two 
levels, resulting in a dramatic change in hitstun and damage, as well as a soft knockdown on 


au теи, Remember that these attacks wall bounce , ERU on an E adversary naar the corner. Powered up Gravimetric Pulses have a larger hitbox, as well. 





Gravimetric Pulse H: Gravimetric Pulse 

H is different than the weaker versions in 
that it deploys a shield of energy on the 
screen that stays stationary for 180 frames 
before disappearing. This shield damages 
opponents who come into contact with it, 
causing it to disappear after three hits. The 
shield is equipped with 3 low durability 
points to absorb opposing projectiles with. 


Having a Gravimetric Pulse shield on the 


screen limits your adversary's advances on the ground. This can be especially difficult for melee-oriented characters who do not have a projectile to dissipate the energy shield. Once it's 
on the screen, opponents must either deal with it or avoid it completely, and either option leaves them at a disadvantage. 


Using Gravimetric Pulse Н depletes any red vitality Nova has. Having any amount of red vitality below 200,000 increases the size and durability of the energy shield. If Nova has 
over 200,000 points of red vitality, the energy shield becomes larger, its durability is strengthened, and its duration is increased to 300 frames. In addition, it is possible to have two 
Gravimetric Pulse shields on the screen at once, as long as they are of differing levels. After depleting Nova's red vitality with Gravimetric Pulse H, you can perform another one right after 


it for even more space control. 





Centurion Rush. Centurion Rush L is a 
slide attack that is OTG-capable and must 
be guarded low. If connected at any range 
besides point-blank, Centurion Rush 

can be followed with basic attacks for a 
combo. In combos where a ground bounce 
has already been used, you can perform 
Centurion Rush L canceled into Super Nova 
on a grounded foe for extra damage. 


Centurion Rush M sends Nova flying down 


al an angle for an overhead attack. ‘Nova | is unable to combo basic attacks if REA but it leaves him i in a position to start an offense or attempt to throw. This attack is relatively safe if 
Quarded on the ground, but it is easily punishable if your competitor jumps at the last moment to guard the dive in the air. You can use this altack safely with a crossover assist covering. 
if connected on an aerial opponent, Centurion Rush M causes a ground bounce that you can follow with a combo. It also has the unique property of infinite ground bounces, which you 
can utiliza as a 100% damage combo in X-Factor. Consult the Combo Appendix for more details. 


Centurion Rush H causes Nova to perform a shoulder charge into a launcher attack, which can be super jump canceled into an air combo. Centurion Rush H has super armor for 24 
frames during the charge and absorbs any attacks that manage to get past its high priority. Even though no hitstun will be incurred, Nova still takes damage from absorbed attacks. You 
can use Centurion Rush H to blow through enemy attacks and projectiles to start a damaging combo. This attack is extremely unsafe if guarded, so using a crossover assist to cover is ideal. 


Nova 
Strike: 
Nova 
charges 
toward the 
opposing 
character 
witha 
punch. 
Nova Strike 
COVErs а 
wide horizontal area, and you can use the move in the air, 
а5 well. Nova Strike L travels half a screen's length and 
causes a soft knockdown. Nova Strike M reaches near 

the end of the screen, causing a wall bounce. Nova Strike 
H travels the entire distance of the screen and causes a 
crumple if connected. Nova Strike H also can wall bounce 
an aerial opponent, making it possible to connect two 
consecutively to start a combo. All versions of Nova Strike 
are extremely unsafe, so only use Nova Strike if you are 
certain it is going to connect, or if you have a lang range 
crossover assist covering you. 








Flight. 
Mova's 
flight lasts 
for 110 
frames. 
While Nova 
is in flight, 
you can 
perform an 
unlimited 
amount 
of airdashes during the duration of flight. If performed on 
the ground with a tiger knee motion, Nova floats much 
lower than if you had performed the move regularly off the 
ground. If used near your pull lB you can set up a quick 
overhead attack with + Өгө, Ө, 

D esse чу /2< + C). After Nova lands, you may 
continue the combo with crouching @. 





Energy 
Javelin 
Nova 
launches a 
javelin into 
the sky, 
far above 
super jump 
height. 

It then 
homes in 
on the opponent's position and causes a ground bounce if 
connected on an aerial adversary. The javelin disappears if 
Nova is attacked during its flight. 


Energy Javalin's tracking is fairly accurate and is especially 
useful for dealing with competitors who like to rain 
projectiles from the sky. If you are sure the projectile can 
tag an aerial opponent, follow the ground bounce with 
Gravimetric Blaster or Nova Strike H. The javelin is able to 
reach targets at fullscreen, as well, making up for Nova's 
lack of a "real" projectile. Several Energy Javelins thrown 
behind a Gravimetric Pulse H shield can be extremely 
annoying for opposing players to deal with! 
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Hyper Combos 


Gravimetric Blaster 
lin air ОЁ] 
Gravimetric Blaster 
(in air OK) (with less 
ihan 200,000 red 11е) 
Gravimetric Blaster (in 
air OK) (with at least 
200,000 red life) 


Super Nova (in-air OK) 


217.800- | 
261700 | 


261,700- 
313,900 


319,800- 
384,200 


237 000- 
283,000 


29 pr until 
grounded 


53 or until | 


grounded 


Сап be mashed for extra damage, knocks 


down, beam durability: 25 frames x 1 high 


| priority durability points 
Depletes Nova's red life, can be mashed for 
extra damage, knocks down, beam durability: 


25 frames x 2 high priority durability points 
Depletes Nova's red life, can ba mashed for 
extra damage, knocks down, beam durability: 


| 25 frames x 3 high priority durability points 


Can be mashed for extra damage, knocks 
down, beam durability: 40 frames x 3 high 
priority durability points 

Can direct additional attacks by pressing a 
direction 


Gravimetric Blaster, Nova fires a beam of energy at his opponent. Like Gravimetric Pulse, Gravimetric Blaster can be strengthened at the cost of Nova's red vitality. Performing this hyper 
combo with any amount of red life between none and 200,000 increases the blaster's size and strength. Sacrificing 200,000 red vitality or more yields an even stronger beam that fills up 
a large portion of the screen. This hyper combo is mashable for more damage. 


Gravimetric Blaster is difficult to punish if guarded because it pushes your competitor to a safe distance. However, a blaster not augmented by red vitality can be crouched under by the 
majority of the characters in the game, leaving Nova susceptible to heavy punishment. Your best bet is to use Gravimetric Blaster for combos or as fullscreen punishment for situations 
whare Nova Strike Н is too slow. You can use this hyper combo in the air, as well. 


Super Nova: With this 
atlack, Nova creates a 
sphere of energy, damaging 
all adversaries within its 
radius. This hyper combo 

is typically used to end 
combos, and it can be 
mashed tor extra damage. 
Since the damage from this 
hyper comba comes mostly 
from the number of hits tt 
produces, itis great when 
used to end long combos 
or to THC into. Super 

Nova has a long period ol 
recovery time, making it 


highly punishable: use it only in situations where it is guaranteed to hit! 


Human Rocket With 
Human Rocket, Nova 
rockets into opponents 

for big damage, You can 
control Human Rocket 
slightly by pressing any б) 
with whatever direction you 
wish Nova to rocket to next, 
for a total of three hits. It 
also is projectile-immune 
and can be used to blow 
through projectile-based 
hyper combos, but its 
startup time must be taken 
into consideration. Human 
Rocket takes a long time to 


recover, so use it only in combos or if vou are certain that it is going to connect, 
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Protect yourself fram frontal assaults with Gravimetric Pulse Н winie firing multiple Energy Javetins, Use a long range crossover assist to cover slower atlacks like Nova sirike H. 


Nova's main strength lies in his ability to dish out damage. Simple bread and butter combos can deal upwards of 600,000 damage with minimal effort, and these combos сап be started in 
several different ways. Learning to use long range crossover assists to cover the recovery of Nova's more powerful attacks is paramount to his offense. Given this, Nava is best placed first 
or second on a team so you сап make use of crossover assists to shield these attacks. 


At long range, you can take advantage of the tracking ability of Energy Javelin to harass your competitor. Cover yourself from ground advances with Gravimetric Pulse H, then throw Energy 
Javelins from fullscreen. This tactic is effective in that it forces the opposing player to make a move; if thay are content in sitting back during the javelin rain, add in a long range crossover 
assist to add damage to your assault. If your adversary tries a forward advance, energy shield and all, you can interrupt their attack with a well-timed crouching @ or Centurion Rush L. 
You can also use Centurion Rush H if your foe attempts to negate the shield with a projectile of their own. If your rival starts approaching from the air, this is a good chance to utilize Nova's 
air throw. All of Nova's throws can be followed with full combos from any location on the screen. Once an opponent's movement is made predictable with Nova's ground control, air throws 
become a viable tool in starting combos. See the Combo Appendix section for more details on how to combo off an air throw. 


While this technique is useful against melee-orianted characters, characters with the ability to destroy the energy shield easily are mare of a problem, In this case, try throwing only one 
or two javelins and reacting to whatever the opposing player does in retaliation. You can always cancel Energy Javelin into Gravimetric Blaster, so this can be an affective way to create an 
opportunity to connect it from a distance. If you see your fog readying a long range attack as a counter ta the Energy Javelins, immediately cancel into Gravimetric Blaster to keep them 
under control, A lang range crossaver assist can help a lot against long range fighters ta help set up the shield and javelins. 


When you are ready to go in for a K.O., Nova has several 
options in terms of approach. Even though Mova's mobility 
is highly versatile, it is somewhat slow compared to other 
flying characters such as Magneto or Storm. Many of 

his forward-moving airdashes and special attacks have 
startup frames, making it difficult to use them as а means 
of approach, As such, your best bet in approaching is to 
use a Crossover assist to cover advancing attacks such as 
crouching (V), Centurion Rush, and Nova Strike. An airdash 
forward canceled late air @® is also a great way in closing 
the gap between Nova and the opposing character, You can 
employ these attacks at mid to long range, so Nova doesn't 
necessarily need to be close to be a threat. 





The angle in which air) attacks makes it useful for square jumps. Use the priority af crouching WD te counter your adversary's offense 


Learning to use Nova's crouching (M) is key to doing damage. This attack launches Nova low to the around as a torpedo and must be guarded low. Nova extends his fist far outward, 

giving this attack great priority. Its speed and priority make it ideal for use at mid range. If it connects, you can continue into a full combo for huge damage. If guarded, you can cancel 

inta Gravimetric Pulse L, which isn't particularly easy to punish at -7 frames of advantage, Against more defensive competitors, crouching WD can be canceled into Nova Slam, performed 
with C» + (D. Nova Slam must be guarded high and is a good way of keeping foes on their toes with guarding. Mix this up with a delayed crouching Û tor a basic high-low mix-up 
game (delay the crouching lal to mimic the slight startup of Nova Slam). For rivals who are advancing quard-happy, cancel crouching ЧМ) into Gravimetric Pulse Н and either continue with 
offense or throw a few Energy Javelins. For the best results, use crouching (ub with a crossover assist that can help pin the opponent down for tighter mix-up opportunities. 


If vou manage to get close to the opposing character, 
standing O is your fastest basic attack to use, starting up 
in 5 frames. However, this attack is easily ducked by most 
characters, decreasing its usefulness. Another option is 
crouching (B which takes one frame longer to start. Unlike 
most characters, Nova's crouching (D can be guarded high, 
so your go-to low attack at close range is crouching im. 


; 
Up-close is a good position to sneak in a Nova Slam. Nova | 
Slam must be guarded high and can be used to start one ” 
of Nova's powerful combos. Keep in mind that Nova steps lod E — 
ene Wn ponforming tis MR. 19 ne does not have lO oya can convert throws into шде damage. Mix between crouching and G> + @ to cover both high and 
be at point-blank range to use it effectively. Once your target low guarding Iram your appanent. | i ; 
15 conditioned to blocking crouching (w, throw in a Nova 
olam for an unexpected overhead. 





You can use Nova's airdashes as a means to set up an offensive, as well. You can perform a square jump by quickly canceling Nova's forward airdash fram a normal jump with air GJ . The 
angle of air la is great for square jumping, and you can even use it as a deep cross-up if properly positioned. Nova's triangle jump is best performed with an airdash straight down, since 
his down-forward airdash has too much startup to be good for a triangle jump. A triangle jump (B isa quick overhead and also has a great angle for an air-to-ground attack. Nova does not 
have a quick low attack ta mix up with, so go for an empty triangle jump into a throw instead, 


Against a cornered competitor, mix up between crouching Ф, triangle jumps, square jumps, Nova Slam, and throws to lead into your high-damage combos. Deploying a Gravimetric Pulse Н 
energy shield against a cornered opponent limits their options further. Any attempts at advance guarding your offense can be countered with crouching @, Мома Strike, or Centurion Rush 
to move back in, ideally with the cover of a crossover assist. If you get a forward throw or air throw on a cornered attacker, the regular Centurion Rush (B отс can only be follawed with a 
hyper combo. For maximum damage, use Nova Slam to OTG instead, since it can be followed by basic attacks into a launcher, 
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| CR. ©, CR. Ө, © e» FORWARD SUPER JUMP, AIR @ => $ t + > ©, 9, 0, 9, ©, LAND, э = (Н), Ө => 
FORWARD SUPER JUMP, AIR (D, @, (H) => & e 3 O&> ЭК w o D (MASH ©) 
696,800 damage, 2% meter loss 

E "es у | After canceling (8) into a forward super jump, let your character glide closely to the opposing character before doing air (Н). Doing so makes certain that you'll be in range for the link 
59 ЗСУВ afterward. 

E а 
z- Ба ] | zn 

ES i. You may add crouching (E) to the beginning of this combo for flexibility at that loss of damage (which drops to 670,300) and low attack opening. If crouching (0), crouching Ul is 

1 E blocked, you can chain into + H) or crouching (Н) lo stage a basic high or low guessing game. 
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CR. ©, ST. Ө, © => FORWARD SUPER JUMP, AIR (B) => 4+ at « c Ө, 9 > V # - o» G, DELAYED (Н), LAND, 
FORWARD DASH, ST. &), Ө => FORWARD SUPER JUMP, AIR@ => & € «+ > ©, @, Ө, LAND, > = 9, Ө = 
FORWARD SUPER JUMP, AIR @ ج‎ фм c (MASH ) 


760,500 damage, 4% meter gain (or self sufficient for Super Nova ender) 


Due to hitstun decay, this combo does not work if it's started from a jump attack or crouching (0). To ensure that you сап still do most of the combo if you Start it with an air attack, 
remove the standing (9) done just after Nova lands from air (Н). Alter air (Н) E» фи < t (6) (Н) ==> фи m (5). fall a bit betore doing air(H). The later it hits, the 
easier it is ta do the dashing standing Ay. 





," > @,@=> FORWARD SUPER JUMP, AIR @ => фи + 2 ©, ARO => ¥ и e © ©, DELAYED (Н), LAND, 
FORWARD DASH, ST. ®©, © => FORWARD SUPER JUMP, AIRO => 4 # e 20, (9, O, LAND, + ¥ ù © 
+ d 2 (MASH Ө) 

754,000 damage, 26% meter loss 


This combo is similar to Combo Il but begins with the Nova Slam overhead. 





I. FRONT OR BACK THROW OR FRONT OR BACK AIR THROW, (FORWARD DASH} OR {FORWARD AIRDASH, LAND), | 
+ © ®, ST. ®, © => FORWARD SUPER JUMP, @ => ¥ + + ©, O, ©, LAND,  & ж 5 (Dex 
> ¥ ч < @® (MASH Ө) 


488,100 damage, 42% meter loss 


Off of a ground throw midscreen, you must dash and dos «2 (H) as quickly as possible. This is difficult; if vou can't do this consistently, you may opt to do > + ^ nn instead, 
which can be juggled after midscreen. After an air throw, you must airdash all the way to your adversary and land before doing = 52 (H). 





„ (AGAINST AN AIRBORNE OPPONENT) FORWARD JUMP, AIR ©, ©, DELAYED @, LAND, FORWARD JUMP, 
AIR O, 9, Ө, LAND, + = ®, Ө FORWARD SUPER JUMP, AIR (D, (D, (9 => >} 1 CT (MASH 9) 


667,900 damage, 0% meter loss (or self sufficient for Super Nova ender) 


Air (B) should be delayed slightly to make this combo easier. To make the combo easier, omit the first part and go straight into air О, H). (97 





‘|, CR. ©, ©, ST. &) => Be , CR. O, ST. ®©, © => FORWARD SUPER JUMP, AIR@ ==> & x < > ©, (Н) &^ 
фи + о (8, DELAYED @, LAND, FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR (9, (S), LAND, 
+ o @, © => FORWARD SUPER JUMP, AIR OQ => > ¥ a = @® (MASH ®) 


1,021,000~1,261,000 damage, 34~65% meter gain (or self sufficient for Super Nova ender) 


Here's a standard X-Factor combo that you can use as a guaranteed К.О. against your opponent. While some characters’ combos become difficult or different in X-Factor, Nova’s combos 
actually become easier due to his increased speed. 
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Ё | ith ir | п Canceling a forward абаз! at ine last possible monent 
Cancel a forward airdash with air @ io perform а садри fais the fie Si sean ae 


Square jump. 


Nova's different airdashes all accelerate at different speeds. Airdashing 
diagonally in any direction has a noticeable pause before accelerating, 

while airdashing straight up or down is instant. Alrdashing backward is quick 
enough to be useful as a method of escape. 


Most unique is Nova's forward airdash. After a bil of startup, Nova charges 
forward, steadily accelerating before coming to a complete halt. You can 
cancel this airdash with any basic attack, adding with it the momentum of the 
airdash. Canceling early results in less forward momentum, while canceling 
late yields a greater speed. 

The very last part of Nava's airdash is when he is moving the fastest. Waiting 
as long as possible before canceling the airdash resulls in Nova moving fast 
enough to reach the other side of the screen in one airdash! With the cover of 
a crossover assist, a well-timed forward airdash canceled into air @ сап he 
an effective way to get close to your target. 


GOMBOTMPPENDIN 


GENERAL EXECUTION TIPS 


When performing air combos, make sure to delay air (V), (М), ©, so that all the hits of air © connect. 
Try double tapping © alter ihe f> + © OTG to ensure that the launcher connects. 


ETERA ASAD ОУ MES + Өз Y, М, ©, Ө; LAND eov e + O => TNT oo A 





OSH eN ае O, © => FORWARD SUPER JUMP, AIR @ => 1) 2 о + ==> , O, ©, LAND, 


Save + 0 ا‎ + С (MASH 2) 





FRONT/BACK THROW OR FRONT/BACK AIR THROW, {FORWARD DASH] OR (FORWARD АІАРАЅН), с> + © => 3E та + TE 
ys: + ©, © => FORWARD SUPER JUMP, ; AIR © =e MS О у ©, Ө?! LAND EE +@=> UE SS (MASH ©) 








Requires comer _ 


VEG + @, — ST.Q => ж ©5424 €), ST. ©, ©) => FORWARD SUPER JUMP, AIR@,@, O ==> 


кз; + ‘OTS Ud + OS MASES) 





| Nova's 5 “hack must be facing corer 


28 o | LEVEL 3 21. , EUS + aS @}X oc 
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Perform Gravimetric Pulse Н, hen slide undemeal your opponent to complete ie cross-up. 


After a knock out, you can mix up the incoming character with an ambiguous 
Gravimetric Pulse H energy shield cross-up. Place the shield in or near the 
corner so that the next character will land directly оп top of it. As they come 
in, use crouching @ to slide underneath your rival, causing the shield to 
attack from the other side! You can also fake the cross-up by delaying the 
crouching (Mj) so that your adversary lands on the shield right before Nova 
crosses up with the slide. 


Characters who can airdash are going to be inclined to airdash away to 

avoid the shield altogether. In this case, an air throw is the perfect way to 
counter their escape. Note that the air throw must be input after the opponent 
airdashes because an incoming character cannot be thrown until they have 
performed an action of their own. This setup works midscreen, as wall, bul il 
is more difficult for foes to escape when executed in the corner. 


7% meler loss 

CR. М, ST. ©; Ө; ==» FORWARD SUPER JUMP, AIR © = Ven + Ө, 02> VE <R + Ө, @, LAND, FORWARD DASH, ST. ©, © 
ny FORWARD SUPER JUMP, ARO => VE + O, => U 2 + @, DOWNWARD AIRDASH, AIR © => y Ac + Ө => 
petas * e) mysu $) 


770 300 cm 8% n meter les 


- [770,000 damage - E 
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"THE RACCOON’S THE KING OF THE 
BEASTS. SCREW THE LION.” \ 
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Rocket Raccoon Interplanetary explorer 


Rocket Raccoon possesses the same heightened Т. 
SENSE and speed as а raccoon am our world, 4 
but сап also handle various weapons freely 

and possesses high intelligence that helps 

on the battlefield. 
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Rocket skates that allow for 

flights of short distance, as well 

as d laser pistol. He can also 

use а variely of heavy firearms. | 
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r = note 


Rocket Raccoon is a raccoon | 
from the planet Halfwortd | 
that has received several 
Enhancements, upping 

his intelligence and battle 
‘awareness. He protects the colony 
газ a ranger, and currently explores 
the realm outside of Halfworld as an 
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FIGHTING ABILITY EAS 


“This is biographical, and does nol represent an evaluation of the 
in-game combat potential of this hero. 








Vitality — 
Chain Combo Archetype 


X-Factor Boost Damage speed 


Level 1 (3 teammates remaining) 
| Level 2 (2 teammates remaining) | 140% 130% 
Level 3 (1 teammate remaining) | | 


Contrary to what his arsenal of traps and firearms would have yOu believe, Rocket Raccoon 
is dt is his best when he is able to perform mix-ups against an opponent. It can be difficult 
to keep your competitor still long enough to perform a mix-up, so your objective when 
playing with Rocket Raccoon is a unique one: make contact with a crossover assists attack. 









When a crossover assist is about to maka contact with the target, you can use the following 
mix-up tactics: 


Use Tunnel Rat М or L before the assist hits to create a cross-up 
mix-up fram anywhere on the screen 


Use air © from a low-altitude hover to perform an incredibly fast 
overhead attack while your rival is dealing with the assist 


Use crouching (© to pepper in some lJow-hitting attacks so that 
your adversary won't know when to guard high 


How do you go about ensuring that the opposing character is in position to connect with 
your crossover assists? 


Force your foe to wade through Rocket Raccoon’s long range 
options such as crouching @), Spitfire, and Pendulum, then attack 
with a crossover assist when your rival moves into the proper 
position 

Recognize when your opponent is going to land on top of an 

Oil Bomb or Claymore trap, and summon an assist while your 
competitor is stuck in place 


Keep your foe in guardstun when up close using aerial chains 
starting from a low-altitude air @ and simultaneously call an 
assist 

End combos inthe corner without using the Rock ‘n’ Roll hyper 
combo, and instead set ир your adversary to guard a crossover 
assist aS they stand | 
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inflicts chip damage, beam durability: 5 
frames x 2 low оу durability points 
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inflicts chip damage, beam durability: 5 
frames x 2 low priority durability p oints 





| Crouching 4 
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Launcher, not special- or hyper combo- 
cancalable 





© (while standing or 
| crouching) 
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Air Special Attacks—Flying Screen and Air Exchange 


Air (S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus (&, are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


Screen Command Hits Damage weler Startup Active Recovery Auvantape apaiage Notes 








inilicts chip damage, causes hard knockdown if used in 
launcher combo, projectile has 5 low priority durability 
paints 


Tags in next available ally while causing wall bounce, 

steals 1 hyper meter from foe 

Tags in next available ally while causing ground bounce, 
enerates 1 hyper meter 
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Command attacks resemble basic attacks but have different chaining and canceling properties; It's usually possible ta chain mto a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Screen Ripper Command Hits . Damage 


Wild = 

iV HI = T, 
d 65.000 
Ripper 


Meter 
Gain | 


Advantage Advantage if Notas 


startup Active Recovery on Hit Guarded 








Throws 


Throws are for snagging passive or blocking opponents. Since throws ara active so quickly, you can also use them to preemptively toss opponents out of their offense. Combos are usually 
possible after throws, one way or another. 





Screen Command Hits Damage Meler Gain Startup Active Noles 


c> + @ (around) 4 | 80,000 ! 


«B + (ground) 80000 | 800 





c> + @ (ай) | 4 | 80000 
<a + (D (air) | | 80.000 
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Claymore ils ia 180 frames, SONT has 5 

| low priority durability points, creates explosion | 
on contact with beam durability: 10 frames x 1 
low priority durability points, can be destroyed 
by altacks, absorbs attack on contact | 
Wall bounces foe, projectile active for 31 frames} 
and has 10 low priority durability points 


xA 


E E 


х АН fu Hails ns similarly o th the NES Sentinel—0x t crossover assist, with the added bonus that the projectiles won't disappear it Rocket Raccoon is hit, making it an 
i st for ойе ive teams and a great fit for any other team! The assist variation of Spitfire Twice slightly varies from the special move, since If has more projectile durability points 
shots farther apart than Rocket Raccoon can on his own. This gap benefits offensive characters because opponents who guard one projectile emerge from guardstun before the 
its, making them susceptible targets for cross- up. mix-ups, Thanks to Rocket Raccoon's small stature, the projectiles fire low enough to pass under many opposing projectiles, which 
te zoning walls and give {ШЕЕ ive characters an opening to blitz their rival! 


a coon—B is Rocket Raccoon's Claymore mine attack and is an excellent tool on offense and defense. When an adversary makes contact with the mine, they are sprayed with a 
ast icking them in guardstun long enough tor an offensive character to set up a mix-up or hit them, opening them up fora combo! A mine placed over a knocked down 
‚ mitigating their ‘options and allowing offensive characters to continue applying pressure. Defensively, this assist can intimidate a competitor and make them 
| i ШҮ your point character the mine stays in Np forcing the opposing player to deal with the assist. Claymore can absorb a single attack, so opponents cannot 


EY gives a character instant access to the powerful Pendulum log trap attack, making it great for long range teams since it covers a huge portion of the screen. The log trap 
uses wall Doung ЫШ hit and can easily be converted into 8 combo, discouraging offensive characters from rushing in while giving zoning characters more time'te chip away at their target. 
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Oil Bomb Air 
Explosion 
Qil Bomb 
Ground 

Explosion 















OTG-capatle, disappears if Rocket 
Raccoon is hit 


p TII Advantage ү Notes 
spitfire Twice ce AEN E (at и Lv cn ЕЕ version is OTG-capable. projectile has | 
creates a patch of oil upon contact with 
detonated in air or on the ground by 
OTG-capable, knocks down, projectile 
| o 000 | 


: nna Hit 1 if Guarded i 
Spittire 
| ЕЕЕ priority durability points 
has 5 medium priority durability points _ 


35 — unti 1 | 5 | L version is OTG- capable, projectile has | 
(in air ОК) пс Т JOE: grounded) i a 3 low priority durability points — 
Bomb hits ground after 39 frames, 
ground thal lasts 300 frames, can be 
Spitlire, standing б), or crouching H 
- m =: 1—— 







OTG-capable, active for 10 frames, 
ground bounces airborne and knocked 

down foes, disappears it Rocket Raccoon 
i5 hil 
Wall bounces adversaries, projectile 
active for 28 frames and has 5 low 

| priority durability points, no longer hits 
opponent if Rocket Raccoon is hit 
















Screen Мап | ; Meter Advantage Advantage E 
ame Command | | Hits Damage Gain an Hilt И Guarded Notes 
















Trap has 5 low priority durability points 
and lasts 180 frames, rock falls toward 
rival on contact with them, rock паз 

о low priority durability points, trap. 
disappears if Rocket Raccoon is hit 
Claymore has 5 low priority durability 
points and lasts 180 frames, creates 
explosion upon contact with competitor 
with beam durability 10 frames x 1 

| low priority durability points, can be 
destroyed by attacks, absorbs attack 

on contact, (гар disappears if Rocket 
Raccoon is fit 

Hard knockdown, trap has 5 low priority 
| durability points and lasts 180 frames, 

| Captures rival upon contact, trap 












Anget Gilt 17 










































Rocket Skate m 
(can be directed) OS 4} andl) 













| Special-cancelable, аїгботпе from 
frame 11 | 
Special-cancelable, has an additional 
11 frames of recovery ЇЇ directed into 
the ground | 
opecial-cancelable, has an additional 
11 frames of recovery if directed into 
| the ground 









(in air) 
(2 <3 4» 24 апіс>) 
+ +© 


(in air) 


A ad )+ ® + Ө 







Air Rocket Skate 
(сап be direclad) 















Air Rocket Skate 
(can be directed) 














Invincible from frames 13-17-136, 
hold G to stay underground longer, 

can move while underground using the 
controller 
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Spitfire and Spitfire Twice: Rocket Raccoon can fire his unique projectile in three different directions, then instantly fire another projectile in a different direction at the press of a button. 
The button used when performing this attack determines where Rocket Raccoon fires his gun: @ fires an angled shot downwards, (V) fires in a straight horizontal line, and G fires an 
angled shot toward the air. You can fire Spitfire a second time by pressing a button after the first shot is fired, and you can aim it in a different direction than the original shot. This lets 
yOu use Spitfire H to fire into the air, then Spitfire Twice to shoot across the ground, allowing Rocket Raccoon to cover a larga portion of the screen. 


Spitfire projectiles are fired incredibly low to the ground, allowing them to pass under other projectiles that would normally nullify them. If forced to trade, Rocket Raccoon isn't likely to 
overpower an opponent even with Spitfire Twice because each projectile only has 3 low priority durability points. Racket Raccoon's aerial Spitfire aborts his jump trajectory and causes 
him to stop in the air, so jumping over your foe's projectiles and firing back with aerial Spitfire L is a much safer way to deal with other long range characters. 


The aerial version of Spitfire recovers as soon as Rocket Raccoon lands on the ground. This results in very quick recovery when fired at low altitudes, giving you more time to establish 
your defense or set up a crossover assist. Avoid trying to use Spitfire fram super jump height, since Rocket Raccoon can only usa Spitfire once in the air and is completely vulnerable 
until he lands. Spitfire L doesn't fire low enough to keep your foe from dashing in, so your adversary can easily punish you before Rocket Raccoon hits the ground. 


The L version of Spitfire is OTG-capable, but it lets your rival recover in the air before Rocket Raccoon can attack again, limiting its usefulness as a combo extender. 


Dj! Bomi: In this unique attack, Rocket 
Raccoon throws a bomb in the air that lands 
and then causes a puddle of oil to appear on 
the ground. By itself, Oil Bomb cannot hit 

an opponent at all, and it completely passes 
through them on contact. If Oil Bomb lands 
on the ground when a puddle of oil is on the 
ground, the earliest puddle of oil is removed 
from the screen. 





аа 


When Oil Bomb is detonated іп the air, it cases a small OTG-capable explosion that knocks your attacker down. If you cause Oil Bomb to detonate with crouching (D and the explosion 
hits the enemy, you can then chain into Wild Ripper G> + G)) and start a combo! 


When the puddle of oil is ignited, it causes an OTG-capable inferno on the ground for 100 frames. This fira creates a huge amount of hitstun and guardstun, giving you plenty of time to 
sat up a mix-up. If Rocket Raccoon is hit while an ignited puddle af oil is out, the inferno disappears, so make sure Rocket Raccoon is safe from danger before setting it up. 


No one but the Rocket Raccoon that threw the Oil Bomb can explode or ignite it, not even an opposing Rocket Raccoon. 








Mr. Flapper A massive, OTG-capable 
bear trap emerges from the ground and 
swipes a large area in front of Rocket 
Raccoon, causing a massive amount of 
hitstun against your foe. If Mr. Flapper hits 
an airborne opponent it causes a ground 
bounce, making it an essential component 
of Rocket Raccoon's combos. 





If the bear trap successfully hits the enemy, 
you have plenty of time to dash in and start a combo. During X-Factor, Racket Raccoon 

is fast enough to link several bear traps together! Even when guarded, Mr. Flapper leaves 
Rocket Raccoon at a 422 frame advantage, giving you ample time to perform a mix-up or 
Rocket Skate to safety. The bear trap extends high enough to hit characters who often take 
to the air, and it can hit adversaries even at the peak of normal jump height. Itis a good 
tool to punish aerial enemies because it covers an angle that Pendulum misses. 


Mr. Flapper has 27 frames of startup and disappears if Rocket Raccoon is hit before the 
bear trap comes out, so avoid using it when under heavy duress. 
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Angel Gift This attack ma 
180 frames. When triggered, Angel Trap causes a boulder to fly from the top of the screen 
onto the opponent. Tha boulder is an OTG-capable overhead attack and causes ground 
bounce when hitting a knocked down or aerial competitor. 


Unlike Trish’s ground traps, a rival who jumps over Angel Gift can avoid the mine, as Rocket 
Raccoon's landmines are only triggered when an opponent makes contact with them on the 
ground. Angel Gift recovers very quickly and causes Rocket Raccoon to hop backward after 
placing it, making it a very safe move to throw out and take up space on the ground. 


It takes 30 frames for the boulder to reach a grounded opponent after the mine is triggered, 
so challengers can quickly dash through the mine and avoid the boulder completely. This 
mine is best used when an adversary is guarding Rocket Raccoon’s basic attack chains, so 
you can quickly maneuver Rocket Raccoon to safety, 


Angel Gift disappears if Rocket Raccoon is hit or if he attempts to place more than one on 
the ground, although you can place his other landmines while Angel Gift is already out. 








Pendulum: A lag trap flies from behind 
Rocket Raccoon and swings forward in 
an arc, covering most of the screen, and 
causes wall bounce on hit, which you can 
convert into a combo from anywhere on 
the screen! The arc of Pendulum covers 
almost the entirety of normal jump space 
and most of the ground in front of Rocket 
Raccoon, making it a good deterrent 
against opponents trying to rush in. 
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Pendulum has long startup, so it's hest used when Rocket Raccoon is covered Dy a 
crossovar assist or his own Spitfire. There are dead spots in the log trap's arc that can be 
avoided if a rival jumps toward it, crouches under it from across the screen, or in front of 
Rocket Raccoon. Keep in mind that if Rocket Raccoon is hit before Pendulum connects 
with the opposing character, the log trap no longer hits its target; make sure Rocket 
Raccoon has ample distance from his foe before throwing it out. 
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Claymore: This landmine attack places a mine that (when activated) sends a blast of 
shrapnel at the target, locking them in place! Claymore is a very useful tool on Offense and 
defense, as it can function as both an anti-air as well as a lockdown tool, much like Oil 
Bomb. This landmine is slower than Angel Gift, making it less useful as a safety tool, but it 
is faster than Grab Bag, so you can use it in more offensive and defensive situations. 


The shrapnel released by Claymore keeps the opponent in quardstun or hitstun for а very 
long time, leaving Rocket Raccoon at +16 frame advantage and gives you plenty of time to 
mix up your competitor. Place one over a knocked down opponent, forcing them to stand 
up inta it, which keeps them locked down! 


Claymore's unique properties make it very effective on defense, Doth as an anti-air anda 
shield. If an opponent jumps at Rocket Raccoon while a Claymore is out and they do not 
hit him, they must block the Claymore explosion. Claymore can be destroyed if it is hit by 
a basic attack, but Claymore completely absorbs the hit, making it whiff through Rocket 
Raccoon and giving you time to punish the opposing player for whiffing a move! 


Like Rocket Raccoon's other landmine attacks, Claymore is only triggered when an 
opponent touches it on the ground, and you can only place one of each type of mine on 
the screen at the time. If Rocket Raccoon ts hit before the landmine explodes, it disappears 
from the screen. 


Grab Bag. Rocket Raccoon's final landmine is the slowest of them all, but has the highest 
reward: if Grab Bag successfully hits the opposing character it will trap them in a net in the 
air for 45 frames, allowing you to easily react and land a full combo. 


This landmine is best used completely as a defensive tool, since it has the longest 
startup of any of the three landmine attacks. Lay one on the ground while firing Spitfire 
and Pendulums to further deter opponents from rushing in. 


If the Grab Bag net hits an opponent, you can land a fairly sizable combo, Dut this trap 
has significant damage scaling, so it deals as much damage as a combo starting from 
a throw. If your target is released before they are hit out of the trap they get dumped onto 


the ground in a hard knockdown state. This still allows you plenty of time to capitalize with Mr. Flapper for a ground bounce combo! Like the other mines, Grab Bag only connects if an 
opponent touches it on the ground, disappears if Rocket Raccoon places another one, and is destroyed if Racket Raccoon is hit. 
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In the air, you can use Rocket Skate to quickly move Rocket Raccoon across the screen. The down-forward version, however, recovers substantially faster than the rest, allowing Rocket 
Raccoon to dash in and attack his opponent with an overhead air (B , or quickly land and attack with a low-hitting crouching (B | Rocket Skate has an additional 11 frames of recovery if 
Rocket Skata is still active when Rocket Raccoon touches the ground, so ensure you're at the proper height before attacking with the down-forward version. 


Rocket Skates forward and backward have more recovery than the others, and moving forward in particular is unsafe if canceled into from basic attacks, so you should generally cancel 


into backward Rocket Skate to create distance from an attacker. 








as ( is held, allowing forward and бано movement using the controller. Rocket Raccoon emerges whenever the button is we or if two seconds have passed. While Rocket 


he only takes 9 frames to emerge, which is impossible to react to. This allows you to catch your competitor off quard with a 
pper to stop your adversary from attacking you as you emerge! 


Bieb" moves underground slowly and cannot call assists, 
throw or crouching (B , or hyper combo cancel into Mad Ho 


The M version is one of Rocket Raccoon's most useful mix-up tools because it always goes behind the opposing character, even in the corner. When used in combination with crossover 


assists, you can have Rocket Raccoon perform a nearly invisible fullscreen cross- “up! If the assist hits, you can capitalize for a combo, and if it's blocked, Rocket Raccoon will remain next 


to the target even if they use advancing guard, allowing you to further mix up your rival! 











‘Screen = г omman E Hits - Damage St А tive Recove ery ‘on Hit 
245.800- 






Rocky Raccoon 
(Level 3 Hyper 
Combo) 
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Rack 'n' Roll: During this hyper combo, Rocket Raccoon 
unloads a barrage of chain gun bullets into his opponent, 
which can be mashed for up to 42,000 points of additional 
damage. This move sends foes spinning into the air, then 
finishes them off with an enormous homing energy ball. 
This hyper combo reaches to a fullscreen distance, making 
it useful as a THC into or out of other long range projectile 
hyper combos. It's also great as a crossover combination, 
since the last ПИ leaves your opponent in a slow, 
completely vulnerable spinning state that a point character 
can convert into а full combo! 


It's best to only use Rock 'n' Roll during combos because 
itis incredibly unsafe if guarded; the delay between the 
chain gun and homing shot is lang enough for nearly 
every character to dash in and punish, even from all the 
Way across screen, When using it in. a combo, make sure 
your adversary isn't bouncing too high, because this hyper 
combo tires sa low to the ground that it can completely 
whiff if used after certain anti-air attacks. 


370,000- 
412,000 













‘Advantage | 























Mad Hopper. This hyper combo causes Rocket Raccoon 
to place an enormous landmine on the ground that sends 
the opposing character hurtling through the air atter it hits 
them! Depending on the buttons pressed to perform this 
hyper combo, the landmine sends your foe in different 
directions: @ + (V) sends them ш the left (V) + Ф 
bounces them to the right, and J ejects them : 
Straight into the air. It's best to БОДУ use the (B + (D 
version, as you can always combo off it if Rocket Raccoon 
Is Close to his rival, The others should be used if you're 
trying to create a very specific situation; if you switch 
sides with your foe, an opponent hit by Mad Hopper gets 
sent farther from Rocket Raccoon, preventing you from 
converting the hit into a combo. 


Unlike with Rocket Raccoon's other mines, you can place 
multiple Mad Hoppers at the same time, allowing Rocket 
Raccoon to literally create a minefield out of the screen! If 
Rocket Raccoon has plenty of mater, consider spending 
some meter to place a landmine on the ground: landmines 
stay on screen for 10 seconds, creating a hazard that 
competitors must carefully avoid, Mad Hopper stays 

on screen if Rocket Raccoon tags out, allowing Rocket 
Raccoon to safely tag out and allow your teammates to 
pressure while under the cover of the mine. 


— 1 а a ли 









Adva antage 
if Guarded 


Tunnel Rat This attack causes Rocket 
Raccoon to dig under the ground, then 
reemerge in a location depending оп the 
button pressad. The L version causes 
Rocket Raccoon to emerge directly in front 
of his opponent, while the M version pops 
him up behind his foe. 


The H version causes Rocket Raccoon to 
dig inta the ground and stay there as long 






Can be mashed for extra "TY 34th hit placas opponent 
in Spinning knockdown, final hit has homing capability and 
knocks down, each projectile has 1 high priority durability | 
| point, final projectile has 5 high priority durability points 
| ERE projectile has 5 high priority durability 
EET lasts 600 frames, activates on contact with foe 
























OTG-capable, can be mashed tor extra damage, hard 
| EDR, projectile has 5 high priority durability points 








Шш 
Rocky Raccoon. When this hyper combo is performed, 

a hole opens up directly under your opponent, no matter 
where they ara in the screen. If this hyper combo hits, it 
can be mashed for 42,000 additional points of damage 
and can OTG from anywhere on the screen, dealing huge 
unscaled damage. 





The hole may be in the ground, but this hyper combo can 

hit foes in the air, as well, and you can use it as anti-air 

from afar. Rocket Raccaon has nn invulnerability during 

this hyper combo, making other options better choices 

from close range. In general, Rocky Raccoon should | 
mostly be used at the end of long combos. 
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Battle Plan 


While Rocket Raccoon has many zoning tools, he's not an exceptional fullscreen character, 
he generally loses long range battles to other zoning characters due to his low projectile 
durability output, and his keepaway tools against aggressive characters generally don't add 
up to enough damage to base a consistent gameplan around. 


Rocket Raccoon's primary goal is to simply make contact with an assist. You should 
use his projectiles and traps to corral your opponent where you want them to be, calla 
crossover assist, and use Tunnel Rat M to cross up your adversary before the assist hits. 


Begin by preventing your foe's forward movement by using an upward-angled Spitfire Н 
followed by Spitfire Twice M to cover bath the ground and the air. This tactic works even 
better when performed right off the ground by inputting Y ADA + Ф, to 
reduce Spitfire's recovery time! After Spitfire, immediately fire off a Pendulum to further 
cover the screen and push your competitor back. If Pendulum hits, you can follow up with 
a combo by using Rocket Skate to dash toward your rival, then pick them up out of the sky 
with an © launcher! 





Spitfire fired immediately after jumping recovers faster than Jf perfermad on the groun d. Use the Н version 
followed by the M version to cut off a huge chunk of the screen! 





Rocket Raccoon becomes tiny when using Spitfire, so he can sometimes ga toe-to-toe against characters that Tunnel Rat M is very diflicull to see and can be used alongside crossover assists to create а powerful mix-up, 
can dwarf his projectile durability ouput. 


Rocket Raccoon becomes much stronger when using a long range crossover assist that travels across the screen quickly, such as Doctor Doom—ct or Hawkaye—Q. These allow you 

to set up cross-ups using Tunnel Rat M from anywhere on the screan! After firing à low-altitude Spitfire wall, substitute Pendulum with crouching (D to prevent your opponent from 
jumping while simultaneously calling a crossover assist, then cancel the crouching O into Tunnel Rat M to cross up your foe before the assist makes contact. If the assist hits the target, 
immediately go into a combo. If your adversary is catching on to your tactics making Rocket Raccoon tunnel behind them, mix it up with Tunnel Rat L and stay in front of your opponent to 
keep them guessing. If the mix-up fails and your challenger blocks the assist, Rocket Raccoon will generally be directly next to your opponent at frame advantage, where you can go directly 
into his close range mix-ups! Consult the gameplay sections further for more details on how to confound an attacker at close ranges. 


If your foe is trying to super jump over your Spitfire, place a Claymore for him or her to land into instead of throwing out Pendulum. If your opponent attacks on their way down, they Il get 
hit by the Claymore, which you can convert into a combo. If they manage to block the Claymore, dash in and attack while calling a crossover assist, then go into a mix-up. If your competitor 
is getting used to your use of Claymore and constantly blocking, jump up and surprise them with an air throw, which can be converted into a combo. 


While Rocket Raccoon is fullscreen, you generally have time to send out an Oil Bomb and create another defensive obstacle. You can set one up while keeping up your Spitfire wall by 
throwing out an Oil Bomb, then igniting it with standing (D) canceled into Spittire! This is especially effective against aggressive foes who have to close the distance on Rocket Raccoon in 
order to attack, since they eventually must deal with the wall of flames. If they jump and guard the flames, call an assist, and use this guardstun as an opportunity for a mix-up! If the other 
player is deterred by the flames and camps in front of them, punish this passive gameplay by calling a long range crossover assist and perform a Tunnel Rat mix-up. While Oil Bomb creates 
a small hole in your Spitfire zoning, it can create a solid defensive wall that is particularly effective against characters who have to super jump to close the distance on Rocket Raccoon. 
Against characters with more mobility, avoid using this tactic too often, as it gives them an opportunity to break through your Spitfire defense. 


Against other long range characters, Rocket Raccoon will likely get beat in a firefight because Spitfire can't keep up with the durability point output of other long range characters. Against 
some, Rocket Raccoon can по under their attacks using Spitfire M shots, Alternatively, Rocket Raccoon can avoid projectiles and respond with air Spitfire L relatively safely, but his low 
health and damage output generally cause you to lose out in the end in a war of attrition, Instead of engaging in firefighis at a tactical disadvantage, look for opportunities ta call a long 
range crossover assist and get behind your opponent using Tunnel Rat М. Beam assists make great partners for Rocket Raccoon because they help you use Tunnel Rat to cross up your 
adversary and also provide additional firepower in a long range firefight. 


Without a long range crossover assist, Rocket Raccoon tends to have trouble storming in against other long range characters and using Tunnel Rat М in general. While Tunnel Rat М can 
be difficult to see, the recovery is long enough to get him punished without cover, and his low health ansures that most characters can put him out of commission іп a single combo. In 
situations where you can't win a firefight, work your way to gat Rocket Raccoon to mid range by methodically super jumping and using hover or Rocket Skates, or use Tunnel Rat H to 
slowly close the distance against your competitor. 


When at a range where challengers сап normal jump at Rocket Raccoon, he's at his weakest—Spitfire becomes very risky if it misses and opposing characters can avoid Pendulum 
completely. Calling out crossover assists at this range also becomes incredibly risky because both Rocket Raccoon and his assist can get knocked out if called at an improper time. If you 
can't safely get out an assist, concentrate an closing the distance from your rival or getting back into lang range to continue chipping away with projectiles. 


Against characters trying to keep Rocket Raccoon away, you should generally look for a way to close the distance and have him get in close. Using Rocket Skate, Rocket Raccoon can 
quickly close the distance and initiate offensa by super jumping, then canceling into aerial down-forward Rocket Skate when halfway to the apex of the jump. If performed properly, Rocket 
Raccoon can attack with an air (B just barely before hitting the ground, creating a particularly strong mix-up. Dash down with air (B , then immediately follow up with crouching (B 

to force your opponent to guard from high to low extremely quickly, if they can even block the air (B at all! Mix this up by performing air) out of the airdash followed by an air Ө, 
changing the second hit to an overhead attack. These attacks are too fast to guard on reaction, so the opposing player is forced to guess which attack is coming second, which makes for a 
strong mix-up. 
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Rocket Shales cant be canceled into basie attacks... 


Opponents who are trying to attack Rocket Raccoon from mid range have much less 
predictable movement patterns, making it much more difficult for you to land this mix-up. 
Adversaries who approach from the ground can be cut off by using Rocket Skates downward 
instead of down-forwards into the same mix-up to evade their attack and drop down with an 
attack of your own. 


Dealing with a competitor approaching from the air is much trickier, since your foe can 
easily hit Rocket Raccoon out of Rocket Skates. Rocket Raccoon's crouching @), crouching 
@ and © launcher are all excellent anti-air attacks that lead directly into combos but 

are difficult to use consistently in this manner against characters with additional aerial 
movement options. While it's relatively easy to properly time these anti-air attacks against 

a Standard jump, trajectory-altering abilities greatly complicate things. Instead, it's best 

to avoid your rival completely by using Rocket Skate backward to increase the distance 
between Rocket Raccoon and his foe. Create some cover with crouching G while calling 

d crossover assist, then cancel into backward Rocket Skates, and then cancel the Rocket 
Skates with Claymore or Angel Gift. By placing a mine at the and, Rocket Raccoon hops even - : ==. 
farther backward while placing additional cover on the screen! Your crossover assist may bs — Force an airborne opponent ta land into. a Claymore, which reaps (hem in guardstun lang enough to mix them up! 
placed in danger if your opponent evades the crouching @ projectile, but a Claymore can 

protect your assist from massive damage by absorbing a hit, allowing them to escape a full 

combo. Use the time earned from escaping to place another Claymore or lay down a quick, 

low-altitude spitfire wall. 
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Air throws ага always a solid way to deal with opponents approaching from the air, and you can easily convert a connected throw into a solid combo with Rocket Raccoon, Unfortunately, 
Rocket Raccoon can't easily convert inta a combo if an accidental air @ hits an adversary during an air throw attempt. Instead, option-selact an air down-backwards Rocket Skates during 
avery air throw attempt to cruise back to the ground in an attempt to make it safer. Calling a crossover assist that can function decently as an anti-air when attempting an air throw also 
works well because if the opposing player breaks the air throw or guards the air ©), they'll be forced to land on the assist, allowing you to Immediately go into a mix-up. 


„ШШЕ КНН) 


If it's too difficult to start an offense or easily escape your opponent from medium range, safely laying a Claymore should be the next focus. Once Claymore is out, Rocket Raccoon's safety 
is almost ensured, buying you time to plan your next move, 


Once at close range, you can have Rocket Raccoon 
overwhelm his opponent using an incredibly fast mix-up 
featuring his hover ability! By pressing P. dA , Rocket 
Raccoon alters his jump trajectory and uses his tail to 
slowly float toward the around. This can be performed 
almost immediately off the ground and then canceled into 
а jumping attack by inputting 4? Ms * (5, giving Rocket 
Raccoon a ridiculously fast overhead that you can chain into 
air (M), Ө tora combo! Challengers must guess in order 
to block this overhead properly, so mix this up by simply 

7 attacking with crouching (9. ii either of the mix«up's option 
When Rocket Raccoons hover is performed very low to the ground... . he can parfonm a nearly instant overhead! are guarded, you can simply do it again if your competitor 
doesn't use advancing guard. 





Rocket Raccoon's crouching @ nas very short range, and a rival can counter a hovering (B by sticking out attacks, so it's best to set this mix-up by forcing your opponent to block a 
crossover assist. If you have a crossover assist that can put your foe іп quardstun for an extended period, like Ghun-Li—y or Dante—[B, pepper in crouching (B attacks to keep your 
opponent guessing when you're going to pull out the overhead. 


If your adversary is successfully blocking your mix-up and pushing you out using advancing guard, try to maintain your momentum using air), Rocket Raccoon's air (V) propels him 
forward in the air, allowing him to attack while advancing, occasionally avoiding advancing guard altogether. It also comes out quickly and can chain into air @ or ©. allowing vou to 
maintain the attack on your target. Even though it's an aerial attack, your competitor can guard it standing or crouching, but no characters can avoid it by ducking under it. The aerial chain 
gives Rocket Raccoon huge frame advantage, making it à great tool to maintain proximity to his rival. If you're too far to use air (M), you can use that as an opportunity to set up a mix-up 
with down-forward Rocket Skates. Be sure to call a crossover assist immediately after landing to give Rocket Raccoon cover on his way toward his foe. 


While in close range, have Rocket Raccoon make liberal use of his crossover assists and summon them whenever possible. From anywhere outside of point-blank range, your goal should 
still be to force your opponent to guard a crossover assist so you can perform a hover mix-up. 


Whenever an adversary |5 successfully mixed up, you can convert into a combo that can carry your opponent very far across the screen toward the corner. If your challenger ends up in the 
corner and finishing a combo with Rock ‘n' Roll won't vanquish them, save the meter and prepare а mix-up using your crossover assist instead. Maintaining your corner pressure is often 


more valuable than the damage caused by the hyper combo, as it is not uncommon for Rocket Raccoon to keep momentum for two ta three combos and defeat a character without using a 
hyper combo at all! 






































CR. ©, ST. ®©, CR. ©, © => FORWARD SUPER JUMP, AIR (D, ©, LAND, > м 05 > ПОЯС ©, Ө =»; 
FORWARD SUPER JUMP, AIR ©, ©, LAND, (> 4 u c © ==> V м > o @@ (MASH 69] 
0Н{>+ м c GO wx o ex^ Vw» о GS (MASH 6)! 

618,100-1,012,600 damage, 41-34195 meter lass 


This combo may be started off of Rocket Raccoon's commonly used instant air М 
631,500 total damage). 


© attack opening, which can be linked into twice in a row before proceeding into Combo II (for 


Rocket Skates is used after Pendulum to move Rocket Raccoon into position to launch after the wall bounce. This puts him exactly where you need him to be and is easier than trying to 
time а forward dash, which might not even get him close enough to hit smaller opponents. 
early. If the bullets hit at the exact moment the trap hits, 


The final OTG Mr. Flapper to Rock ‘n’ Roll must be super canceled well before the bear trap hits; the trap comes out even if super canceled 
the hyper combo after seeing the bear trap hit. 


the combo works despite the ground bounce being previously used. This isnt as hard as if sounds, but it can be tricky If vou re trying to cancel 
Cancel inta Spitfire M, Claymore, or backward Rocket Skate when the opening string Is guarded. Claymore deals heavy chip damage when blocked and sticks your adversary in guardsiun, 
allowing you to call a crossover assist and try another mix-up. 

If you have the meter, you can end the combo with Rocket Raccoon s level 3 hyper combo to add a ton of unscalad damage, then tack on bear trap into Rock n Roll at the end! 





EN а я, AIR ©, LAND, CR. ©, ST. (9, CR. ©, => FORWARD SUPER JUMP, AIR O, ©, LAND, > Д% © (М) 
ьа cA 9 (Ө, O= FORWARD SUPER JUMP, AIR ©, (5), LAND, {> 4+ so 0 
bw 26m (MASH ©) OR (> м 2 GO, ә уч о © => 4 ow o 699 (MASH &)} 


633,400~1,032,800 damage, 35-335% meter loss 


This combo starts off of a hovering instant overhead, which is nearly impossible to guard unless your competitor guesses that it's coming. 


Otherwise, this combo has the same trouble spots as Combo 4: cancel into Pendulum as soon as possible off of the Mr. Flapper ground bounce, and perform Воск n Roll betore the second 


Mr, Flapper hits. 








FRONT OR BACK THROW, > + м = (ex^ tae o 6» (MASH ) 
351,800 damage, 87% meter loss 


This combo can be hit whenever Rocket Raccoon lands a ground throw. There isn't enough time for a throw for Mr. Flapper io cause à gro und bounce before the opposing character gets 
up, forcing а ground recover instead. 





FRONT OR BACK AIR THROW, > & » o ©,>4 % = (0,696 ©, © => FORWARD SUPER JUMP, AIR М (5), LAND, 
>» м = O&> + щ > с Ge (MASH® < 


402,300 damage, 60% meter loss 
An air throw leaves your opponent in a hard knockdown stale long enough for Mr. Flapper to cause ground bounce, зо you can go into half of Rocket Raccoon’s basic combo. 


Perform the first bear trap immediately after hitting the ground to ensure that it ground bounces. lf performed too late, your oppanant recovers instead, making you lose out on tons of damage, 


n 








ot © © @), FORWARD JUMP, AIR @, ©, LAND, CR. 9), © => FORWARD SUPER JUMP, AIR ©, ©, LAND, z 
IEEE офа о (0, с (0, © ==> FORWARD SUPER JUMP, AIR 0, ©, LAND, > щ © Oci E. 
tues (MASH @) АД 

| TAM 
535,500 damage, 31% meter loss E- 
This combo should be used whenever an adversary gets caught in Grab Bag s net, - | E 


Try to hit the first air (H) on the downward are of your jump to make sure your rival doesn't pop too high into the air after getting hit by the first (8). 


` > 4% c @, ® ©, © => FORWARD SUPER JUMP, AIR ©, ©, LAND, > ¥ x c 0, 6) O, (S) ec» 
FORWARD SUPER JUMP, AIR O, ©, LAND, > ¥ a o © + мо > с EN (MASH &) 


608,100 damage, 54% meter loss 
Use this combo whenever Pendulum tags an opponent oul of the air. 


Since your wall bounce has already been used, you can't use Pendulum after the first Mr. Flapper, so изе Rocket Skates to close the distance and immediately launch your foe after it hits: — 


> + 
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With some setup time, 
Oil Bomb can be a 
useful tool for keeping 
the opposing character 
out and setting up your 
ollense, as it can both 
keep adversaries out 
from long ranges and 
keep your foe blocking 
up close! 


Before using Oil Bomb, 
your rival can easily hit 





During Tunnel Rat H, 
Rocket Raccoon is 
completely invincible, 
giving you the chance 

to have him perform 
some particularly sneaky 
tricks. 


When emerging from 
Tunnel Rat H, Rocket 
Raccoon only has 9 
frames of vulnerability, 
which is impossible to 


a 





When used as ап ami-ait, Oil Bomb forces your opponent ta land inthe Rocket Raccoon while Tunnel Rat H is completely invincible for up io two seconds, allowing react to. The easiest 

Infemo, giving time fo set up a mix-up! he's throwing it, so make Fe Raccoon fo avoid anything thrown at him! way lo punish Rocket 
sure Rocket Raccoon Raccoon is by mashing 

has enough time to get it out safely. The best times to throw an Dil Bomb are chainable crouching @ attacks, which many characters don't have access 

when Rocket Raccoon is safely across the screen or if your competitor is guarding to, which forces your opponent to guess When Rocket Raccoon might emerge. 

a crossover assist from a distance too far away to start a mix-up. The latter You can perform a quick mix up when Rocket Raccoon emerges: throwing your 

scenario often happens against players who are quick to use advancing guard. Opponent is the recommended option, but o can gamble and go for much more 

Once oil is on the ground, Rocket Raccoon's ground game becomes much more damage by emerging and using crouching or a float overhead. In either case, 

threatening. There are four ways to ignite oil: Spitfire L, exploding an Oil Bomb be sure to call a crossover assist while performing your basic attacks; if the 

in mid-air with Spitfire Н, or crouching @ and standing ©). Of these options, opposing character guards, the assist pins them in place long enough for you to 

standing @ is the most useful because il allows you to ignite the oil during a perform another mix-up! 

chain combo! Throw an Oil Bomb over an opponent and ignite with a crouching Against characters with chainable crouching (B attacks, you can counter this 

© to stand O chain combo, or simply standing (a) ! with big damage by hyper combo canceling Tunnel Rat into Mad Hopper. Mad 

From fullscreen, ignited oil serves best as a delerrent, as it cuts off the ground Hopper has no invincibility, so move Rocket Raccoon just aut of the range of his 

from your opponent, forcing them to approach Rocket Raccoon from the air and challenger's attacks at the last second before performing the hyper combo. Since 


then making them more likely to run into an anti-air Pendulum! Rocket Raccoon er holding down 62), you can only perform the variation of Mad Hopper using 

can also anti-air his adversaries with his ЄЎ launcher, or simply allow them to + & ; performing a different variation requires Rocket Raccoon to emerge 

jump in, forcing them to black the fire. first, slightly aun the time for the hyper combo to come out. 1! M us is 
: | | still mashing before the hyper combo freeze, the hyper combo hits before the 

If the oil is over the target, quickly perform a hover overhead before they can use | : 

advancing guard; while ignited oil can keep your rival stuck blocking, they can opponent can block, giving Rocket Raccoon a free combo! 


also advancing guard the attack until it is over, forcing Rocket Raccoon to the Opposing players typically try to get away from Tunnel Rat H by having their 
far side of the screen. To counter, wait until the fire is almost finished, then use character jump away. In this case, you can have Rocket Raccoon chase alter them 
Tunnel Rat M while calling a crossover assist to mix up your competitor! while underground until they reach mid range, then quickly emerge, super jump 


Straight up, and attack with a down-forward Rocket Skate mix-up. 


COMBOTAPPENDIN 


GENERAL EXECUTION TIPS 


Alter hitting the © launcher attack, hit with the air (v), © chain as early as possible ta keep the opposing character in range for the 
OTG-capable Mr. Flapper 


If you re having trouble juggling the Pendulum attack alter the Mr. Flapper ground bounce, input the command much earlier than you 
think you can 


Practice the timing to properly hyper combo cancel the OTG-capable Mr. Flapper to Rock ‘n’ Roll; the special move must he hyper combo 
canceled before the bear trap hits the target, but not before the bear trap appears on the screen 
AS ROCKET RACCOON COMES IN: AIR ©, © 
Mis: „с>; SEE | зш 
{> + Ga» + Ө очу + Ө TAC to Rocket Raccoon - | besi Varies based on damage scaling 
OR. ST. ©, CR. ©, O => FORWARD SUPER JUMP, AIR@, ©, LAND, SUA +@, SOTO бв, © => сэу ©. 
CRO => c2 “+ D, FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR ©, ©, LAND OV С\ + OO OOM + (М) 
Notes ; 7 т | EF WEE | МЕНА Un 
[Requires corner — j Xi f s 816,200 damage, 219% meter loss 
DRM, STO CR @ ES 0. 0 + @ FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR (v), O, LAND, C737 $^ + (v), 
Love OG + 9. G <=> FORWARD SUPER JUMP, AIRO, ©, LAND, c7 + OO CON + (М) => ONS + OE (MASH & ) 
——— Tere EE CEDE as SEG Aa DANANE 
1,105,300 damage, 453% meter loss 
VU E e DD) (MASH С) BEFORE FINAL HIT SE «уху « O dre V + о + O © => 
FORWARD SUPER JUMP, AIR, ©, LAND, ZV O + (М) e OOS + CS (MASH Ф) 























‘Damage 




















- Damage a К 

Пи! Р и __1859,900-809,600 damage, 158-1449 meter loss 
CR. (V), ST. (D , CR. O DA Ө =з» FORWARD SUPER JUMP, AIR (v), ©, LAND, cay V+ WM, UA + @,@ + 9,9 => 
FORWARD SUPER JUMP; AIR (М), ©, LAND, coy? £X + (М) => v cS + DD (MASH © ) 
| Requires X-Factor 





Damage 
f26,900-925 500 damage, 32-13% meler loss 

































"THIS TIME, IT'S YOU THAT'LL TURN 
INTO A PILE OF BONES!” 


Bio 
REAL NAME ТИТ 


Firebrand Demon World Knight 


ABILITIES 


Gan spit fireballs from his mouth, fly 
(hover) and cling to walls LE Climb). 


WEAPONS 


None 


PROFILE 


Firebrand is a type of gargoyle 
known as а Red Arremer. Не will 
stand up to any threat posed ta nis 
home, the Demon Village, without | 
any fear. Firebrand is considered to \ | 
be an elite warrior amang the Red 
Arremers, gaining him hero status 
among his peers. 


FIRST APPEARANGE 


Ghosts ‘n Goblins [1983] 


PN Orr: f MEETS a N 


= Y f 3 à 
(5) ENERGY rT an Ў 


1 a / FERTING'RGi ry mh" Uc —X E 


*This is biographical; and does no 
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Ж ALTERNATE COSTUMES | Overview 








830,000 


Chain Comba Archetype Hunter Series — — 





X-Factor Boost ТЕШЕТ Speed 
Level | (3 teammates remaining) 






Level 2 (2 teammates remaining) 135% 


| Level 3 (1 teammate remaining) 


While you have many ways to take to the air and swoop around the screen when using 


Firebrand, he is primarily an offensive character whose ultimate goal is to get close to his 
adversary. 


Once Firebrand gets close, you can use his many aerial movement options to attack the 
opposing character by: 


Switching sides using Hell's Elevator М and Hell Dive М and a 
crossover assist 


Using Hell Dive L to perform high-low mix-ups 


Performing instant overheads using the Luminous Body hyper 
combo, jumping ©, and air Bon Voyage 


\ Activating Chaos Tide to continuously assault your rival 
|. How do you get close with Firebrand? 
Using air Bon Voyage, which has advantage on guard 


Dashing through the air using Hell Dive M under the cover of a 
crossover assist 


Advance while attacking using Demon Missile H and a crossover 
assist 











“Attack Set 
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Standing Basic Attacks — 


СИ EE Command Hits Damage Meter Gain Startup Active Recovery on Hit guarded, 
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-Crouching Basic Attacks 
Klishe Advantage if Notes 


7 Screen Command Hits Damage  MeterGain Startup Active Recovery mm Guarded 


E — Crouching (B 









" nm Special Attack—Launcher 


ETETE A 1 Advantage Advantage if Notes 
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Air Special Attacks—Flying Screen and Air Exchange 


Air) Causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 


basic allack. Air exchange attacks. performed by inputting a direction plus 8) аге only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


| Meter Advantage Advantage 
screen Commani Hits — Bain Starup Active Recovery on Hit if Guardeq Dies 


oc 70.000 13 | Causes hard knockdown if used in launcher 
D S sel Е combo, overhead attack | 

| د‎ Tags in next available ally while causing wall 

j| 2 C bounce, erases 1 hyper meter bar fram foe 

| | 

















Tags in next available ally while causing ground 
bounces, generates 1 hyper meter bar 










Command Attacks 
Command attacks resemble basic attacks but have different chaining 


and canceling properties. It's usually possible to chain intoa command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 


: Meter " ! Advantage Advantage if 
screen Name Command Hits Damage Gain Startup Active Recovery on Hit Guarded Notes 


Devils күн 2 | | Until m i 1 
un ait) v T 1 70,000 0 ENN : around bounces foe, enters Hover on contact 
Claw (H) grounded 




















Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them 


іо preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 











screen Command Hits Damage Meter Gain 


> + @ (around) B d 
<û + © (ground) | 
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stanup Active Notes 


15 t ia Assists 


[perez] C ver Meter Recovery (t Recovery 
Pc j T à 
screen Type ze) crass Description Hits Damage | {п Startup Active his crossover ер 


100,000 + | 800 + 
es ndr frames and have 2 low priority durability poiis 
Demon Missile 
a= Hem mpoem 
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Knocks down, first projectile active for 4 frames 
and has 3 low poih durability points, following 

















Firebrand—«x | Dark Fire 









: 


|! 


= 
Ай 
Е 
















мв NERE Ra: 


4 
ay 


E When Firebrand еде is called, he performs his: Hell Spitfire H attack. This is useful to any character who doesn't have thelr own OTG attack because it only hits three tim He = an RE д. 
уол influence hitstun and damage-scaling that much, its also very easily converted to a combo! It comes out fairly slowly, however, so it can he difficult t изе. Outside id x | x ; 
E keep. an opponent stuck | in guardstun without the threat of gelling pushed out by advancing guard, allowing characters Lo Keep up aggression while limiting your competitors options. 


Firebrand—[ | makes Firebrand perform his Demon Missile M attack, which causes him to cruise across the screen horizontally. This assist covers the screen very quickly, и ы үн ' 
to extend combos When used in combination with an OTG attack, or tack on some extra damage to a flying adversary. Outside of combos, its usefulness is fairly limited, since Firebrand i 
completely vulnerable as he charges across the screen, making him an easy target Tor a rival who sees him coming. 


‘During Firebrand—y. Firebrand bursts onto the screen and perforiis his Devil Missile H attack, which causes him to swoop across the screen like ne does in the КОЕ x A n ws 
‘games. This assist |s useful for characters who like to keep the opponent in guardstun, since it covers most of the screen while it attacks. Firebrand is completely vulnerable from the tin 
AA he jumps out to the tima: he jumps back and performs the altack, so make sure you have plenty of Safety before you call him out. 


пап Back 
Advantage Advantage 


| Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit И Guarded 


meter bar) 
~ Notes 


КО о nit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
С out for 4 seconds. 
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Hell | 
| (in алг OK) 
Hell | | | 
(in air OK) i : 
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Bon | | 
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irene [len EE 
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1,2 Projectile has 5 low priority durability points 























Projectile has 5 low priority durability points 
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First projectile has 3 (air: 5) low priority durability points, 
| | upon contact with ground, the first projectile produces 9 

+54 (а: 41 | more projectiles with 3 low priority durability points that 
travel along the ground for 62 trames 

















20 (air: until 
grounded) 










en 
cn 





E 
Tex 
BF 


Гыз 
— 


T 
ce 

d: 
В 


— 
£n a 








Hell Spitfire L: During this attack, Firebrand spits a ball of fire straight forward, whether 
he's on the ground or in the air. This attack deals pretty big damage for a projectile, 
inflicting 100,000 on hit and 30,000 points of chip damage when guarded. This move is 
best used against characters who must come to Firebrand: spit some fire at them, and 
force them to get closer to him, 


Unfortunately, Hell Spitfire isn't great in a projectile war, as each projectile only has 5 low 
priority projectile durability points, meaning it'll get crushed by more dedicatad zoning 
characters and those with beam attacks. The recovery is also fairly long. in a projectile war, 
think about using Hell Spitfire M from the air instead! 





Hell Spitfire M: This version of Hell Spitfire causes Firebrand to summon à ball of fire from 
his mouth and shoot it at an angle, either at the air while he's on the ground or toward the 
ground while he's in the air. This attack inflicts the same damage as Hall Spitfire L, dealing 
100,000 damage on hit and 30,000 points of chip damage when guarded. On the ground, 
its uses ara fairly limited because Firebrand shoots the fireball very high; at fullscreen, he 
shoots it at the timer! This can hit characters from close range, but you'll have to be fairly 
omniscient to use it well: if you do it too late or tao early, vou'll pay with a combo, and if 
your opponent doesn't jump at all, they can dash in and destroy you. 








: In the air, however, it’s a great tool for taking potshots at long range characters since the 
angle it fires at is great for hitting targets on the ground from normal jump and super jump height. if you need to get Firebrand alittle closer to his opponent to hit them, use Hell Dive M 
tû have him dash toward a projectile-flinging competitor and blast them in the face with Hell Spitfire M. Air Hell Spitfire М is also good against aggressive adversaries trying to rush in, 
because it's angled ta cut off a good portion of the screen from the opposing character. 


Hell Spitfire H: Unlike the other versions of Hell Spitfire, 
the H version shoots a projectile straight into the ground on 
land or in the air. After hitting the ground, the fireball erupts 
into an inferno of flames that travels a very short distance 
and is capable of hitting your rival. If an opponent is forced 
to guard all hits of the attack, it'll deal 43,500 points of chip 
damage and 148,300 points of damage on hit. While it's not 
quite as good as Dormammu's Flame Carpet, you can use 
this similarly to keep your challengers stuck in guardstun 
or to prevent enemies from rushing in at vou. However, its 
effectiveness is mitigated if your foe hits Firebrand while 
the projectiles are out, because the flames disappear if 
Firebrand is hit. 





на = اش‎ Furthermore, unlike the other version of Hell Spitfire, 
Firebrand can only spit one Hell Spitfire H in the air; after you perform the attack, you cannot have him act again until he hits the ground. Hell Spitfire is best used as an OTG, since it 
allows you to easily OTG after most of Firebrand's throws and if a random hit forces Your opponent on the ground. 


Bon Voyage: When this attack is performed, Firebrand rushes toward his rival ata 45-degree angle. If he connects, he drags them across the 
ground, setting them on fire with the friction created and then wall bouncing them, leaving them open ior a combo! No matter where he is 

on the screen, Firebrand will try to take his opponent to the corner, and he can succeed from everywhere but the far side of the screen, The 
farther he drags his adversary, the more the move hits and the more damage is dealt, which is actually disadvantageous because it makes the 
following combo more difficult and more affected by damage-scaling. 


On the ground, this move is best used as a whiff punisher against big misses because it travels across the ground incredibly quickly. It's 
unsafe if the opposing player guards it, however, so try not to throw it out that often. The air version is one of his greatest assets and an 
excellent tool to both attack and approach your target, as it’s +10 frame advantage on guard and hits the competitor the same as it does on 
the ground! Use it to avoid projectiles or rivals rushing in at Firebrand: even if it's guarded, it's fine because you're at an advantage and get 
{0 make the next move first! 





Demon Missile L: This 
attack causes Firebrand 

to propel himself at his 
opponent by charging 
toward them. If this attack 
connects with the opposing 
character, Firebrand jumps 
backward and starts 
Hovering automatically, 
making it a good way to 
both attack the target and 
Start going into flight. 


Demon Missile M 
Similarly to Demon Missile 
L, in this move, Firebrand 
launches himself toward his 
opponent with a charging 
attack. Unlike the L varsion, 
Firebrand does not launch 
himself into the air after this 
attack connects. 


Demon Missile M quickly 
covers the ground, giving 
you an easy way to close 
distances on the ground 
and get Firebrand next 

to his rival. Even if an 
adversary uses advancing 
guard, Firebrand continues advancing toward his foe, allowing him to get close to them 
while attacking. Demon Missile M is very unsafe if guarded at most distances; call a 
crossover assist that will cover Firebrand's recovery before performing this attack. 


| While this attack can quickly 
close distance against a 
grounded opponent, if 
your challenger quards it 
and uses advancing guard, Firebrand is pushed completely across the screen, This is very 
disadvantageous for Firebrand, so you should use this attack sparingly. 





Demon Missile H: During this attack, Firebrand jumps backward into the air, then swoops in an arc while slashing at his target. After 
attacking his rival, Firebrand stays in the air in Hover state, allowing you to move Firebrand closer to his opponent with Hell Dive M or air 
Bon Voyage. Demon Missile H is a great tool for quickly moving Firebrand clase to his opponent while attacking, since this attack moves 
very quickly and mitigates the effectiveness of advancing guard when guarded. 


When used under the cover of a crossover assist, you can combo if Demon Missile H hits, and you can even cross your adversary up if 
Firebrand passes over them! Unlike Demon Missile L, Firebrand ends ир close to his competitor even when the move is used fram close 
range, meaning that you can convert Hover into additional pressure on Firebrand's enemy by using an additional attack. 
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Hell's Elevator. When performed, this 
special move causes Firebrand to jump 

into the air and immediately activate Hover, 
essentially functioning as a jump that 

can be canceled into from basic attacks. 
Firebrand moves in a different direction 
depending on the button pressed: Firebrand 
jumps straight in the air during the L 
version, he jumps toward his opponent with 
the M version, and he jumps away from his 
adversary with the H version. 





The M version in particular is an excellent offensive tool. When jumping forward, Firebrand negates the effects of advancing guard, allowing him to stay close to his rival while putting him 
into position to attack from the air! If used next to his foe at midscreen, Firebrand jumps behind his target, which you can then use in combination with a crossover assist to cross your 
competitor up. 


Hel! Dive. This aerial special move 

causes Firebrand to quickly move toward 
his opponent. Like Hell's Elevator, the 
button pressed determines the direction 
Firebrand travels: the L version moves him 
downwards, the M version moves him 
toward his opponent, and the H version 
moves him away from his attacker. 


No | Hell Dive M gives Firebrand additional 
mobility in the air, allowing him to get close to his adversary. While each individual Hell Dive M doesn’t travel particularly far, you can use Hell Dive M up to three times when Firebrand is 
in the air, which is enough to have him travel the entire screen during a super jump! 





Hell Dive L causes Firebrand to quickly reach the ground from the air, which you can use to quickly mix up your challenger. Attack with a jumping attack, then immediately cancel into Hall 
Dive L to put Firebrand back on the ground, then mix up your opponent with another jumping attack or a crouching (9 ! 


since Hell Dive Н moves backward, it's not as useful for Firebrand as the others, as he Is best when close to his opponent. While Hell Dive Н is useful when you naed to create distance 
from your foe, you can also use it in conjunction with Hall Dive М to mix up your approach against an enemy with a defensive assist, like Haggar. In this situation, dash toward your 
opponent with Hell Dive M to bait out the assist, then avoid it with Hell Dive H, giving you an opportunity to attack. 


Havar. This special move causes Firebrand to instantly enter Hover state without using Hell's Elevator or Demon Missile L or H. Since 
Firebrand does not haya a standard airdash, he can't use Hover to quickly traverse the screen like Magneto or Storm, limiting Hover s 
usefulness as an approach tool. When used from the ground, Firebrand flies low enough to hit his opponent with an overhead air © 
against a crouching foe, or he can mix up an adversary expecting the overhead by immediately performing Hell Dive L and attacking the 
opposing character with crouching Ф ! 
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.. Ityou use this move when Firebrand is too far away from his adversary, Firebrand misses out on a ton of extra damage since a large 
| о н the ground. It's best to perform this hyper combo directly next to your rival when 
. used as an OTG. ао dau | 
































Can be mashed for extra damage, beam durability: 20 
frames x 3 high priority durability points, OTG-capable 
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Firebrand gains а 25% speed increase, lasts for 583 
frames | | 
Summons а hovering Red Arremer that регіогт 3 attacks 
based on button pressed, (B = Hell Spitfire M, @й) = 

Demon Missile M, G = Demon Missile H, lasts for 598 
frames, Red Arremer accepts inputs for 579 frames 








Chaos Tide (Level 3 
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Hyper Combo) 





Chaos Tide: When this level 3 hyper 
combo is performed, Firebrand summons 
an additional Red Arremer that can attack 
his opponent for nine and a half seconds! 
The way your Red Arremer buddy attacks 
depends on the button pressed: (Э causes 
itto spit an air Hell Spitfire M, NW) causes 
| it to perform Demon Missile M, and 
causes it to swaop through the air using 
© ^ Demon Missile H. 


Of the three Red Arremer attacks, (2) 15 the most useful, as (M) flies too high to hit 
Crouching characters and many standing characters, and (B сап only hit characters 
close to the Red Arremer. To most effectively use Chaos Tide, try to press @ as muchas 
possible to keep Red Arremer constantly swooping on your rival. For additional strategies 
involving Chaos Tide, check the Advanced Tactics section. — 
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Calling an assisi and using Demon Missile M leis 
Firebrand cross (he scream quickly and safely. 


Although Firebrand has quite an array of projectile attacks, you should avoid having him fight at 
long range as much as possible. On tha ground, Firebrand's Hell Spitfire attacks have ralatively 
low projectile durability, making it ditficult to win a firefight. They also have fairly long recovery 
and travel slowly, making them incredibly risky against characters with a teleport. 


If stuck behind a projectile wall, Hell Spitfire M is a good way to strike at projectile characters 
irom the air. From super jump height, Hell Spitfire M can travel across the screen ona projectile- 
thrower while blocking off attackers trying to advance by dashing on the ground or through the 
air. Hell Spitfire deals 100,000 points of damage for every hit, which is pretty big damage for 

à projectile, especially against characters with low life. While it may be difficult to knock out 

ап opponent with just Hell Spitfire, you can deal enough damage to force your competitor off 
their zoning game in an effort to make up the damage. Dark Fire is good for blowing through an 
enemy's projectile assault, but it won't do much damage because Firebrand spends most of the 
hyper combo shooting fire on the ground instead of toward his rival, 


If your opponent doesn't have projectiles but is still acting defensively, Firebrand can ignore any 
posturing and easily zip toward his opponent with Demon Missile M, which covers fullscreen 
distance while attacking and is mostly unaffected by advancing guard, leaving Firebrand right next 
ta his adversary. If Demon Missile M whiffs, Firebrand is left near his target completely vulnerable, 
50 call a crossover assist before firing it off. Demon Missile Н can leave Firebrand right next to his 
challenger, as well, but it misses the opponent and leaves Firebrand stuck in Hover above his foe, 
unable to guard. When combined with a crossover assist to cover Firebrand's advance, Firebrand 
is above his opponent at an advantage, allowing him to drop down on his competitor and start his 
offense with € or Hell Dive L. 


Firebrand can also easily cross the screen with Hell Dive M. From super jump height, yot can 
perform Hell Dive M three times, and this leaves Firebrand next to his opponent with enough time 
to come down with an attack. This approach is very obvious, as your opponent has plenty of time 
to react to Firebrand diving downward with an attack of their own. While Firebrand can guard 

after Hell Dive, having to guard in that situation places Firebrand on the defensive, which is not 
recommended! Instead of using Hell Dive M three times, mix up your approach with Hell Dive H or 
L. If an adversary has a defensive assist, Hell Dive Н can dash back far enough to avoid It, giving 
yau a chance to potentially hit both your target and their assist, while Hall Dive L drops Firebrand 
straight down, putting him in range to whiff punish with crouching G | 





= PUTES 


The air version of Bon Voyage gives Firebrand frame 
advantage, making i! ап excellent pressure and 
advancing foot 


Firebrand's stan ging M) fias a huge nifbox above 
Jt while he gels smaller, making it an excellent 
anti-air attack! 


As Firabrand gets closer to his foe, you can start making liberal use of aerial Bon Voyage. 

If Bon Voyage hits the opposing character, you can convert it into a combo, and when it's 
guarded, it leaves Firebrand at +10 frame advantage, safely getting him closa to his rival and 
giving him plenty of time to start an offense! From fullscreen, it's best not to try using Bon 
Voyage to advance, since at peak super jump height, which is required to reach a fullscreen 
opponent, it stops attacking shortly before hitting, leaving Firebrand stranded in midair and 
vulnerable to attack. Once in range, pressure your competitor by super jumping and quickly 
performing Bon Voyage; it is incredibly difficult to beat Bon Voyage with basic attacks, and 
trying to do so generally gives Firebrand the chance for a big combo! : 


Once at mid range, Spitfire becomes a much more risky attack. An opponent who jumps 
over Spitfire can put Firebrand in big trouble, and a character with a fast horizontal airdash 
can destroy him, When you think your adversary might jump, you can keep them back with 
Spitfire M, but if it whiffs, or you guess wrong and your attacker stays on the ground, you'll 
bê in big trouble. 


It's better to rely on Firebrand's other special moves, since they bacome much more 
versatile at mid range, allowing him to advance on his opponent while attacking. From mid 
range, Demon Missile M not only moves to his foe, but depending on the ranga, it can leave 
Firebrand behind his challenger! The difference is only a few steps and impossible to tall 
before the attack has finished. While this won't make Demon Missile M itself cross up, it 
can catch your opponent off guard if they aren't expecting it. If used alongside a crossover 
assist, Firebrand is left at huge advantage, and you can convert a hit into a combo. 


Demon Missile H won't whiff at mid range, making it a good tool to close the remaining 
distance between Firebrand and his opponent. Even if your adversary uses advancing guard, 
Firebrand is left hovering right above his competitor, where he can mix them up by falling to 
the ground with G or quickly moving ta the ground with Hell Dive L. At tha end of Demon 








Missile H when Firebrand is in Hover, you can call a crossover assist before attacking to 
keep Firebrand covered during your mix-up. 


If you have to strike back at an aggressive opponent, Firebrand's standing (WD and QJ 

are both excallent defensive attacks. Firebrand shrinks slightly during standing (М), which 
makes him harder to hit, while the hitboxes on the attack are higher than the move's 
animation makes it seem. This allows the move to connect with enemies at normal jump 
height while Firebrand is generally safe. Standing @ has long startup, but it hits way above 
Firebrand in an area he can't be hit at all, making it a great anti-air if you have time to use it. 
Using either attack as anti-air requires very strict timing because both attacks only have one 
to two aclive frames where they hit above Firebrand's head, so make sure you can get the 
hit instead of taking a risk. 





Fou can perform Hell Dive M incredibly low to 
the ground, giving Firebrand a makesiitt {ате 


i crouching 9 ! 
jump. .. 


Your ultimate goal with Firebrand should be to get him close to his Opponent and stay there as 
long as possible. Up close, his special moves become much more effective, allowing him to use 
each one of them in a different wacky mix-up! 


Once Firebrand is next to his competitor, Hell's Elevator M can quickly jump over the target, which 
сап create a Cross-up using a crossover assist. This can be set up fairly easily, as well: call an 
assist during a basic attack chain combo, then cancel into Hell's Elevator M to make Firebrand 
jump over his rival! Depending on when you cancel into Hell's Elevator and how close Firebrand 
is, Firebrand might still jump aver his opponent. If not, have Firebrand remain above the opposing 
character at a distance close enough to mix them up. Once Firebrand is in the air, yau can perform 
another mix-up on your challenger using Hell Dive. 


You can use Demon Missile H similarly to Hell's Elevator M, as when used up close, Firebrand 
ends up on the other side of his opponent! It's set up similarly, too: during a chain combo or 
just a crouching (B , call a crossover assist and cance! into Demon Missile H. Even if your 
adversary guards the cross-up, Firebrand is left at advantage, so usa that apportunity to keep on 
the pressure by canceling the Hover at the end of Demon Missile H with © Вол Voyage, or Hell 
Dive Lûr M. 


At close ranga, you can use Hell Dive L and M to mix up tha opposing character if vou find 
Firebrand in the air or stuck in Hover next to his rival in the air after Hell's Elevator or Damon 
Missile Н, Hell Dive L sends Firebrand directly to the ground, where he can quickly attack with a 
low-hitting crouching 9 , Most players instinctively guard high when they see their opponent 
in the air, allowing you to catch them off guard with the speed of Hell Dive L. The effectiveness 
of Hell Dive M up close depends on whether or not you can call a crossover assist: if you can't, 
getting behind your competitor won't accomplish much sinca Firebrand can only tura around 

to perform a special attack. If you do have a crossover assist available, Hell Dive M becomes 

a decent, if not fairly gimmicky, cross-up tool. Simply call a crossover assist, then jump and 
perform Hell Dive M, and the assist hits on the opposite side of Firebrand. If you want to be extra 
sneaky, jump aver your foe and then perform Hall Dive M; you'll dash back to your original side, 
hitting opponents who think you're going to cross-up. Your opposition can shut down this tactic 
by mashing, so stick out a jumping before calling an assist to cover yourself, 


You can also use Hell Dive M as а makeshift triangle jump by performing it directly off the ground 
by inputting the mation yy A + ‚ This isn't as effective as many other triangle 
jumps in the game since Firebrand can't perform very many attacks out of it, but he can mix up 
overhead by either using y7 + aJ while still in the air or using crouching @ after landing! 
Either hit can be easily converted into combo, giving Firebrand a quick surprise overhead he can 
pull aut at any time. 


Jumping and instantly pressing (B. can create an overhead that your opponent can only guard if 
they expect it coming, forcing them to randomly stand up! In Luminous Bo dy and X-Factor, 

into air Bon Voyage is a combo that can lead to big damage otf an overhead your competitor can't 
see! Outside of X-Factor and Luminous Body, mix up your adversary by calling an assist while 
performing jumping & , then cancel into Hell Dive L or M; M goes over your foe, allowing the 
assist to hit as Firebrand dives past them, while L drops Firebrand to the ground quick enough to 
slip in a crouching (B . 


lf Firebrand is getting pushed out of close range by advancing guard, use Demon Missile M or 

Н, Demon Missile M and H ignore advancing guard as they move forward, leaving Firebrand 

close to the opposing player at the end of the move! Firebrand can also delay the timing an his 
crouching (9 attacks to bait his rival into using advancing guard; simply press a single (B У 

wait a moment, then go into a chain combo. lf your competitor tries to use advancing guard while 
they're not in guardstun, they'll throw out a crouching attack that your crouching attacks can beat! 
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Hell Elevator M always pumps foward the appanant... 
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CR. ©, CR. ®, © => FORWARD SUPER JUMP, AIR ©, ©, + © @, FLIGHT, & # + с (D, LAND, CR. ©, © => 
FORWARD SUPER JUMP, AIR ®, ©, @ (2 HTS) ro t + «> c ©, LAND, © => FORWARD SUPER JUMP, AIR ©, ©, 


(Ө (2 HITS), ©, LAND, FORWARD DASH, + м > c 69 (MASH @) 
584,400 damage, 24% meter loss 


You can start this combo with crouching (5 once or twice for a more flexible opening, but you'll lose out on some damage. When you start with crouching (L), don't go into the rest of the 
combo, and instead wait a moment, then go for another crouching \L) to beat advancing guard or try to throw. If your throw connects, go into Comba II! 


In Luminous Body, you have an additional option, as you can perform an instant overhead with jumping CL; J canceled inta Bon Voyage! 



























Firebrand automatically enters flight after Devil's Claw connects, causing a short delay before you can activate Hell Dive L. 

If Bon Voyage drags the opposing character completely into the comer, Firebrand ends up in the corner himself. so backdash immediately to keep your rival in the corner. Dark Fire damage 
midscreen can be incredibly finicky, sn it's best to таке sure that Firebrand |5 as close as possible betore firing it off, 

If you do end up with your adversary at midscreen, quickly wavedash forward twice to move Firebrand closer to his opponent after the knockdown In order to get as much damage from 
Dark Fire as you can. 
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FORWARD THROW OR AIR THROW, ¥ u > © @, DASH FORWARD, © ==> FORWARD SUPER JUMP, as 
@ (2 HITS), ¥ © ©, FLIGHT, ¥ # + © ©, LAND, CR. ®, @ => FORWARD SUPER JUMP, AIR & E (2 HITS) 
к> ¥ u о ©, LAND, © ==> FORWARD SUPER JUMP, AIR ©, LAND, ¥ м > © (mem (MASH @) 


406,900 damage, 25% meter loss 


Firebrand can only OTG his opponent without an assist after either of his air throws or his forward throw; his back throw has too much delay. If you (апо а back throw, he can still combo 
with Dark Fire as soon as he lands. This actually does about the same damage as his full throw combo, but he doesnt gain any meter. 


After the backward version of his air throw, you must pertorm air Hell Dive M to move close enough to your competitor ta OTG with Hell Spitfire н. 
After the OTG, perform this combo as you would Combo I, just much faster; opponents will Hip out much easier if you take too long to perform any individual step. 


Since you're ending the combo with an air Ө, by itself, you're not going to have much time to get Firebrand close to the opposing character by dashing on the ground, 50 you might lose 
out on some damage depending on where on the screen you performed this combo. 





I. MR ¥ u о ©, WAVEDASH FORWARD TWICE, CR. ©, © => FORWARD SUPER МЕ ММ (2 HITS), 
+ o @, FLIGHT, + ж + 2 ©, LAND, СВ. ©, © => FORWARD SUPER JUMP, AIR 6 , (9 (2 HITS), ®, LAND, 
WAVEDASH FORWARD TWICE, ¥ а > © (MASH @9) 


446,200~561,000 damage, 24% meter loss 
Air Bon Voyage is one of Firebrand's best offensive tools, as it allows him to counter projectiles and low-oriented attacks from the air, and itis totally safe when guarded! 
If one randomly hits while you're trying to approach or if you have a chance to punish a whiff with it, go stralght into this combo to maximize damage. 


The farther Firebrand is from the corner, the farther he drags the opposing character against the ground, dealing more damage! Unfortunately, this tends to only decrease the entire 
combo's damage because of stun and damage reduction caused by the extra nits. 


COMBO APPENDIX татти ө 


GENERAL EXECUTION TIPS х а: 
Get familiar with the ¥ € 4 X motion required to perform Firebrand’s instant Hell Dive M; if performed too quickly, you'll get Hell’s Elevator | a 
де using Dark Fire, make sure you can get right next to your opponent, or it'll do little damage. if you can't, end a combo hy activating Luminous Body 2 
or Chaos Tide E 
Many special moves and Devil's Claw leave Firebrand in Hover, so remember to cancel flight with S) , Hell Dive, Bon Voyage, or Hover before trying. to guard 2 

WHEN USING AN ALTERNATE TEAMMATE, ACTIVATE АТАС WITH Ф = (S), ШЕН AS З FIRERRAND COMES IN, PERFORM AIR û М) (Му ПО | р 

FLIGHT, & ж + © (D, LAND, бВ.(@), © => FORWARD SUPER JUMP, AIR ©, D, © (2 HITS) es * м > с ©, LAND, Qe. RSW р 


Notes Damage 







FORWARD SUPER JUMP, AIR (9) (2 HITS), ©, LAND, FORWARD DASH, > 2 S (MASH) 


WHEN USING AN ALTERNATE TEAMMATE, ACTIVATE A TAC WITH е « (S) ORF € 9, THEN AS FIREBRAND COMES IN, PERFORM ARO, oO ae 
Vw о ©, FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR, 0, ©, (2 HITS), ©, LAND, + arog GO (MASH) * 2E 


h س‎ dot 


Notes Damage 





AGAINST A CORNERED ENEMY WHILE IN LUMINE: BODY AND X-FACTOR, CR. à ,CR. O ==> + ч + oD (D, ICR. OES + ` > ү TE Be 
СК. 9), (© => FORWARD SUPER JUMP, AIR ®, 0, (9 (2 HITS) ==> $ мэ 5d; EAND, Ges cJ FORWARD SUPER JUMP, АВ, LAND, E. 
¥ м cem (MASH) ne | | i 
Notes | D TNT a rond se ee ee cafe Resa c 


Requires X-Factor or Luminous Body 





"ч, | 


<= س‎ 1 i zh Uo 1 : 








+ «> © ©, LAND, © => FORWARD SUPER JUMP, AIR Mp 
763,900~1,016,500 damage, 9% meter loss~22% meter gain 
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FORWARD JUMP, INSTANT AIR O => #24 , ©, LAND, ST. ©, 


CR. ©, CR. ©, © ==> FORWARD SUPER JUMP, 
AIR D, ©, ¥ 2 ©, FLIGHT, ¥ ж € > (D, LAND, CR. ®, O => 


FORWARD SUPER JUMP, AIR ©, O => 


@, ©, LAND, FORWARD DASH, ¥ x > с (MASH 6&3) 


You can hit this combo at any level of X-Factor with an instant overhead jump (0), which is nearly impossible for an opponent to react to! You won't have time to verity that your jump ©) 
Is hitting when you activate X-Factor, so this combo is really an all-or-nothing proposition: if you miss, you're a fool, but if you hit, you're a genius! 


Try not ta take a risk with this SP when Firebrand's allies are healthy. This is a versatile way to get Firebrand into X-Factor when he's on his own, however, so wait until he's in range to 
hit an instant overhead jumping (E) instead of blindly activating. 





CR. D, CR. ©, © => FORWARD SUPER JUMP, AIR O, (D, ¥ © (B), FLIGHT, & « o (2), LAND, 4 , CR.@, © ==> 
FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS) => фм o ©, LAND, © ==> FORWARD SUPER JUMP, 
AIR ©, © (2 HITS), ©, LAND, FORWARD DASH, ¥ u > > (MASH @) 


722,000-866,100 damage, 12% meter lass~8% meter gain 


lf you absolutely must knock out a character or catch two characters ina combo, you can activate X-Factor in the middle of this combo for some extra damage. 


This combo doesn't deal a large amount of damage, even when X-Factor is activated, and at level 1. It isn't enough to knock outa character on its own. As with any X-Factor combo, it's best 


to only activate if you're absolutely sure you're going to К.О. your rival, 


This move can probably knock out your opponent's assist if you catch them, depending on their maximum health and how much damage they've taken, so it's probably worth it in a scenario 


when you can leave your adversary without an assist. 





WHILE IN LUMINOUS BODY OR X-FACTOR, FORWARD JUMP, INSTANT AIR (D => ¥ u + & ©, WAVEDASH FORWARD 
TWICE, CR. ©, © => FORWARD SUPER JUMP, AIR ©, ©, + = @, FLIGHT, + € < > (D, LAND, CR. DOS 
FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), ©, LAND, FORWARD DASH, ¥ « > © (MASH @) 


459,800~927,900 damage, 35% meter loss~0% meter gain 


Firebrand's jumping (L) is aimed low enough to the ground to work as an overhead against many characters in the game, and when Luminous Body ar X-Factor is activated, it combos 


directly inta an air Bon Voyage! 


Instant overhead jumping ( Is incredibly fast, and your opponent must guess in order ta guard it- If your competitor is stuck looking for it, they'll need to randomly stand, opening them 


up for a low attack! 


ШИ ШЙ 


BEET FRIENDS [АДИҢ 

E pro nf NT nx Firebrand’s level 3 causes him lo summon an 

i f i additional Red Arremer buddy to attack alongside 

him, giving him the chance to really put on the 
pressure! The Red Arremer performs one of 
Firehrand's special moves whenever you press 
à basic attack button: ® fires a Hell Spitfire 
M, 4) performs Demon Missile M, and © 
performs Demon Missile H. Of these, Demon 
Missile His the most useful, as it attacks while 
moving Firebrand forward. The Red Arremer friend 
performs the attack from wherever he is on the 
screen; generally, he floats around Firebrand, 
moving forward when he does. 


This hyper combo can be very hard to control; if you are attacking a guarding opponent, it's 
best to start combos with (9) instead of (9 . Advancing guard pushes both Firebrand and the 
Red Arremer away, and the little guy's Hell Spitfire M has very limited range and generally 
misses if an opponent uses advancing guard against a crouching © . To put your tiny tot in 
position to pressure your competitor, send him toward the foe using (№ ; his Demon Missile M 
flies too high to hit many crouching characters, but it can stop characters from jumping away 
and can put him in position to assault your opponent from behind! 


When behind the target, advancing guard won't push the flying friend away from the opponent, 
80 you can pelt them with fireballs from behind, even In the corner! When your best buddy is 
behind your adversary, he's unaffected by advancing guard, so you can pelt your rival with Hell 
Spitfires or Demon Missile Н from off the screen! 


Once the friend is close, you can use Firebrand's Demon Dive M to create cross-ups without 
requiring the use of a crossover assist! Perform a jumping O to summon Demon Missile H, 
then immediately cancel into Demon Dive M; Firebrand quickly dashes behind the opposing 
character right as the Demon Missile is hitting! Whenever your Red Arremer is close, make 
liberal use of Demon Missile H, as it moves forward while attacking and can keep Flrebrand’s 
friend in range to keep aggressing. 


Even without a strategy, simply mashing on Demon Missile H can be an effective gameplan! 
When used against a cornered foe, using advancing guard on Firebrand's friend is useless: 
as long as Firebrand doesn’t hit the opponent, he'll be completely unaffected by the opposing 
character's advancing guard! Demon Missile Н from Firebrand's buddy does 24,000 points of 
chip damage whenever it's guarded and can be performed 17 times during a single activation, 
which can deal 408,000 in guarded damage alone! Throw out your own Hell Spitfire Н and 
Demon Missile H to deal additional chip. 


Chaos Tig causes Firebrand fo summon a Reg 
Arremer Buddy that iets Firebrand continuously put 
on pressure! 
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Firabrand's Luminous Body power- 
up is one of his best assets, giving 
him a massive 25% increase 

in speed at the cost of a single 
mater. If that weren't enough, 

the power-up lasts slightly less 
than 10 seconds and lets him 
build meter while the power-up is 
activated, which makes the hyper 
combo completely free if you land 
a combo while it’s activa! 


Since Firebrand bullds meter 
during Luminous Body, there's 
very little reason not to have it active if you can safely get it out. It's not terribly 
difficult, either: any guarded crouching can be canceled into Luminous 
Body, leaving you sale. You can also perform Luminous Body in the air, so you 
can just have Firebrand jump away from his opponent and fire it off. You can 
also trade зоте damage at the end of a combo by activating Luminous Body 
instead of Dark Fire. 


Once in Luminous Body, Firebrand is much faster, making most of his normal 
mix-ups harder to guard, and he gains new mix-ups using his jumping © . 
During Luminous Body, Bon Voyage combos into a jumping (9 performed just 
off the ground, creating an instant overhead to free damage! If an opponent is 
expecting you to overhead, mix them up by canceling the @ into Hell Dive L, 
then do the mix-up again, or just go low with crouching (B since your adversary 
has to guess if the overhead is coming. 


All af Firebrand's special moves activate quicker and recover faster when 
Luminous Body is active, letting Firebrand excel а! some areas where he 
couldn't before. If your opponent is keeping you out while Luminous Body is 
active, it's not a bad idea to resign yourself to throwing fireballs at them until 
the hyper combo ends, as they fire off incredibly quickly and recover early 
enough for Firebrand to get two out at a time, enough to at least irritate a 
character who can’t obliterate his fireballs immediately! If you need to close 
distance, spit a Hell Spitfire L, then immediately use Bon Voyage on the ground: 
the fireball recovers quickly enough to let Firebrand glide in under the cover of 
his own fireball, sailing in safely right in front of his opponent. 


Wien Luminous Body is active, jumping (B can 
combo inte Вот Voyage for a big damage instant 
averiieag! 











WHAT DO TOME PONT ЭД 
HEREZ)I,VECOVERED) WARS) YzKNOW. " 


jlu 
OCCUPATION 


Frank West Freelance Photographer 





Has a number of professional wrestling moves at 
his disposal. He's also covered wars, y know. His 
tough spirit lets him survive under even the most 
extreme conditions. 





While he TR have a Specific weapon, he can 
utilize objects in his surroundings, such as golf 
clubs, benches, hicyeles—basically, whatever he 
гап get his hands on. 


PROFILE 

Though he’s armed only with his strength, if 
there’s a scoop fo be had, he’s got the courage to 
take anyone on. His willingness to dive head-first 
into any dangerous situation has saved his life as 
many times as it has put him in mortal peril. 
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Dead Rising [2006] 


POWER GRID 
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CL) FIGHTING ABILITY MR UND. 


























*This is biographical, and does not represent an evaluation of the 


in-game combat potential of this hero. 
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Ghain Combo Archetype 


































1,050,000 


Hunter Series 















X-Factor Boost speed 
Level 1 (3 teammates remaining) 105% 
Level 2 (2 teammates remaining) 


Laval 3 (1 teammate remaining) 


From the beginning of the match, your number опе priority when using Frank is to level up 
through use of his Snapshot attack, which earns him XP based on tha number of hits ina 
combo, Gaining experience points and levels is important because: 


He unlocks key functionality, including the special moves Barrel Rall. 
Roundhouse Kick, and the anti-air hyper combo Funny Face Crasher 


Starting from level 3, he gains additional functionality during his 
hasic attacks, including chip damage at level 4 


His Tools of Survival special moves and assist become greatly 
enhanced, as well as his Survival Techniques hyper combo 


With maxed-aut XP, not only does he have terrific ditacks, but 
they deal 10% additional damage 


How does Frank go about scoring Snapshot combos to increase his level? In order 
of effectiveness: 


By using air exchange to tag Frank in during a team aerial 
combo, which allows his teammates to build up the combo meter 
while he’s on the bench; his own portion of the TAC combo gets 
naturally capped off with Snapshot to convert the hits into big XP 


Mix-ups at level 2+ with crossover assists and Barrel Roll 


Mix-ups at level 2+ between Tools of Survival H and Roundhouse 
Kick Н, or crouching ©) when his opponent is guarding a 
crossover assist 


Going for cross-up air © ог), or starting combos with the 
invincible portion of 07) attacks or the tip of crouching @ slide 


Off any clean hit, performing combos that emphasize number of 

hits instead of damage; more hits equals more XP 

Using assists with large numbers of hits to find easy places to tack 

on Snapshot (something as simple as watching for the enemy fo run 
into Doctor Strange—|5, then using Snapshot as it ends is worth up 
to 11 XP, or as much as double that with Bottoms Up active!) 


FRANK WEST STARTS EACH MATCH AT LEVEL 1. JUST LIKE IN DEAD 
RISING, HIS LEVEL CAN BE INCREASED THROUGH PHOTOGRAPHY: 


i Total XP 
Level Perks Required. 
snap Shot, Object Throw, Tools of Survival, Giant Swing, Hammer Throw, 
Bollom's Up 

Barrel Roll, Roundhouse Kick 


ОХР (match start) 


Tr = Е L = К |: EV Р 
Funny Face Crusher, improves all (М) and Є attacks and st. @ improves 
Object Toss / Tools of Survival / Survival Techniques 


Improves all @ and © attacks and st. ©), improves Object Toss / Tools of 
survival / Survival Techniques 
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Attack Sel 


Standing Basic Attacks 


Screen Command 


| 48,000 


Standing @ (Level 3) 


Crouching Basie Attacks 
Advantage Advantage if 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded Notes 


CT [eme a «m | 
ШЕШ ШЕТ 


и 


| | 


Ground Special Attack—lLauncher 


| ү | Meter А Advantage Advantage 
Screen Command Hils Damage Gain Startup Active Recovery on Hit if Guarded Notes 


аат eno] co] 9 | $ | 2 | -7__[ auncter no speciai or hyper combo-ccall 
(3 (while standing or crouching) (Level 3) | | 90.000 = foe one Еа Launcher, not special- ог пурет combo-cancelable 
Ө (while standing or crauching) (Level 4-5) 100,000 Launcher, not special- or hyper combo-canceladle 


" л t я 


LI 


Air Basie Attacks 
Advantage Advantage 


Screen Command Hits Damage Меівг баіп Startup Active — Recovery on Hit Guarded 
Air @) (Level 1-2) | 65,000 | | a _ | 
70,000 j | | | б Overhead attack 
22 | Overhead attack, deals chip damage 















Air Special Attaeks—Flying Screen and Air Exchange 


Air (8) causas а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used autside of a launcher combo, air ©) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus (S), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
avallable character to continue the air combo, 


Screen Command Hits Damage md Startup Active Recovery Avantage eth Notes 


E к [ СА! | 
ү Ө (Level 1-2) 70,000 3 18 E Causes hard knockdown il ised | in launcher 
A Lp) sombo 

] iil ы 


"E mm | | us | Causes hard knockdown if used ЇЇ launcher 
ue __| Como, ground bounces foe 


Causes hard knockdown if used in launcher 
comba, ground bounces opponent, deals chip 
damage 


Until b Tags in next available ally while lofting 
grounded | adversary Upward _ | 
Until | Tags in next available ally while causing wall 
(rounded | bounce, erases 1 hyper meter bar irom rival 
Until Tags in next available ally while causing ground 
95,000 800 | 
grounded Dounce, generates 1 hyper metar баг. 

















Command | Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into а command attack from basic attacks, but most command 
attacks cannot be chained from ar canceled themselves; 


SIM HNH] 





| 
[ 
E 


Screen Name Command Hits Damage Мег Starlup Active ^ Recovery ЕН, pli. if Notes 


Object Throw- | | - ; Projectile has 3 low priority durability points, - 
1 enin A 4U i Pace ud 
| Pie (Level 1-2) | | deals chip dama 


Object Throw - =. | | Projectile has 4 fow priority durability points, - 
_| Juice (Level 3) | i Bein — — deals chi 





Object Throw = | А Projectile PT low priority durability points, | 
F i deals chip d damage 


Hard knockdown 


af 


[aes 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them tû preemptively toss opposing characters out of their offense. Combos 


are usually possible after throws, one way or another, 


Screen Command Hils d = Gain Startup Active zs : 
| (ground) Hard knockdown 
> | 80,000 EEE EE Hard knockdown 


Notes 








ae 









co 
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MEREN Maras 


As a Partner—Crossover Assists 


ТШЕ Recovery (this Recovery 
= = F г E i r а Y 1 Li " 
Screen Type coon cima re Description Hits Damage HM Startup Active crossover (other Notes 


Hyper Combo 


ah Я 
Е Frank West—ov] Blue Light Special | Shopping Cart| 7 | 104,100 | 1120 31 a 104 T4 eT sac 


sz j ies in strength with level Ups, see special 
Tools of 2(5)3{4) А Increases in strengi 
Frank West—B Blue Light Special 103,000 wj 3a | 134 - | move list 1 


assist) partner} 


Pick Мейр | — 


You might find use for any of Frank's assists, but Frank West—ct is the best all-around, with Frank west—B drawing honorable mention, веррс!ану if you level Frank ир. On the other 
hand, a leveled-up Frank should really be out taking advantage of his powered-up attacks on point, making the usefulness of Frank West—[3 a bit of a catch-22. 


Frank West—e is a unique attack that he himselt does not ave access to on point. In it, Frank runs out to midscreen with а shopping cart, dragging any targets he hits along Ls ub The 
shopping cart itself is covered in a large unbeatable Hitbox, so even though Frank has no invulnerability, this attack usually beats other melee attacks your opponent throws out! Frank's 
shopping сап is weak to projectiles, as they simply pass through the shopping cart unfazed and hit Frank out of his attack: 


Frank West— Ê functions a lot like other pinning melee assists, such as Chun-Li—^y and Dante— €x, in that it allows your point character to approach and stage a mix-up while the 
opposing character is being held in place by Frank's survival tools, without you needing to worry about being pushed avray Dy advancing guard. This assist gels better as Frank levels up 
since he uses whatever version of Tools of Survival he has equipped: a plunger at level 1, a push broom at level 3, and a chainsaw staff at level 4! 


Frank Wesi—"y causes Frank to jump out and down some juice, building 30% of a single meter very quickly. While it's comparable in speed to Amaterasu—"y, ilis much Slower than 
Morrigan—y, which is really the assist you should go for if you really want to conjure hyper meter from thin air, Frank is just too slow and vulnerable during this assist and has more 
useful assists in general. Only consider this assist if your team 15 incredibly dependent on meter, апо you absolutely must play Frank. 


Snap Back 
Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded 


m : Ei | | |o leg 
59,000 |^ S o. | 5 
a meter bar) | A | 


On hil, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
| out for 4 seconds 











gum mE EG н 


Advantage Advantage 
on Hit if Guarded "oles 


dd | r1 Pulls foe toward Frank on contact 
Л — 
3 Pulls opponent toward Frank on 


Screen Name Hits Damage Meter Gain Startup Active Recovery 




















Tools of Survival L 
(Level 1-2) __ 
Air Tools of Survival L 














(Level 1-2) contact 


ell x | I шшш | ER 
| Air Tools of Survival L 3 4(8)5(2) 12 | Knocks down 
И : | 130,700 1472 |. Т | +12 
| (Level 3) ML | | | | | 
(Level 4-9) а | | | | 
Ao SU IUS 2000 18 i ER OINMENEME 
(Level 4- 2s » : 2; - 
720 ИКИ ЕЕ КШ -13 Wall bounces adversary 

| E Wall bounces rival | 





en 








| Air Tools of Survival M 
(Level 1-2) 

Tools of Survival M 
(Level 3) 
Air Tools of Survival M 
(Level. 3] — 
Tools of Survival M 
























T =f Wall bounces challenger 


| (Level 4-5) 
oe | OTG-capable, knocks down 


{у A> + ® eee | 
Air Tools of Survival M E Peal 
| - Unti — | | m К Ta i 


(Level 4-5) - (in а} ein (uj) | 
Toals of Survival Н 
7 ————— 5 Е 
alle ae | a üTG-capable, ground bounces 
af de | opponent 


Air Tools of Survival Н | 
(Level 1-2) may є 5> + Ф 
r | OTG-capable, ground bounces 
me ea oo 





















| Tools of Survival Н 
(Level 3) M 
Air Tools of Survival H | 
| (Level 3) 


= 





Screen Name Command Hits Damage Meter Gain ‘Startup Active Recovery АШ Advantage Notes 


n Hit if Guarded 












OTG-capable, ground bounces rival 


| OTG-capable, ground bounces: 
competitor | 
OTG-capable, pains XP based on 
number of hits in combo 








eas 4-5 


ial 
^w m air OK) 








11 











— 





12 | Roundhouse Kick M кошл hig 


+ 








€ zombie is active for 31 
irames, knocks down 

Thrown zombie is active for 34 
trames, Knocks down | 
Thrown zombie is active lor 30 
frames, knocks down 
Zombie stops 1 low priority 
nrojectile 

Zombie stops 1 low priority 



















E 
ا ا ا اھ ا‎ 
mmm ooo 
ion 029.4 UE a DD ЕНЕС 
ome f | s [- ow [ow ose] 
E TM саана ганаа projectile 
Zombie stops 1 low priority 


D Throw H <A (charge) z^ +. (D) ЗЕ 80,000 илз NES projectile, captures foa for 111 
E = fr - 
pu : 
+ Ө 


| Tames 
combos, lasts for 600 frames 
18 | Barrel Rall at TUER higher) 
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Tools of Survival L: During this attack, 
Frank quickly stabs at his opponent several 
times with one of his zombie-busting 

tools. This has wildly different functions, 
depending on Frank's level, At level 1, Frank 
plunges a plunger toward his foes, pulling 
them closer to him when it connects, while 
at level 3, he sweeps them away with a long 
push broom, and at level 4 and above, he 
slashes at his target once with along chainsaw оп a stick. 


ip ITE [^ 
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The level 1 version of this attack is best used in combos, where it piles on the hits and gives Frank more XP per combo. Outside of combos, it has little range, and the pulling functionality 
of the attack doesn't work if the opponent uses advancing guard, leaving Frank blindly stabbing at the air. Once at level 3, you can poke at your opponent more effectively because the 
move has much more range and knocks down your competitor if it hits, making it a decent poke from the ground and the air, It's not technically safe if guarded, but it basically is from 
the edge of its range. At level 4, this attack becomes a great tool for constantly attacking your opponent, as it deals 75,000 points of chip damage on block and a massive 164,000 points 
of damage on hit while creating frame advantage for Frank in either case! 


Tools of Survival M. This weapon-based 
attack causes Frank to pull out a large bat 
an the ground or in the air and swing for 
the fences, bouncing his opponent off the 
wall when it hits. At level 1, Frank doesn't 
recover in time for you to combo off the 
wall bounce outside of corners without an 
assist or a hyper combo, But ance at level 
3 and above, you can have Frank combo 
off the wall bounce when it hits without a 
crossover assist, and it easily combos from other attacks, making it a great tool to add on hits for your level-building combos. Frank's mobility isn't the best, however, making it difficult 
for Frank players to convert this wall bounce into a combo outside of the corner. 


This attack is unsafe when guarded, so try to avoid throwing it out blindly and keep it for use strict! y in combos. Level 4 Tools of Survival M functions similarly to the level 3 version, 
except Frank throws away his bat and swings at his opponent using a chainsaw! The level 4 version deals chip damage when guarded, but it is still unsafe from punishment if an attentive 
adversary guards it. 





Tools of Survival H: Frank swings 
downward at his opponent with an 
overhead attack, striking them with 
enough force to bounce them off the 
ground! This attack is unsafe on block, 
making it a fairly risky overhead that 
should only be thrown out in a combo or 
with а crossover assist to back it up; when 
the Iv.1 overhead hits on the ground, it's 
very difficult to combo off the bounce. 
After air Tools of Survival Н, you can easily pick your rival up with © launcher, making it one of Frank's best tools to extend combos at lower levels. This attack is also OTG-capable, 
making it a great combo- -extending tool to add additional hits after flying screen! 


At levels 3 and 4, your competitor bounces much higher when the attack hits, making follow- “ups easy even on the ground, But remember that the attack is still unsafe when guarded, so 
you should only throw it out under the cover of a crossover assist. 
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Snapshot During this attack, Frank pulls out 


his trusty camera to cover the war, quickly taking an OTG-capable photograph of the 
battlefield that reaches in a huge area in front of Frank. By itself, this attack is almost completely useless; it does very little damage and 15 
unsafe even it it hits. But in combos, Snapshot becomes Frank's most important attack and the entire foundation of his character, since 
Frank only gains levels by hitting with it: Frank gains one point of experience for every hit ina combo, so the more hits in a combo, the 
more experience Frank gains! For example, a four-hit chain combo ending with Snapshot earns Frank 5 XP—four XP for the chain combo 
and an additional XP point for the Snapshot. 


Essentially, Snapshot is how you should end every combo until Frank reaches level 4, as gaining levels is Frank's number one priority. 
After an OTG Snapshot hit, it can be hyper combo canceled into Blue Light Special or Survival Techniques for big additional damage! Be 
careful when ending a combo without a hyper combo cancel, as Frank is left at big disadvantage after it hits, so even if you can guard your 


opponent's counter-attack, Frank remains on the defensive, which is definitely not recommended. 


Levels are gained at 5, 20, 50, and 100 XP. Frank really isn't a complete character until 1.3 ( 


Barrel Roll and Funny Face Crusher being really important), and he isn't a great one until Iv.4 


(huge improvements to many moves), so you must make XP part of your gameplan. Until Frank is at Iv.4, it's the only gameplan, really; damage along the way is incidantal to the goal of 


getting Frank's hands all over Chuck Greene's chittering chainsaws. 


Luckily, it's not that hard. Off a single clean hit, even by himself without the aid of assists, Frank should get at least Iv.3. But there's an even better way. If you put Frank in the second slot, 
vou can revolve your gameplan around having a previous character hand off the longest possible combo to Frank via a team aerial combo. Score at least a solid 20-30 hit combo with a 
character or two performing air exchanges before Frank, and then Frank himself can easily cap it off and finish with a Snapshot to START at Iv.4! Obviously, this is ideal: Iv.4 brings the 
chainsaw pain, and the lv.5 damage buff is just a nice luxury to attain (if you get there, you are probably not having many problems in a given match, anyway). 


You can also speed level-ups by working multiple Snapshots into the same combo, which can give you esse tially double credit for a long sequence; for example, by calling an assist 
(many will do) just before performing a Snapshot OTG after a lengthy air combo, you can usually recover and Snapshot again! (Of course, Snapshot is hyper-cancelable, and so you can 
also tack on solid damage with Blue Light Special or Survival Techniques in any case.) If the chips are down or you just smell blood, you can also use X-Factor to cancel one Snapshot 
into another and then immediately into a hyper combo; when this technique K.0.s one character while building instant Iv.4/9 and an angry red Frank to mix up the next character with, it 
can be very much worth the effort. 





Roundhouse Kick H: During the Н version 
of Roundhouse Kick, Frank hops and then 
performs an OTG-capable low-hitting Kick, 
knocking his opponent back into a soft 
knockdown. 


You can only combo after this attack 

when combined with a crossover assist 

or by canceling into a hypar combo, 

but this is Frank's only low attack aside 
from crouching D , so you'll need to 
occasionally use it to keep your opponents 
from constantly guarding while standing. 
Use it as a mix-up along with Tools of Survival Н; call an assist to mask your attack 

and place the foe into quardstun, then make your adversary guess whether to block the 
overhead or the Roundhouse Kick H low attack! 





Roundhouse Kick Н is also a good ОТС to use in combos after you've already caused а 
ground bounce with Tools of Survival H; using Tools of Survival H a second time prevents 
you from hyper canceling and actually having it combo, but Roundhouse-Kick Н works. Of 
course, either case assumes that you don't need to end combos with Snapshot canceled 
into a hyper combe for photography XP anymore, which should only happen at level 4 at 
the earliest. 


Hammer Throw L & M: When this attack 

is performed, Frank pulls out a zombie and 
tosses them ambling toward his opponent. 
The Lversion of this attack throws а 
zombie that walks slowly, while the M 
version throws a faster-moving zombie. 
While this attack has only one point of 

low projectile durability, the zombie can 
completely stop any single projectile, and it 
recovers extremely quickly, fast enough to 
have multiple undead clambering toward your competitor! While strong against characters 
who fire single projectiles, characters with beam attacks are able to destroy the zombie and 
continue hitting Frank, limiting its usefulness against them. 





When advancing guard is used, Frank isn't pushed back at all because these zombies count 
as different characters, much like an assist! From midscreen, Frank can Hammer Throw L 
zombies quicker than many opponents (even those with projectiles) can react! Characters 
without projectiles can do little to keep Frank from slinging the fiends, so use them to force 
an adversary to jump, then grab them out of the air with Funny Face Crusher, You can also 
employ slow-moving Hammer Throw L zombies sort of like how Guile uses slow Sonic 
Booms... toss one, then follow closely behind it for cover! 


Roundhouse Kick L: The Roundhouse Kick attacks are 
only available when Frank is at level 2 and above, and their 
function differs depending on the button pressed. During 
the L version, Frank hops toward his opponent with a 
feint, hopefully coaxing the foe to hesitate. Cancel into this 
irom a blocked attack, performed at the same time as ап 
opponent's advancing guard, and Frank bypasses the push 
back, leaving him in front of the opposing character. 


This tactic might be punished if not covered by a crossover 
assist, however. Roundhouse Kick L becomes most useful once your adversary is aware of your Barrel Roll 
mix-ups; mix in a Roundhouse Kick L instead of a Barrel Roll to keep your competitor guessing! 


Roundhouse Kick M. The 
M version of Roundhouse 
Kick causes Frank to rush 
toward his rival and Kick 
straight at the target, 
causing a hard knockdown 
on hit. Since it places 

the opponent in hard 
knockdown, it leaves you 
in position ta OTG the foe 
wilh Tools of Survival H or Snapshot! This attack is unsafe when guarded, 
so you should only use it inside of combos. 





Giant Swing. This attack causes Frank to 
pick up a wayward zombie, then swing them 
in a classic pro-wrestling fashion toward 
his opponent. Each button pressed causes 
Frank to spin the zombie more: one spin 
during the L version, two spins during the 
M version, and three swings during the Н 
version. While this attack has significant 
startup time, Frank is not only safe when 
his adversary guards this attack, but he's 
lett at huge frame advantage, allowing him to pile on the pressure while attacking his rival; 
on hil, vau can convert this into a combo by simply using his © launcher! Frank gets more 
frame advantage and more chip damage depending on the button used, but at the risk of the 
opposing character's advancing guard: the more hits, the farther they can push Frank away 
with advancing guard, limiting his ability to exploit the massive frame advantage. 





This attack is vital against characters who can keep Frank out with projectiles, since the 
thrown zombie completely ignores enemy projectiles, passing through all of them on 

the way toward the opponent! If the thrown zombie hits the target, it only places them in 
soft knockdown, limiting your chance to convert into a combo, but it completely stops an 
onslaught of projectiles for enough time to allow you to get Frank in and start his offanse. 
If Frank is hit before he throws the zombie, the attack ends, so make sure you have an 
opportunity to let one fly before attempting to shut down a zoning onslaught. 


Hammer Throw H: This attack has more 
startup time than its lighter counterparts, 
but the quick zombie released grabs 

and briefly captures the opposing point 
character if they get hit by it, giving you 
time to have Frank wavedash across the 
screen and start a full combo. Unlike 

a throw, when the zombie grabs your 
opponent, it applies normal damage 
scaling, making the combo after a 
successful grab deal the same damage as a 
normal combo! 





It's most useful to get Hammer Throw Н zombies out there against foes lacking projectiles, 
when you've generated heavy frame advantage in a zoning war (such as through the use of 
an assist), or against new characters falling in to replace defeated allies. 



































Bottoms Up: When this special move 
is performed, Frank pulls out a bottle 
of adult refreshment and chugs it 
down, and, as long as the power-up 
is active, Frank pains experience 
twice as fast, gaining two points of 
experience for every hit in a combo. 


Barrel Roll: During this special move, Frank uses 
his war-covering experience and rolls toward his 
opponent. While this attack doesn't hit, it can be 
used in mix-ups along with a crossover assist 
since it only lasts 30 frames and can have Frank 
change sides with his rival, quickly crossing 

them up, even in the corner! Barrel Roll can be 
This boost comes with a price, canceled at any time with a special move, allowing 
however, because after 10 seconds | you to fake a cross-up by canceling into Tools af 
have passed, Frank purges the liquid Survival L! Unlike many command-based special 
out of his body, leaving him vulnerable to attack. 





maneuvers, you can call a crossover assist during Barrel Roll, giving you more flexibility when 
Frank still must connect with Snapshot for this boost to be effective, so try to liming an assist to cross up! 
activate Bottoms Up under the cover of an assist that hits for a while: activate the You can also utilize this attack to cancel the landing recovery of Knee Drop, giving Frank more 
power-up, then rush in on your opponent while they're still under attack from the time to mix up his adversary after a guarded overhead hit. While Frank has no invulnera bility 
assist! Frank can keep from barfing by tagging to a different character through a during the attack, he has a much smaller profile while rolling, making him harder for foes to hit. 
THC, TAC, crossover counter, or a crossover attack; as long as Frank leaves the Even with a smaller profile, however, ha is susceptible to a competitor pressing buttons, so be 
playfield, he won't bart! sure іо call a crossover assist before using it to ensure Frank's safety, 





Hyper Combos 


Screen Name Command Hits Damage Startup ^ Active Recovery NIS mus Noles 











ÜTG-capable, wall bounces foe, can be 
mashed for extra damage, shopping cart 

nullifies projectiles and some beam attacks 
Frames 1-12 invincible, throws airborne 
opponents, hard knockdown 






248,100- 
297.700 | 
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[Level 1-2] 


| 3 survival Techniques 
" | (Level 3) 


Survival Techniques 
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Regardless of whatever else youre worrying айош 


Franks olfense i5 a (т) underwhelming before at | | 
han using Frank, your main goal is te level Im up. 


leas! level 5, bul his WE) allacks have great range 
and priority at any devel: ај) at any level is his 
best attack: 


To be perfectly honest, Frank West isn't a complete character at the start of any match, but that's 
by design. He has very limited reach, struggles to get in dua to his poor mobility, gets destroyed 
by zoning characters, and can't mix up the opponent much at all—he has one low attack (his 
crouching © slide) and one slow overhead (which you can't convert into a combo without a 
hyper cancel or an assist). If Frank is at level 1, his best place is on the bench, helping the team 
with his assists, which can all be great on the right team. Your number one goal with Frank is to 
get him to at least level 2 so that he gains access to Barre! Roll and you can actually start mixing 
up your opponent, 


But this does not make Frank a useless character; far from it, as he becomes a very strong fighter 
at level 3 and above. The easiest way to get there is through a TAG combo: Frank gains levels 
depending on the number of hits in the combo, but he doesn't actually have to perform those 

hits himself! If you build your team around landing a TAC combo into Frank, you сап Skip over 
his lesser levels entirely. For the team aerial combo lead-in ta Frank, while more hits are better, 

її а character can perform a combo with 15 hits (and most can), Frank can pick up the slack by 
himself to get to at least level 3, and with an assist, straight to level 4 the first time Frank comes 
into the game! As long as you can build a combo with 19 hits before you use Snapshot, Frank will 
пе able ta enter the game as a very formidable combatant. 


hi you are ever forced to tight with low-level Frank, things aren't as bleak as they might seam. 
While Frank has a difficult time opening up an opponent by himself, his chances increase a lot 
with an assist: he only needs a five-hit combo to level up to level 2, which is easily achievable with 
assists. Since Frank needs as many hits in a combo as he can, multi-hitting and beam assists 
really help him out; Doctor Doom—c, Dante—[3, and Chun-Li—^y are all great, since they apply 
at least six hits on their own before you start your combo. This means you can simply visually 
confirm whenever these assists hit your adversary (or their assist!) and tack an Snapshot for 
enough XP to ding to at least level 2, if not more! And, all of these characters have lang combos 
they can hand off with an air exchange hit to TAC to Frank, making them perfect for bringing Frank 
in at level 3 or 4. 


Keep in mind that Snapshot can hit assists and that combos against assists do count toward 
Frank's photography XP; if you happen to start hitting the opponent's assist but not their 

point character, perform as long a combo against the assist as you can without completely 
compromising Frank by overcommitting (for example, if the opposing player using Dormammu 
is waiting to Chaotic Flame you to death if you touch an assist, don't take the bait!), then call 
an assist to give Frank a little bit of cover and finish with Snapshot. Even something as simple as 
reacting with Snapshot whenever your beam assist catches their assist can go a long way toward 
getting Frank to more powerful levels! Note that Snapshot can't hit both their assist and point 
together, though, so put XP-gathering on hold if you catch two enemy characters In a combo at 
once, and replace Snapshot OTG with Tools of Survival H. 


Even at low levels, Frank's (a attacks are all worth mentioning. Think of a slightly slower, but 
much longer, version of Wesker's crouching (М) . Whether on the ground standing or crouching, 
ог jumping in tha air, Frank's (М) pokes allow him to go toe-to-toe with the basic attacks апа 
close-range tactics of just about anyone. And at higher levels, his Ф attacks number among ihe 
best basic attacks in the game, period. 


Once Frank reaches level 2, he gains access ta Barrel Roll, which gives you a chance to have fim 
stage real mix-ups against his opponents. While Barrel Roll isn't great defensively (it has no actual 
invulnerability}, it allows you to convert a blocked chain combo into a left/right mix-up when used 
with an assist, greatly improving your odds of having Frank actually land a hit. To use Barrel Roll 
effectively, simply get Frank next to his adversary and perform it while calling a crossover assist, 
this is a simple, generic mix-up, but all you're looking for is a single clean hit, which should easily 
translate into at least level 3 via simple combos, This is best done with frame advantage, such as 
by canceling a guarded basic attack into Barrel Roll. It can also be very useful for performing just 
under a rival as they're about to land from a jump. 


if the crossover assist hits as Frank Barrel Ralls through them, go straight into a combo when 
Frank recovers—it doesn't need to be optimized far damage, just tailored to get enough hits 
before Snapshot to assure a level-up. With the right assist, a simple € launcher into air 

(D G апа OTG Snapshot combo should be enough to get Frank to level 3! 


Combining Frank's Knee Drop air attack with Barrel Roll (and the Roundhouse Kick moves that are 
also learned at level 2) gives Frank his most potent mix-ups. See the Advanced Tactics section for 
more details. Barrel Roll mix-ups are also quite applicable to new characters falling in after а К.О. 
or snap back; have Frank dash into the corner briefly, call an assist that is going to face ouf of the 
corner just as the new challenger falls in, then have Frank Barrel Roll back out of the corner! 
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Against some teams and characters, sending a horde 


Giant Swing losses zombies clear through your 
' i r of zombies af your adversary wilh Hammer Throw 


opponent's projectiles, which Js very useful to 


overcame hardcore gaming. can be very effective, coaxing foes into nosilion to be 
hit by Frank's air attacks, Barrel Roll crass-ups, 
and Funny Face Crusher, 


If you can get Frank to level 3, he becomes a very solid character whose goal should still be 
to gain more XP; while Frank is serviceable at level 3 and capable of handling most of the 
characters in the game off by himself, he becomes a true force to be reckoned with once he 
gets some wicked chainsaws at level 4. However, especially at levels 1 to 3, there are certain 
times when you are forced to deal with your opponent's long range game. From long range, 
Frank isn't great: his only projectile counters are Hammer Throw, Giant Swing, and Object 
Toss, and each has their own disadvantages. If Frank is being kept out by zoning tactics and 
your crossover assists can't win the fight for you, you nead to remain calm and look for an 
opporiunity to interrupt the opposition. 


Unfortunately, there is no easy answer; Frank's projectiles all work best in extreme situations, 
and they need to be planned for accordingly. If your opponent is firing single projectiles without 
a beam, look fora chance to hold a charge and start trading with Hammer Throw; the zombies 
thrown by Hammer Throw eat up regular projectiles, giving you the chance to eventually win out 
because Hammer Throw recovers incredibly quickly! If you can get Hammer Throw L out and 
force your adversary to guard, you can use that time to close ihe distance and prepare a mix-up 
against your rival. You can also use Object Toss, depending on Frank's level, to force projectile 
trades long enough to get your opponent to react, letting you end the fireball war and prepare а 
chance to hit your target. Your foes can knock zombies over simply by hitting them, but if that's 
how they choose to react, have Frank wavedash in behind a zombie, and be ready to tag them with 
the tip of Frank's slide as they waste their time punching Frank's undead buddy. 


If your opponent is overwhelming you with beams and assists, there's very little Frank can do 
other than try to get Giant Swing out. Giant Swing's zombie completely ignores all low and 
medium priority projectiles; Frank may take a little damage, but the zombie can stop the opposing 
character trom throwing projectiles long enough for Frank to get in! If you can get a Giant 

Swing zombie out; prepare to have Frank immediately wavadash toward his rival while calling а 
crossover assist, as this is the best opportunity you'll have to mix up your competitor. 


While being patiant and waiting for a chance to interrupt a zoning character, keep in mind that 
Frank is one of the smallest characters in the game when he's crouching! Although Frank can't 
keep up with beam-oriented zoning characters in terms of projectile output or durability in any 
circumstance, he can very comfortably just crouch underneath many primary beams, like Iran 
Man's Unibeam, Doctor Doom's Plasma Beam, or Sentinel's G) lasers! And, of course, you can 
call assists while crouching, or even use Frank's crouching @ slide to gaina little ground. 


Once Frank gets to level 3, ha can start turning the tide on his opponent. Having access іо Funny 
Face Crusher is enough; each of Frank's offensive tools becomes better when he can destroy an 
adversary when they jump! From mid range, get Frank into a position to keep throwing Hammer 
Throw L at your rival; you don't have to worry about enemies guarding Hammer Throw Zombies 
and pushing Frank away with advancing guard because the game considers Frank's zombies 
separate from Frank, meaning that your opponent's advancing guard is only affecting them 
instead of Frank! This won't work against characters with a beam, as the beam can penetrate 
through the zombie and hit Frank, but enemies who lack beams must jump at some point in order 
to get away from the zombies. Once your opponent jumps, wait and see what they do: if they 
normal jump, immediately hyper combo cancel into Funny Face Crasher for some free dam age! If 
they super jump, wait and see where they are going to land and prepare a cross-up mix-up with 
your crossover assists and Barrel Roll; call the crossover assist as the foa lands, and Barrel Roll 
to make them quess where they need to block! Barrel Roll can be canceled at any time with any 
special move, and you can call assists during Barrel Roll, giving you plenty of flexibility when 
mixing your challenger up. If they're getting used to your normal Barrel Roll with crossover assist 
timing, mix it up by canceling Barrel Roll into Tools of Survival L, or by calling your assist later or 
earlier during tha Barrel Roll! 


Foes who normal jump or attack at low altitude with triangle jumps and square jumps and similar 
attacks can also be met in midair with the tip of air М) , Press the (D button right afterward 

to buffer air @ ; if air KÀ contacts the target, Frank chains to alr (2) automatically, and you'll 
have time to confirm and score a delayed air €) , then have him land and proceed to juggle his 
opponent severely. Your follow-up options differ greatly depending on Frank's level; see Combo 
Usage section and the Combo Appendix for many reliable possibilities. 





Once you can get Frank to level 4, your gameplan should change significantly. No longer 
should you be concerned with trying to score clean hits and set up ideal Snapshot combos, 
but instead, you should be focused on simply pressuring your opponent! With significant 
upgrades conferred to ali & and Ө attacks, standing ©), and Tools of Survival and 
Survival Techniques, Frank's damage output increases considerably. attacks and 
standing (D even deal chip damage to adversaries once Frank is at lv.4! While the chip 
damage isn't significant, it's plenty to pressure your competitor into striking back by 
pressing buttons, which is always advantageous. 

Franks makeshill survivalist weapons became 

gownnght preposterous at lv.4+, with drastically 

increased range, damage, and hits. 


Cred Object Toss actually makes Frank infa one of 
Ihe game's singer regular projectile characters. 
Use Hammer Throw and Object Tass to complement 
Bach other and control ground evel against non- 
beam Characters, 


Barrel Roll becomes more useful than ever; even if your foe quards everything, you're 
guaranteed at least some damage through chip from constant @Л) attacks, making Frank all 


the mora threatening. At level 4, you should make extremely liberal use of Tools of Survival L 
while attacking; Frank is left at a frame advantage even if guarded, making his offense low 
risk and high reward! Even Frank's jumping (M) deals chip damage when guarded, making him threatening whenever he blindly jumps! The arc of the chainsaws also makes air Ф) into an 


instant overhead if you perform it just after jumping forward: chain into another air fV) after three hits, let the second one go for three more hits, then chain inta air O before landing and 
starting a ground combo! 


At level 3 and 4, Survival Techniques changes from а mere hyper combo to a completely invincible reversal technique; if your rival tries to use a raw hyper combo on Frank at all, simply 
cance! whatever you're doing into Survival Techniques jor a reversal into big damage! [This is similar to Wesker using Rhino Charge, Spencer using Bionic Lancer, or Iron Fist using Iron 
Rage in retaliation to an opponent's close-range hyper combo.) At level 4, you don't need to be as fixated on landing a combo with Snapshot as you are with Frank at lower levels; but 
it's still worth using Snapshot as your OTG of choice until level 5, The only reason not ta OTG with Snapshot in combos before level 5 (where you can replace it with the more damaging 
Tools of Survival Н or Roundhouse Kick Н OTG attacks) is if you've caught two characters at the same time. Snapshot won't hit both the opposing point and their assist at once, so vou'll 
drop their assist out of the combo and forego tons of potential damage if you use Snapshot in that situation. For consistency, finish combos against two characters at once with a hard 
Knockdown, then Roundhouse Kick H into Blue Light Special (Survival Techniques is a “cutscene” hyper combo that cannot hit multiple characters together). 


While Frank is very strong at level 4 and above, he is not invincible, sa you may still need to fall back on Hammer Throw and Giant Swing to get past zoning characters. Note that past level 


3, Object Toss is upgraded quite a bit, becoming a very strong projectile with 5 points of low priority projectile durability, allowing Frank to overpower single projectile zoning characters 
with ease! 


COMBO USAGE 


(REQUIRES LEVEL 1-2 FRANK) CR. ©, ST. ®, CR. © ==> © FORWARD SUPER JUMP, AIR D, ©,@=> use o (Н), 
LAND, CR. ®©, © => FORWARD SUPER JUMP, AIR (D, (D, @==> ¥ u > 2 (D, ©, ©, LAND, WAVEDASH FORWARD 
TWICE, & а > с (S OTG = V e « o (m 


992,200 damage, 1% meter gain, takes Frank from 17.1 to lv.3 


The Gy Ө link after Tools of Survival Lin midair does not work if this combo is started with а jump attack. Instead, just perform air Gy), QD КО) (S) when an additional hit precedes 


Combo 1. This also means that Frank only reaches level 2 instead of 3, meaning freg mam) is not more damaging than ju Cancelinto $ => c 
instead when the combo doesn't ding Frank to 11.3. 


Like with most of Frank's combos, the Snapshot OTG can be replaced by either Roundhouse Kick H or Tools of Survival H for more damage, though it's nat worth passing up XP unless 
Frank is maxed out at level 5. 


(REQUIRES LEVEL 1-2 FRANK) CR. ®©, © => FORWARD SUPER JUMP, AIR Q, (D, 9 => 4 => 2 ®, LAND, ST. Qj. 
CR. ©, ST. ®, © => FORWARD SUPER JUMP, AIR ©, (D, @ => ¥ x > 2 (D, 0, ©, LAND, WAVEDASH FORWARD 
TWICE, ¥ м > 2 (Ө DTGe фи e o OD 


КАШ damage, 1% meter gain, takes Frank from lv.1 to lv.3 


his is a modification of Combo I designed to take Frank to level 3 off a hit from his crouching (H) slide, which is his only low attack at level 1 (and the only low attack he can combo off ol 
on his own at any level). The slide travels a fair distance, and if you hit with the last few active frames of it, Frank is actually left either neutral or at a tiny frame advantage. Couple this with 
Frank's tiny profile while crouching, and you may have ample opportunity to have him slide in under enemy attacks. Try to aim with just the tip of the slide, like how Rose players use her 
slide in the Alpha or SFIV series. Poke with it liberally from the tip of its range, ready to chain into (8) launcher and then this combo on à successful hit. At level 2 or higher, you can cancel 
slide inta Barrel Roll for more trickery, like to call an assist, fake a slide, then cancel into a roll that passes through the foe; your assist now comes out against thelr back! 


(REQUIRES LEVEL 1-2 FRANK) CR. ©, ST. @, CR. Ө, ©, => FORWARD SUPER JUMP, AIR ©, (D, (D, + © @, LAND, 
(MAGNETO—B), ¥ u > © © ОТО (GRAV HITS), @ e" FORWARD SUPER JUMP, AIR O, ©, ©, ©, LAND, 
(GHOST RIDER—a), ¥ u > ( OTG (GHOST RIDER HITS), CR. @, ==> FORWARD SUPER JUMP, AIR ®, ©, LAND, 
$u- о Ө ОТб е te о 09 


682,300 damage, 30% meter gain, takes Frank from Iv.1 to Iv.4 


This combo, which requires Magneto and Ghost Rider, shows how you can use assists to prolong combos and get multiple Snapshots in one sequence. This combo takes Frank tolva 
all the way from Û XP... and it takes him-clear-to Iv.5 if Boltoms Up is active! Afteralr $ + H) hits, call Magneto immediately, but waita moment before doing b wg (S This 
ensures thal the orbs hit directly after the camera flash. 
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(REQUIRES LEVEL 1-2 FRANK) AIR ¥ 2 @, ¥ u > o Ө OTGex^ ¥ м +> © @® (MASH Ө) 


347,400 damage, 94% meter loss 


| 
See | 
AM 154 
Mc ie Here's a basic combo off of Franks air © (D Knee Drop overhead. You may replace ў ч + (5) with  * + c (2), for additional damage (410,400 for the combo overall), 
is ачу: and you're only giving up 2 XP because the combo before the hyper combo is so short, Verity whether knee drop has hit or not before continuing with ап BIB in either case, and see the 
Advanced Tactics section for follow-ups if guarded. Once Frank is at level 3 or higher, it's better to end with Survival Techniques rather than Blue Light Special. 














(REQUIRES LEVEL 3 FRANK) CR. ®, ST. @, CR. @ e^ © FORWARD SUPER JUMP, AIR ©, ©, (Bum Fue (1), 
(D, ©, LAND, WAVEDASH FORWARD, ¥ м > 2 ®, CR. ®©, © => FORWARD SUPER JUMP, AIR ©, ©, (9, ©, АМР, 
мэ © Өе фи с CG 


648,600 damage, 14% meter gain 


lene 


This is Frank's bread and butter combo while he's at level 3. 





„ (REQUIRES LEVEL 4-5 FRANK) CR. © (3 HITS), ST. @ (3 HITS), CR. ©, © ==> FORWARD SUPER JUMP, AIR 
® (3 HITS), (3 HITS) => чњ o (D, © (3 HITS) ==> фм ж & (D, ©, LAND, WAVEDASH FORWARD TWICE, 
# ч» о @, ST. (3 HITS), & => FORWARD SUPER JUMP, AIR (9, ©, LAND, & м > o (S => # ¥ € o CO 


114,400-834,100 damage, 80-92% meter gain, gains enough EXP to bring Frank from level 4 to level 5 


A level 4 combo designed to max aut Frank's XP at level 5, without the use of Bottoms Up. At level's, you can replace the final Snapshot OTG with Roundhouse Kick H for slightly more 
damage if AP is по longer a goal. 





(REQUIRES LEVEL 1-2 FRANK) CR. ©, ST. ®, CR. © 254 ST. ®, СВ. ®, © FORWARD SUPER JUMP, AIR 0, ©, 
@ ==> & u> o, LAND, ST. ®©, CR. ®©, © => FORWARD SUPER JUMP, AIR ©, ©, ©, ©, LAND, WAVEDASH 
FORWARD TWICE, ¥ а > o Ө => ¥ « > o (369 (MASH ®) 


854 ,300~1,110,400 damage, 24-63% meter gain 


This is a basic. hit-confirmable X-Factor combo. If you've caught two characters at once, use Roundhouse Kick Н rather than Snapshot to ОТС at the end: otherwise, the assist drops out 
before the hyper combo finishes. 


ADVANCED RTAGTICS 


МЕРИОТ СНИМА КЕ 

Knee Drop sends Frank falling straight down with 

an overhead smash; on hit, this puts your rival into 

а hard knockdown. Mixing Knee Drop in various 

ways with the moves Frank acquires as he levels 

up leads to Frank's most effective mix-ups. Since 

Knee Drop travels straight down, it's easy to start 

the first layar ta the mix-up by either whiffing Knee 

Drop in front of your adversary, or hitting them 

square. Knee Drop has a semi-long recovery period 

after Frank lands, but you can cancel this period 

with special moves! Depending on what kind of 

look you'd like to give your foe, there are many . — E — —— 

WAYS 10 apply is: 'ahween Frank's superior air atiacks and Funny Face Crusher 5 lll hee 208 ae o ийыш ү Hola is T did 
If the opponent is knocked dawn by sii sound be wary or toe-to-toe ii Frank at low’ opponent to score hits, Keep them guessing, and keap momentum 
K " E Д гор үп Ll 1 1 ea : | J Ü l G " е m altitude, which paves the way for him to threaten with Knee Drop. 

WI napsnai, 10015 OF ourvival n, OF 

Roundhouse Kick H, any of which can | ici 

then be canceled into a hyper combo. If you would rather go for XP, knock them down with Knee Drop, then call an assist that can hold 

your dite asl LCR EL Pancequem UE avert the right assist, you'll be able to launch and keep a combo going for a bit before 

capping it off with OTG Snapshot into a hyper combo 


If your foe guards: you can cancel the recovery af Knee Drop into Roundhouse Kick L for a feint that leaves Frank right next to his target 
and in a good position to throw them 


If you have either an assist that hits high or low, call that assist while canceling landing recovery into Tools of Survival H or Roundhouse 
Kick Н. Depending on your timing and the assist you're packing, this can be virtually unguardable 


Alternately, you can call an assist from the first side, then Barrel Roll to pass through to the other. If the assist hits your rival, start 

a combo as soon as Frank recovers from the roll; if guarded, you're point-blank on the other side of your foe, ready to keep up the 
pressure. Remember that in order to be unpredictable to an opposing player who is trying to guard properly, you can vary the timing of 
your assist calls during Barrel Roll, and you can also cancel Barrel Roll at any point into a special move 





COMBO APPENDIX 


GENERAL EXECUTION TIPS 


In general, pause before super jumping to follow up a launcher, but after Super jumping, attack on the way up as soon as possible 
At any level, link after $ ta =» с> (L) in midair as soon as possible. Frank recovers quickly; simply hit the next button in rhythm with his Tools of Survival L hits 
Peery a is adding up quickly, such as when starting combos with multiple jump-in attacks, omit air(4) before repetitions of air (t 


Link ait © Ө after air Tools of Survival L as quickly as possible 


AS FRANK COMES IN: AIR (D, €) c^ $ w о (D, ARO a> V x 6 (D, АВО ex». Vw о (D, O, LAND, V « > с> OS 
Yat +4 (бойло) | 
Notes Damage 

D + @oc>+ o ory + Ө TAC to Frank. Frank must be level 1~3 | | Varies based on damage scaling, gains enough XP to bring Frank to level 3 
AS FRANK COMES IN: AIR G (3 HITS), @ => $ м > 2 (D, ARO (3HITS)Es € м => c (C, ARO (3 HITS) E» V е + O (5), 
LAND, $ a > £? © ОТС ¥ t +5 (9) 









Notes 


Damage 










+ Q uc» + Got + Ө TAC to Frank. requires corner, Frank must be level 4-5; replace Snapshot OTG with Varies based on damage scaling 
V tA co» @) for much more damage at Iv.5 | ш 


FRONT AND BACK THROW OR FRONT AND BACK AIR THROW, + м > c (S) ex» 4 « > & Geo) (MASH 69) 


Notes 5 Damage 

Requires level 1~2 Frank | | | 352,900 damage, 92% meter loss | 
FRONT AIR THROW, LAND, + ù = = Œ) OTG, ST. (B), CR. (DS) => FORWARD SUPER JUMP, ARO, ©, (Н), (S), LAND, ¥ A> Gees 
Vw co GS) (MASH 69) 


Notes - | ИЕШЕ" : 
Requires level 3 Frank | __|445,700 damage, 39% meter loss l 

FORWARD JUMP, AIR @ , (9), DELAYED (8), LAND, (S) ==> FORWARD SUPER JUMP, AIR D HE € с (Н), LAND, CR. ОКЕ 
FORWARD SUPER JUMP, AIR ©, 0,0, ®©, LAND, & « > — OGE & « 2 (MASH é) 

Noles Damage 
Preemptive anti-air at low altitude, requires level 1-2 Frank 578,100 damage, 23% meter loss 


FRONT AIR THROW, LAND, ¥ м © (), ST. ©, CR. ©, © ==> FORWARD SUPER JUMP, AIR DID (Н), © LAND, V «> © (S) ОТВ > 
¥ ч о GS (MASH@) 




















Notes | Damage 
Hequires level 3 Frank 






i 449,700 damage, 39% meter loss 
AIRY 2 @, LAND, & “> с (Н), (Н. (Н), © => FORWARD SUPER JUMP, AIR®, ©, (D, (S), LAND, # x > o © 0TG ess 
+ ч > 2 669 (MASH ®) 


Notes : Damage | 

Requires level 3 Frank : zi 576,500 damage, 48% meter loss | 
FORWARD JUMP, AIR © (НЮ > фм oO Fura ф щч» © (0), ©, LAND, FORWARD DASH, ST. (Н, (S) FORWARD SUPER 
JUMP, AIR ©, ©, (E), (S), LAND, & u > e (S) 0OTGE Vc (MASH ®) 

Noles — | Damage 

émptive anti-air at low altitude, requires level 3 Frank 209,800 damage, 0% meter loss, gains enough XP to bring Frank from level 3 to level 4 
AIR & (Н), LAND, tuc V S> 2 (1), 5Т.@) (3 HITS), ST. (3 HITS), © ==> FORWARD SUPER JUMP, AIR (5. (3 HITS), 

© (3 HITS), (0, (S), LAND, ¥ u > ^ © OTE V e « c (9 

Noles ei Damage 

| Requires level 4-5 Frank, replace Snapshot OTG withy7 € 5> + lor more damage at |v.5 Е, 679,500-747,900 damage, 11-21% meter pain 
FORWARD JUMP, AIR Œ (3 HITS), (Н) => 4 & > O (8), LAND, ST, (Н) (3 HITS), (S) ==> FORWARD SUPER JUMP, AIR IM (3 HITS), 

(D (3HITS),@,©,4 щ > o (S) OG v + © @®) 

Notes - | Damage | 
Preemptive anti air at low altitude, requires level 4-5 Frank, replace Snapshot OTG with V € cc» + @ ior more damage atlv.5 |596,500-653,900 damage, 12-14% meter gain 
FRONT AIR THROW, LAND, & *« >= 2 (D, tu > SO. STO (3 HITS), ST. Œ (3 HITS), © ==> FORWARD SUPER JUMP, ARD (3 HITS), 
© (3 HITS), ®, (S), LAND, ¥ « > c (S) et» 4 at «- o OD 

Notes | Г Damage 
Requires level 4-5 Frank, replace Snapshot OTG with v7 A > + (D for more damage at lv.5 | _ |974,500-614,400 damage, 18-24% meter gain 
„> ъ com) € 00016, ¥ w- c C), ST. ©, © => FORWARD SUPER JUMP, AIR ®© (3 HITS), Œ (3 HITS), (H), (S), LAND, 
WAVEDASH FORWARD TWICE, ¥ ж = 2 ©) ОТС ex trees 


Notes 
































Damage 
Combo off of anti-air hyper combo, requires level 4-5 Frank, replace Snapshot OTG wiht? $c» + @ for more damage at lv.5 583,200- 756,900 damage, 113-105% meter loss 
CR. © (3 HITS), ST. (Н) (З HITS), CR. ©, © => FORWARD SUPER JUMP, AIR © (3 HITS), MEM CES EE ESTO es 
Vw > 2 @, LAND, BACK UP A STEP, (S) e FORWARD SUPER JUMP, AIR © (3 HITS), © (3 HITS), (©), LAND, м э © (Н) OTG, 
+ м» o (0 (8HITS)e^ ре 2 69) 

Notes ; | Damage 

Requires corner and level 4-5 Frank 1 005200 damage. 87-100% meter gain 















































































































“CTAAAARS!” 


REALNAME OCCUPATION 


Unknown ТАА Е 


ШИШ 
This creature has monster-like super strength and — 
enhanced stamina due to the Nemesis parasite. He 
вап also spawn tentacles from his body, which 
are capable of stabbing or strangling. 


WEAPONS; 


Боске ET DERE 


PROFILE 
Nemesis is a tyrant-type 8.0.W. 
tasked with eliminating АЕК . 
and anyane connected to them. 
Retaining a fair amount of | 
intelligence due to the Nemesis 
parasite, he is able to | 
effectively carry araund a.— — 
rocket launcher. | 


ШЕ 
ШШШ , 


Resident Evil are | 
Nemesis [1939] 






POWER GRID 


f ] Ur aM : 


т AE == à 
| 72 puo mmm —— —— _ 


| 9, Ше Тана И 
@ T / ENERGY TFET m mmm, 


FIGHTING "ABILITY 


"This is biographical, and does nol represent an evaluation of the 
in-game combat potential of This hero. 





AUTERMATESGOSTUMES, Overview 


vitality ___ [1,180,000 Tal 
hain Combo Archetype — 


| X-Factor Boost "ЕДЕ; Speed 
| Level 1 (3 teammates remaining) 











The primary objective with Namesis is to dominate the opposing character from long range. 


Why do you want to-do this? 


‘Nemesis has a number of great long range tools, such as his Air 
Rocket Launcher and Deadly Range attacks 


Nemesis often has a tough time getting near competitors because 
of his large size and limited mobility 


The large size and slow speed of Nemesis give him a number of 
liabilities on defense, instant overheads in particular 


How do you dominate from long range? 


Using low-altitude Air Rocket Launcher to attack and inflict chip 
damage on an adversary from across the screen 


Using the three Deadly Range attacks to limit your foe’s 
movements while interrupting attacks 


Supplementing Deadly Range a nd Air Rocket Launcher with long 
range crossover assists ME | 


The secondary objective with Nemesis is to get within range of Tentacle Slam 1. 
: Why should Nemesis be at this range? 


Tentacle Slam L is a fast command throw with large range, and 
it leads into one of the most damaging post-throw combos in the 
game 
Opposing characters who attempt to counter Tentacle Slam L with 
attacks open themselves up to getting hit by Nemesis’ assortment 
of armor-enabled attacks, some of which lead into huge damage 
_ Rivals who attempt to avoid Tentacle Slam L by jumping open — 
themselves up to Nemesis’ great anti-air attacks, which also lead 
into tons of damage! | | | CAMS | 


| iow do you effectively get within range of Tentacle Slam L? 

Beating his opponent а! long range with Air Rocket Launcher and 
Angled Deadly Reach, forcing them to come to him — - | 
Jumping forward over ground-level threats while attacking with ' 

„Air Deadly Reach, all while utilizing crossover assists 
{ Wavedashing forward while guarding incoming attacks ~ 
~ Using the Bioweapon Assault hyper combo to cleanly beat ош 
projectiles E acess” A 
- Using the armor-enabled properties of.cfauching (Н) to go through 
or under incoming attacks E 








Standing Basic Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery 


| Standing i5 70,000 560 


C Ur [i|wm] m ||: | 
| Knocks down, super armor from trames 10-24 
тит „ышы == LP a зина 
: E pc | ы т ————— 


Advantage Advantage 
on Hit — if Guarded Notes 
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Crouching Basic Attacks 
ane ЕДЕ: 


screen Command Hits Damage Meter Gain Starlup Active Recovery it Guarded Notes 


Lr eee — HC Пашка нш ыы ы ors 
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Ground Special Attack— launcher 


Meter 


Advantage Advantage 
Gain 


Screen Command Hits Damage Starlup Active Recovery oH Hit if Guarded Notes 


©) (while standing or crouching) 


Launcher, not special- or hyper combo-cancelable | 








Air Basic Attacks 


Advantage Advantage 


screen Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded Notes 
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Meter 


Gain 5181100 Active Recovery 


(during launcher combo) 


Air o ora * e 95 000 


(during launcher combo) 


Ai + Ө (during 95 000 
launcher combo) | i 
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Command Hits nants 
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Hits = “Meter Gain 








‘Sta пир 


on Hit 
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ШҮ p ci ne epi. ok cain ООС ' 


Active. 
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Т Advantage 


if Guarded 


Recovery 


“Notes 


| Hard knock 


тив mas nest 


гб 4r 


Causes аи knockdown if used in launcher com bo, ground 


| bounces fo 


| Tags in next available ally while lofting opponent upward 


Tags in next available ally while causing wall bounce, steals 1 
hyper meter from opposing character 


Tags in next available ally while causing ground bounce. 


generates 1 hyper meter 


vate mem 


(ur 
OWT 


an Hil if Guarded Notes 
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B Asia) Partner Crossover Assists 


i UCA Recovery {t Recovery 
| PÎ + ver T 
(Sereen Type PA ER Description Hits Damage mu Startup Active his crossover (other Notes 


Hyper Combo assist) partner) 


| First hit wall bounces foe, second hit knocks 

Clothesline 80,000 + | 6404 down, projectile has 1 low priority durability 

Rocket М 150.000 | 1 | | paint, creates explosion with 10 low priority 
durability points on contact 


} < B | Bioweapon Assaull | Sew ВЕ 130,000 | 1040 oo ж | | | Ground bounces opponent 
EUM 3x | Knocks down, projectile has 1 low priority 
| : Rockel | bility point, creates explosion wilh 10 low 
| —^y | Bioweapon Assault 150,000 durability point, 
E az nes " Launcher | priority durability points on contact — 
> ^ | 3 


Nemesis—ot Bioweapon Assault 


— z 
аве. ae = 
‚шишти ee 


When deciding which crossover assist type to assign to Nemesis, it really just comas down to whether your team benefits more from an assist that can either wall bounce or ground bounce. 


Nemesis—a | is likely the most well-rounded of the three assist types, since It has a degree-of utility outside of combos. The big punch of Clothesline Rocket M covers a fairly large chunk of 
the ‘Screen and. causes wall bounce. However, the rocket blast afterward makes it difficult tn convert a midscreen hit Into а combo, and it also makes it much. more difficult to protect Nemesis 
from. his opponent, Iri. this situation, the rocket likely sails right over the head of a crouching adversary, who can easily start hitting Nemesis with a combo unless you actively prevent this. 


Namesis—p performs Launcher Slam M, which causes à ground bounce state, Unfortunately, the attack does not retain any armor properties in its assist form. Select this crossover assist 
type if your teammate characters don't have a ground Bounce in their combos. 


Nemesis—"y performs his Rocket Launcher attack. While having an extra projectile assist is never a bad thing, the fact that about halt of the characters in the game dont even need to 
crouch to be able to duck under the rocket make this a difficult assist type to use Btiectively. 


LEN) Back 
E T аа Advantage Advantage 


| Screen Command Hits Damage Meter Gain Startup Active Recovery on Hil if Guarded 


My, | == | 800 (-1 hyper | | | 


| Noles 


КО On hit, snap back forces the opposing point character to be replaced by an assist, Opposing assist calls or tag outs are also locked oul for 4 


КО seconds 


Screen Name Command Hils ШАМА Gain Startup Active Recovery von Hit Tet Notes 


Clothesline Wall bounces foe 
Rocket L V “o> + ® 2 Wee | 


First hit wall bounces opponent, second 

hit knocks down adversaries, projectile 

has 1 low priority durability points, creates 

explosion with 10 low priority durability 

points on contact | 

| First hil wall bounces 10е, second hit knack 

Clothesline = BODOU + | down foe; projectile has 1 low priority 

RocketH | w 150,000 | 1 | ! durability points, creates explosion with 10 
| low priority durability points on contact 


Clothesline 80,000 + 
Rocket М + | 150,000 








Screen Name Command 











Rocket 
Launcher 









Air Rocket 
launcher 








Anti-Air 
Rocket 










Hits Damage 





КЕ! 


Advantage Advantage 


if Guarded Moles 
Knocks down, projectile has 1 low priority 


durability points, creates explosion with 10 
low priority durability points on contaci 


OTG-capable, knocks down, projectile has 
| low priority durability points, creates 

| explosion with 10 low priority durability 
points оп contact 

Knocks down, projectile has 1 low priority 


durability paints, creates explosion with 10 
| low priority durability points on contact 


Wall bounces target, hard knockdown, 
Super armor frames 11-30 



















= Hard knockdown 
= annnm = 


Clothesline Rocket L: 
Nemesis’ primary attack 
tor combos, Clothesline 
Rocket unleashes a large 
haymaker that wall bounces 
the opposing character, 
Nemesis has enough range 
on his attacks to be able 







Clothesline Rocket M. 
Nemesis performs 

a haymaker that is 
immediately followed by 
a Rocket Launcher shot. 
While the animation for 
the rocket-firing portion 
of this attack recovers 


to capitalize from this 
anywhere on the screen! 


You can use Clothesline 
Rocket L to end guarded 
attack strings when fishing 
for counterhits; at -2 frame 


substantially faster than the 
stand-alone version, it's 
difficult to fit Clothesline 
Rocket M anywhere into 
your gameplan: unless used 
at an extremely specific 


distance from the corner, 
Clothesline Rocket L always 
results in better combos and is much safer if guarded. The frame data states that this 
attack is «6 if guarded, but that's if your competitor actually guards it—the rocket flies 
clear over the head of any crouching character besides Sentinel, leaving Nemesis wide 
open for punishment. 





advantage, it's Nemesis’ 
safest option after his 

(B and Ф attacks. However, Nemesis is always within range for his rival to score а 
guaranteed throw afterward, even if you make contact with the very tip of the punch. Try to 
mitigate this by calling a crossover assist before using this attack. 


It Should be noted that Clothesline Rocket L can hit later against small crouching 


characters, resulting in even frame advantage. Hyper combo canceling Clothesline Rocket M into Fatal Mutation might seem like a fun 


trick to try now and then, but you can actually do the exact same thing with Clothesline 
Rocket L! 


Rocket Launcher, Nemesis fires a rocket that has only a 
single low priority durability point but creates a lingering 
explosion with 10 low priority points upon impact. The 
rocket essentially trades with almost all low priority 
projectiles in the gama. 


Rocket Launcher inflicts 150,000 points of damage, 
which is an impressive amount for a singla-hit projectile. 
Unfortunately, utility of this attack is very limited for ane 
simple reason: every single character in the game besides 
sentinel can crouch under the rocket. 





Clothesline Rocket Н: This version of the attack ends 
with the upward-angled Anti-Air Rocket Launcher. Like 
Clothesline Rocket M, it is very difficult to utilize this 
attack effectively. 


The following characters don't even need to crouch; they can simply stand right under the rocket: 


Firebrand Frank West Chun-Li Viewtitul Joe {гап Fist X-23 
Strider Hiryu Zero Felicia Hsien-Ko Rocket Raccoon Spider-Man 
Arthur Morrigan spencer Amaterasu Wolverine Taskmaster 


| 
| 





Anti-Air Rocket Launcher. 
Nemesis fires a rocket 

30 degrees upward. 
Unfortunately, this angle 
places the rocket at an 
awkward location, too 
high to catch opponents 
firing projectiles from 
normal jump height across 
the screen and still too 
low to catch adversaries 
firing projectiles at super 
jump height, While it's 
technically possible to 
intercept an opposing 
character normal jumping 
from across the screen with an Anti-Air Rocket Launcher, the exacting timing required 
makes it extremely unlikely. 
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Launcher Slam L: Nemesis 
swings his rocket launcher 
upward in a wide arc, 
covering a larga portion of 
the screen. Launcher Slam 
L has armor properties 
beginning on frame 10, the 
fastest of all armor-enablad 
special attacks. 


lf Launcher Slam L hits 
vour targat, they are forced 
to air recover directly in 
front of Nemesis. If they air 
recover backwards, catching 
tham out of the air with the 
Tentacle Slam throw attack 
is almost impossible to avoid. Air recovering forward gets them grabbed by Tentacle Slam H! 


Launcher Slam L is very unsafe if guarded, though at its maximum range, it leaves 
Nemesis too far away for most characters to be able to capitalize. However, in terms of 
general usage, it's difficult to recommend Launcher Slam L over Nemesis’ amazing [5] 
launcher attack, and in terms of armor-enahled special attacks, Launcher Slam M results in 
a much higher reward. 


Launcher Siam H: The last version of 
Launcher Slam has armor frames kicking in 
on frame 11. This attack both wall bounces 
and causes a hard knockdown state, 
making it useful at the end of long combos 
aided by a crossover assist—simply tack 
on the Launcher Slam H to cause a hard 
knockdown, then hyper combo cancel it 
into the OTG-capable Bioweapon Assault! 


po 
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While Launcher Slam Н isn't used often 
outside of combos, be aware that many 
characters are able cleanly crouch under it. 





Tentacle Slam M: A long 
range throw attack that 
grabs airborne opponents, 
Tentacle Slam is a very 
powerful yet risky tool. 

At 20 frames of startup, 
Tentacle Slam M is 
significantly slower than 
the (B version, and it can 
essentially only be used 
as a pure guess that your 
target will be in the air and 
in front of Nemesis, On 

a wrong guess, Nemesis 
is left wide open for 
punishment, so it's best to 
always call a crossover assist beforehand to cover the ground when performing Tentacle 
Slam M or H. 

















Alr Rocket Launcher. The aerial version ûf 
Rocket Launcher is one of Nemesis' most 
important tools: a fullscreen projectile that 
the opposing character cannot crouch 
under. 


You can launch Air Rocket Launcher 
axtremaly low to the ground by 

executing It with a tiger knee motion: 

v $ AO» Z] + O. While firing from 

this low altitude still allows the rocket to 
travel the length of the screen, it also lets 
Nemesis land on the ground much more 
quickly. Nemesis recovers as soon as he touches the ground, allowing him to immediately 
jump back up and tiger knee another Air Racket Launcher! 


Against a projectile-based character, you'll want to use Air Rocket Launcher at the apex 
of Nemesis’ jump: this lets the rocket directly hit your target without being intercepted by 
another projectile! 


Launcher Slam M. This attack becomes 
armor-enabled on frame 15, making it 
Nemesis" slowest armor attack. However, 
this is also the only Launcher Slam that 
naturally leads to a combo, so use it to try 
to catch rivals who are trying to punish 
Nemesis’ unsafe normal attacks—perform 
a slightly delayed cancel to Launcher Slam 
M so that the armor kicks in just in time 
to absorb their retaliatory attacks. Hitting 
Launcher Slam M ground bounces the 
opponent, which usually results in a combo! 





_, usually? Launcher Slam M typically only gives Nemesis enough time to juggle additional 
hits if it hits either an airborne or a crouching adversary. If you hit your opponent out of 
the air with Launcher Slam M (usually during a juggle combo), great: follow it up with a 
crouching (М) and continue into whatever combo you like. Against a crouching foe, you'll 
typically only barely have enough time to start a combo from crouching (B . Against most 
standing opponents, you won't have time to juggle anything at all. Fortunately, you'll 
generally be using the armor properties to absorb crouching O attacks! 


Launcher Slam M is very unsafe if guarded. If you make an incorrect guess and find 
yourself open to punishment, consider hyper combo canceling this into yet an other armor- 
enabled attack: Biohazard Rusn! 


Tentacle Slam L: This throw attack is the 
centerpiece of Nemesis’ offensive threat. 
it has long range and great speed, and it 
leads into а very damaging combo. 


It's important to note that Tentacle Slam 
L is actually Nemesis’ fastest attack that 
isn't a snap back or a normal throw, and 
it should be used as such. In close range 
situations where frame advantage is near 
neutral, leading in with Tentacle Slam L 
is much more effective than a standing or 
crouching (B attack. 


Similarly, Tentacle Slam L is generally the most reliable way for Nemesis to punish guarded 
attacks: it also has significantly more range than crouching (B ! 


Tentacle Slam H: The last 
version of Tentacle Slam 
goes straight up, and it 

is just a5 slow as the 
version. But this throw is 
much more useful than 

it may seam, as it’s great 
for countering opponents 
super jumping toward 
Nemesis. It's also great for 
adversaries who tend to air 
recover forward, trying get 
over the top of Nemesis 
and away from his offensa. 












Hyper Gombos 


Screen Name Command Hits Damage Startup Active Recovery LOCAT Het Notes 
Rockets are OTG-capable, cause hard 
Bioweapon 50.000 LUI | xnockdown, last hit ground bounces foe, 
ез| F 1 | rockels have 1 high priority durability point, 
| explodes on contact, explosions have 5 high | 
priority durability points and last 3 frames 
| 10123011006) | | First three hits cause stagger state, fourth 
Biohazard Rush 312,400 | 153 | 11(93)11 QUE лоска down, esti ground aineks 
(50)20 opponent, has armor irom frames 11-260, 
P | armor can absorb up to 10 hits 





Fatal Mutation - 
[Level 3 Hyper 


Throw attack, hard knockdown 
combo) 


Bioweapon Assault Nemesis fires three rockets that are all OTG-capable and cause hard knockdown. Afterward, Nemesis 
leaps into the air and performs a final OTG-capable stomp with his rocket launcher on his target’s current location. 


Bioweapon Assault serves two vital purposes in Nemesis’ gameplan: first and foremost, it's his primary combo ender. 
It's great for this purpase, easily converting a hard knockdown from anywhere on the screen into good damage, The final 
stomp propels the apposing character into the air slowly while Nemesis is standing in clase proximity, making it extremely 
easy to team hyper combo to almost any other hyper combo in the game. 


The three missiles are aimed toward your competitor's location at the time that Nemesis fires, adjusting up to а maximum 
of 45 degrees up or down. This can often cause issues with rockets missing against a quickly bouncing and juggled — 
opponent, which in turn can lead to Nemesis performing the final unsafe stomp onto a guarding adversary. To prevent 
missing a rocket during a midscreen OTG combo, simply backdash immediately before using Bioweapon Assault. 


You can also use Bioweapon Assault in long range fights against projectile-using characters: The rockets are high priority. 
projectiles that can cleanly cut through everything besides other projectile hyper combos, With the startup frames of 
Blaweapon Assault included, it takes 36 frames for the first rocket to explode; this makes the move a difficult projectile 
counter tà use on reaction. Instead, you'll usually have to make a read that the opposing player will use a projectile attack 
before using Bioweapon Assault. ЖЕ; 



































Even though Nemesis is able to automatically aim his rocket launcher, it's generally best not to use Bioweapon Assault against aerial projectiles: the rocket typically flies past the projectile 
and causes both characters to get hit. Getting hit interrupts the rest of the hyper combo. | 


Biohazard Austr This hyper Fatal Mutation, With three 
combo has 10 hits worth hyper combo gauge bars 

at armor to blow through to spend, Nemesis can 
attacks at clase range, performa throw attack — 
Unfortunately, italso has with slightly more range — 
10 frames of completely than Tentacle Slam L. If 
Vulnerable startup before it successfully grabs the 

the armor kicks іп! target, you're rewarded 


with a cutscene in which... 


Biohazard Rush is used something grass happens? 


most effectively when 





your rival guards an What Saona BE 

Unsafe Launcher Slam or Fatal Mutation inflicts 
avoids а Tentacle Slam; 450,000 points of damage’ 
hyper combo cancel into and leaves your adversary 
Biohazard Rush with | EST | = in a hard knockdown state. 
delayed timing to try to You can then follow up with the OTG-capable BiowWeapon Assault. 


catch the opposing character's attempt at punishing your attacks: However, an incorrect Contrary to what you may expect out of a level 3 throw hyper combo, Fatal Mutation has a 
guess leaves Nemesis extre mely open for punishment, so be ready to THG to a teammate very slow startup period and is not invincible at all tnis relegates it to occasion al usag ^ as 
with a safer hyper combo if possible, a hyper combo cancel after a guarded special attack. If your foe is guarding on the around: 
This is also Nemesis’ most damaging combo ender, but it generally requires the help ofa expecting a hyper combo cancel to Biohazard Rush, try surprising them with a Fatal 
crossover assist to get the most out of it. Be aware that if your opponent isn't high enough — Mutation instead! | | Г 
men ine first hit connects, the rest of the combo harmlessly whilfs and leaves Nemesis Generally, it's better to limit your throw attempts to Just Tentacle Slam L: it's much faster. 
wide open far punishment. has orily slightly less range, and it usually even results in тоге damage dealt to the 
opposing character, | 





A rare sight in fighting games, Nemesis is a grappler- 
projectile hybrid character—he is perfectly at home fighting 
from long range with his Air Rocket Launcher and Deadly 
Reach attacks. Instead of incurring lots of damage trying 

to slog through projectiles in order to gel near, a Nemesis 
player should try ta dominate the ranged game and force 
competitors to come to close range! 


| Ача Fet re Д 
ж П 3 F 


Air Rocket Launcher is the focal point of Nemesis tong- 
range game plan, as itis his only attack that can deal 





chip damage from afar. Make contact with this altack as Е Ё: | 

often as possible by using it at an extremely low height. Air Rocket Launcher from afar is а great forcing function fo make your 

The tiger knee technique (namad after one of the special opponents feel like they have fo come fo you. Use itas low to the ground 
as possible! 


attacks of a certain iconic Capcom character) helps out 
with this—input the command as Чу eL © , This cuts the total duration of the attack down to à minimum of 49 frames, allowing Nemesis to repeatedly let loose a barrage 
of rockets at the enemy! 


Opponents without projectiles of their own generally are forced to jump in order to avoid the rockets. If they jump forward, stop them in their tracks with Deadly Range Et ©) or Air 
Deadly Range с> + Qu while simultaneously calling a long-range crossover assist. While your rival is dealing with the crossover assist, force them to guard some more rockets! At- 
tackers who are more passive about avoiding the rockets may opt to jump straight up over them. In this case, you'll want to advance forward just enough to threaten your foe with Angled 
Deadly Reach (airs? + ©) and Air Deadly Reach, all while calling more crossover assists. This lets you push your adversary back to the corner while still remaining at a safe range. Note 
that both of the aerial versions of Deadly Reach can also be canceled into Air Rocket Launcher for additional chip damage. 


Against other long range characters, you'll have to take into account their angle of attack. If your foe's projectiles аге mostly horizontal in nature, Nemesis can counter this by simply waiting 
until the apex of his jump before firing Air Rocket Launcher. This allows the rocket to proceed uninterrupted to the target, hopefully dealing a whopping 150,000 points of damage! Given 
Nemesis’ large amount of health, especially when compared to most other long range characters, going even in projectile-trading eventually works in his favor. Against characters who can 
also attack from all the across the screen at normal jump height, you'll want to simply wait until they fire their own nrojectile before jumping over it and using Rocket Launcher, forcing 
them to guard it. Alternatively, you can preemptively super jump and use Air Rocket Launcher in an attempt to land a clean hit. 


In either case, taking the fight just a little bit closer within the range of Deadly Reach is another strong option—jump over horizontal projectiles and try to score free hits with Angled 
Deadly Reach, or snag aerial projectile-firing competitors with Air Deadly Reach. Calling lang range crossover assists simultaneously with Deadly Reach usage makes for a much more 
smothering threat. 


Some characters are able to output spreads of projectiles that are difficult for Nemesis to deal with. In this case, you'll want to focus on interrupting your rival with the ground version of 
Deadly Reach before your opponent can release the projectiles: dash forward and guard a salvo of projectiles, then interrupt your attacker's next action by putting a bunch of tentacles in 
their face! 


Deadly Reach becomes an extremely powerlul tool if the opposing character cannol crouch under it. Тһе following characters have this lability: 


Nemesis Tron М.0.0.0.К. Sentinel Hulk 


Competitors who can fire projectiles downward from super jump height are also tricky to deal with. Against these characters, you'll want to meet them in the air by super jumping and snag- 
ging them with Air Deadly Reach. If range permits, hitting air © is even better—it causes a ground bounce and allows for a full combo. One combo from Nemesis and a team hyper combo 
is enough to finish off most characters! 
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Nemesis") launcher attack is amor ag the best їп ihe game: huge range, height, no vulnerable hiboxes The ammor properties of standing (QD make ita greal safer allemaliva ta the © iauncher. Cancel to 
around the lantacies, and surprisingly quick speed! Clothasline Slam L to help mitigate risk and allow for Combos. 


Opponents who are frustrated by Nemesis’ long range gama will inevitably try to close the distance. When this happens, you'll want to score as much free damage as you can by capitalizing 
on any openings that the opposing character gives you. 


Most of the time, you'll perform said capitalizing with Nemesis: ©) launcher. This attack has long horizontal range, enormous vertical range, and incredible speed, great for reacting when 
your competitor enters within its range. Nemesis does not have any vulnerable hitboxes where the tentacles are: to interrupt him out of the launcher, his adversary must have an attack 
that can actually reach Nemesis’ body. If it hits, proceed into a simple launcher combo, then tack оп a Bioweapon Assault for a quick 577,900 points of damage! 


The ©) attack is punishable it guarded, however, particularly if guarded in the air. At far ranges against opponents on the ground, it's difficult for most characters to punish unless they 
have fast dashes or long range. Rivals who try to lure you in using the © launcher open themselves up in another way—dash in and grab them with a Tentacle Slam! 


Standing @ is a moderately sater alternative to the ©) launcher that has less range: the attack gains armor properties on the 10th frame, effectively making it the exact Same speed as 
the 10-frame Ө . When using (D defensively against airborne targets, also buffer an» $^ V F? < motion during the attack: if your competitor gets hit by the attack, simply react and 
press © to convert the hit into a combo. If the opponent guards, press (D with delayed timing to grab them right when they touch the ground! 


If your rival manages to get within point-blank range and starts to attack, Nemesis: options are extremely limited. Most characters are able to rely on a combination of advancing guard and 
air throws for defense, but Nemesis has one huge threat to worry about—instant overheads! Due to his large size, many air attacks can be performed on the way up and still hit Nemesis in 
his attempts to guard crouching. Many characters are able to convert these hits into a full combo, making defense especially scary. The best policy is to simply not let the opposing player 
establish this momentum by putting up a strong mid-range defense based around the © launcher and standing ©. 





Some characters simply outmatch Nemesis at long range, 
forcing you to go in and establish an offensive threat, 
Approaching an adversary who already is able to dominate 
Nemesis at long range is a formidable task, since this 
already assumes that liberal use of Angled Deadly Reach 
combined with crossover assists wasn't doing the job, 


Nemesis is a very large target, making it significantly more 
difficult for him to get around projectiles than with ather 
Characters. While Nemesis has a much better dash than 
you would expect for a grappler, Nemesis still has a major 
limitation: his forward dash cannot be canceled into attacks 
or guarded for the first 10 frames. This makes it much 
more difficult to reliably minimize damage by wavedashing 
forward and guarding attacks on reaction. However, you can 
cancel those first 10 frames with a jump, so it is possible 
to guard by pressing up and back on the controller. This 
results in a lot of unnecessary backward jumps when you 
inevitably react to false positives in this manner. 





Dui you can cancel inta the armor-enaled Launcher Siam M to catch 
opoonents iring fo punish Jt 


Outside of the standard dashing and jumping, there is 

ona tool at your disposal to help close the distance—the 
crouching @ attack. This attack performs two important 
functions: it gets Nemesis to crouch low while moving for- 
ward, and it has armor through a large portion of the attack. 


The armor comes in fairly late, though, starting at frame 16. then Be into Tentacle SH before the attack hits far a perfect 
: ! . EE р | к н ed i | 1 1 Шү 
This makes it difficult to use as a reactionary tool, but itis Verily thal your attacks are being guarded and chain into crouching (9... timed set-up! 


still occasionally useful as you can call a crossover assist 
simultaneously, which then allows you to safely perform 
Clothesline Launcher L to cover more distance. 





Nemesis mostly relies on crossover assists to get near his rival. Sentinel—C is à great all-around partner for Nemesis to have, as are Doctor Doom—cy and Iron Man—a. Advancing 
behind the cover of the assists also often traps the opposing character in guardstun as Nemesis gets near, allowing you to immediately place them ina mix-up, 


When Nemesis finally does manage to get near his opponent, his offense revolves around Tentacle slam L, Tentacle Slam M, and his armor-enabled attacks. To be able to establish tha 
threat of the Tentacle Slam attacks, you first must get your adversary to stop attacking. The easiest way to accomplish this is to establish frame advantage with a crossover assist, then 
dash and attack with a crouching (B to crouching (V) chain. From there, you can verify if the attacks hit, and perform one of the following options: 


Chain to standing @ and Chain to crouching © and Chain to crouching @ and Perform a delayed chain to 
Launcher Slam M if the kara-cancel to Tentacle Slam kara-cancel ta Tentacle Slam the armor-enahled standing 
attacks hit L if your opponent remains M to beat jumping (9 to beat further attempts 

guarding from the opposing player to 


press buttons 


Kara-cancel is an old Japanese Street Fighter term from the ‘90s, essentially meaning tû cancel a normal attack into a special attack before it even hits an opponent. As it applies to the 
above scenario, you would chain to the crouching @ attack on reaction to your rival guarding your initial two attacks, Before the attack actually hits your competitor, cancel it into Tentacle 
slam L; this gives you a set-up with nice, intuitive timing that grabs your opponent at the earliest possible moment! Even better, this set-up cannot be interrupted by attacks slower than 5 
frames; the opposing character must commit to jumping to avoid the Tentacle Slam LI 


When fighting characters who have 5 trame startup attacks, you can counter their attempts to interrupt the Tentacle Slam L with the armor-enabled standing Ф: delay the chain into 
standing @ just enough to give them time to stick out their attack, then blast through the attack with your armor! Reacting to whether the standing © hit or not isn't reliable, so simply 
cancel to Clothesline Launcher whenever you attempt to use standing @ in this way. If it hits, you can easily convert the wall bounce into a combo. If guarded, Nemesis is left ata -2 frame 
disadvantage and is vulnerable to throws, which generally result in much less damage than a normal combo. 


Your rival can bypass the entire mix-up outlined above simply by using advancing quard early on. But Nemesis can counter this: see the Advanced Tactics section far details. 


On offense, Nemesis is extremely likely to hit both the point and assist character with his huge Deadly Range attacks, armor-enabled Launcher Slams, and enormous Ө launcher. Don't be 
afraid to use X-Factor early in the combo to ensure that both characters get taken out! 


CR. ©, CR. ©, ST. ( => +4 м e O, CR. D, CR. Oe V щ с (0), CR. (B), (S) => 
FORWARD SUPER JUMP, AIR O, ®, Ө, LAND, ¥ a> 2 én) OTG 


739,100 damage, 96% meter gain 


I the first two opening attacks of this combo is blocked, stage а secondary offense that consists Of a delayed Tentacle Slam L (inta Combo 111); delayed crouching (Н) to Clothesline 
Launcher L, or Tentacle Slam M if your target attempts to jump away. Note that both crouching and Clothesline Launcher L are -2 il guarded, but your foe is only in range for a throw, 
Crouching LJ. crouching QJ is a actually a safe opening. 


After the Clothesline Launcher L hits, your positioning may affect whether or not you can easily juggle a crouching (H) afterwards. If the opposing character bounces off of the wall and flies 
| 1 4 TT. " ] a i 
close by, omit the crouching МН) and just use (SJ. If Clothesline Launcher L connects when you're near a comer, you don't need to dash forward. 


Alter Bioweapon Assault hits, your opponent flies into a long juggle state that's perfect fora THC. You can also pop X-Factor in this situation to score a finishing blow: juggle with Launcher 
slam Н, then hyper combo cancel into Bloweapon Assault again, 
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AIR @, ©, LAND, CR. ©, @==> $ = oO, CR.@, ©= > SUPER JUMP, AIR @, @, ©, 
LAND, V *« > бйлу OTG 
734,300 damage, 19% meter loss 


A combo for air-to-air situations, such as against new characters entering the playing 110; 


ux + о (ООН Ф ORG, CR. ©, ST. e£» V щ > o (D, FORWARD DASH, CR. ©, © e 
SUPER JUMP FORWARD, AIR ©, ®, ©, LAND, V => 2 
638,900 damage, 80% meter gain 


A high-damage combo off of the Tentacle Slam L command throw. In the event that you miss with the initial grab, you can counter incoming counterattacks by canceling its recovery into 
Biohazard Rush. You can alter this combo to ensure it always gains one meter by performing the following after the Clothesline Launcher L: 


Forward dash, forward jump, air uj! , Wl (9), land, (8) ERE super jump forward, air Mi) КОЖЕ) land, ¥ Щщ #> оп @ (101% meter gain, 626.800 ЕШ 





(CORNERED OPPONENT) AIR THROW, AIR ©, LAND, ST. O, ST. (D >» м © @, ST. ©, Т. (Н) 
+ ч» oO, CR.@, © => SUPER JUMP FORWARD, AIR ©, (9), ©, LAND, * © 
500,200 damage, 107% meter gain 


Nemesis recovers in the air after his air throw, allowing you to tack оп an air (0 as he's falling. Once you've landed, you can shift into any standard Nemesis combo. 





AGAINST AIRBORNE ENEMY, ST. @ => > & « = ©, CR. ©, CR. Oc # «w- OO, 
FORWARD DASH, CR. ©, © ==> FORWARD SUPER JUMP, AIR ©, O, ©, ©, LAND, ¥ u > i oD) 


766,100 damage, 84% meter gain 


Standing (H) can plow through numerous jumping attacks due to its armor property, Its highly unsafe on guard, though, so be ready to cancel into either Tentacle 
if guarded. 


Slam or Launcher Slam 





CROUCHING @ + «> = ©, FORWARD DASH, CR. ©, CR. () e» > * а o ©, ST. 9, O => 
FORWARD SUPER JUMP, AIR ©, ©, ®©, ©, LAND, + ч > OD 


738,700 damage, 82% meter gain 


You can use the armor properties of crouching (2) to plaw through mid-range atlacks ard single-hit projectiles. Unfortunately, Clothesline Launcher L is punishable by throws if quarded, 
so vou may opt to cancel crouching G) into a delayed, verifiable (5) launcher instead. Crouching (H) and (5) are both unsafe if guarded, but the delayad chain into the) may catch 
competitors attempting to punish the crouching (HJ. 


ALB NN | 


Nemesis has a strong mix-up from his crouching (9 and (9) chain, which 
can unfortunately be easily nullified simply by opponents using advancing 
guard. You can counter your rival's attempts to use advancing guard based 
ona simple idea—it's really tough to use advancing guard against a single 
crouching (B attack on reaction. 


The first step is to condition your competitor into trying to use advancing guard 
against one crouching (B То do this, simply use Tentacle Slam L and throw 


Is incredibly dilficulllo reliably use advancing guard Е ‘you cainsean a Small delay Delwear crouching » : : i 
against a crouching (B attack on reaction. ії your (B. anc). N the opposing player presses butions, your target immediately after forcing them to guard a crouching Q attack. This 


adversary Js allempling 10 do this... they'll get countertit instead of guarding! allows you to perform a Tentacle Slam L or M mix-up right off the bat. 


To reliably escape this mix-up, the opposing player must either use advancing guard or try to interrupt you with fast attacks. Either way, the counter is the 
same: insert a small delay belween crouching (B and (V) that gives your opponent enough time to leave guardstun. When this is done, an attacker trying to use 
advancing guard will simply press 22 + @@ while not actually in guardstun: this results in a crouching (V) ог @ attack, which then proceeds to get counterhit 


by your own crouching (V) and leads into a combo. 





E. NERAL EXECU HON TIPS { 5 
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i AN 
АИДА. Mg د‎ Жу am 
, is P ar k з gee dt 










ery 





шыш Ey de SS M و ا‎ Ке ЫДЫ реа з ые! ЕЕЕ торба 
screen, input the forward dash earlier than 


T FH L | As - РПА Г = ar 2 | j 
YOU (MINA YOU Nave to in order to бе able to ivonle 












ERN ATE E Ti SAMMA ТЕ, A CTIVATE A TAC WITH 4 о (Б) 0R* =GOR¥ z (8), THEN AS NEMESIS COMES IN. PER ORM AIF 


Щщ 






FORV VARD ) JUN P, INSTANT A AIR 10,9, 
| FORWARD SUPER NAR IR Q), 9, 


. LAND Г J, Ss ST. те 0 Ec "T Аң =) + @) FORI if VA IRD DASH 1, CR. EG e 





S191N1N 


a 








Em кос р m sre => NEC + On Ң. T CR. (9) ES TE AER ASH. FORWARD. JUMF | 


> А FORWARD SUF Р ЕН. الال‎ ИР, AIR O, (9), ©), LAND, ¥ a> H T 





i" 


BEN This is an alternate version of Combo | that inflicts 14,900 less points of overall damage 
Biowed pon д 


; THRC JW OR i R AIR TH ROW , D 
+ FORWAR D SUPER t JUMP, А | ae 


(720,200 damage, 112% meter gain 














10۸121 


me veritable combo into X- Factor oli IET: ground or air throw ! ] 9 __{943.800~1,1 









8.09.8 Э] => тома ۴ 0 ا‎ UMP, 5 hoe 





CR. ©, 20,816 ) j> ay o dus zer > Ба, z CR. (V: CR. : 


" 








| "OR! WE IRD JUMP. ROG м) L AND (8) ks 


. FORWARD SUF ER. JUMP, Al AIR R т MG А (5), LA AN D wor + (6 33) 


- Notes T і = .. Damage 
А verifiable combo into X-Factor off of a low attack. Note that the additional re-jump combo hits actually inflict more damage in 
ES Faclor, instead of — il 








1,042,700-1.176,700 PR 142-181% meter gain 


| THR 0۷ гов, AIR THR OW, А AIR V wee OM; O ORF us 26 2) 


eT س‎ 









147,500-361,800 damage, 20% mater gain 


Wien going for d Tanac Slam... = if $5 RE nes и vann ndo buffer an X-Factor ac iahon af Ihe maman! fhe alfac& would grab j VDUT à ай 
П aogsni activate if Nemesis actually grabs the foe. buf id d'oes i tre opponent avoids tie Та eniacla Siam 





“багу, 











PHOENIKEWRIGHI 


“HEROES, WILLAINS, AND THIS 
HUGE GALACTUS. GUY TRYING TO 
TAKE OVER... IT'5 LIKE SOMETHING 
OUT OF MAYAS FAVORITE SHOW!” 
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PROFILE | е 
Phoenix Wright is a defense attorney who 

| specialize | in criminal law at the e Wright & Co 
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Air Special Attacks—Flying Screen and Air Exchange 


Air (S) causes а hard knockdown when used іп а launcher combo this is sometimes called flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 


basic attack. Air exchange attacks, performed bY inputting a direction plus Ө), are only possible during a launcher c 


combo. Exchange hits initiate team aerial combos by tagging in the next 


available character to continue the air combo. 
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Air? + © (during launcher combo) 
| (Turnabout) 


Air o<p + Ө (during launcher 
combo) (Investigation and Trial) 


А> orta + €) (during launcher 
combo) (Turnabout) 


Air Xy + © (during launcher combo) 
(Investigation and Trial) 


Airy + © (during launcher combo) 
(Turnabout) 
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Tags in next available hero while causing wall bounce, 
516815 1 hyper meter bar from foe 
| Tags in next available hero while causing ground bounce, 
| generates 1 hyper meter bar 


Tags in next available hero while causing ground bau псе, 
generates T hyper meter har 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into а command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 
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On hit Phoenix Wright enters Turnabout, Wright's 
speed and damage increase бу 20%, Turnabout lasts 
1200 frames | 

On hit Phoenix Wright enters Turnabout, Wright's 
speed and damage increase by 20%, Turnabout lasts 
1200 frames 
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s opposing characters out of their offense. Combos 


Throws ага for snagging passive or blocking opponents. Since throws are active:so quickly, you сап also use them to preemptively toss 
are usually possibla after throws, one way or another. 
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Discard (Investigation) 
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| > [ee between Investigation and 
| — [M stance change takes 20 frames 
-à projectiles with 3 tow priority: 
durability points each, each projectile 
lasts for 30 frames” | 
3 projectiles with 3 law priority 
durability points each, each projectile 
lasts for 30 frames 
4 projectiles with 3 low priority: 
durability points each, each projectile 
lasts für 30 frames aam 
3 projectiles with beam durability: 3 
frames x 3 low priority durability points 
each, each projectile lasts for 25 frames 
3 projectiles with beam durability: 3 
frames x 3 low priority durability points 
| each, each projectile lasts for 25. frames 
| 4 projectiles with beam durability: 3 
rames x 3 low priority durability points 
each, each projectile lasts for 25 frames 
3 projectiles with 3 low priorit Vr 
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lasts for a0 frames 
3 projectiles with З low priority 
durability points each, each projectile 
lasts for 30 frames _ 
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| durability points each, each projectile . 
lasts for 30 frames 
| 3 projectiles with beam durability: 3 
frames x 3 low priority durability points 
each, each projectile lasts for 25 frames 
3 projectiles with beam durability: 3 
| frames x 3 low priority durability paints | 
| each, each projectile lasts for 25 frames 
4 projectiles with beam durability: 3 
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Screen Name Command Hits Damage Gain Startup Active Recovery Advantage БЕШП Notes 
Absorbs up to 250,000 damage, 
`М-Мауа!?” L Phoenix Wright takes no damage if 
(Investigation) altack is absorbed by Maya, active for 
| 152 frames 
z “M-Mayal?” М/Н v © «> + @ EE Low attack, OTG-capable, hard. 
(Investigation) _ jor Ф | ЕЕЕ active for 20 frames 
Meal restores up to 150,000 red health, 
Investigate (Investigation) 2+ Ө evidence usable for Trial and Turnabout| | 
| | | | are indicated by a highlighted folder _ 
| (possessing Evidence) аад d (False | 
` [evidence: +2) 
Mone Een (Investigation 
iT 1 e.e | 
Er (High) M (Trial) | e C + ® 39,000 x3 | 280 x 3 Zoe 25 
ЖЕ, Storm (High) L к 
I paperwork storm (High) M | 
| (Turnabout} 0 TE + ® 183,400 | 2160 2] +16 +15 
Paperwork Storm (High) H | 
(Turnabout) VA + @ E 
Paperwork (Low) L (Trial) lo (ec + uo | 39,000 x3 | 280 x 3 | 
Paperwork (Low) M (Trial) [<> P2 < + (ui 35,000 x3 | 280 x 3 zu 
Paperwork (Low) Н (Trial) М [2«n2 + 0) ane 30,000 x 4 Eu x4 ТЕ 
| Paperwork Storm (Low) L 
(Turnabout) M [2 «n + (B 183,400 | 2160 v 
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Fach projectile has 3 low priority 
durability points 

Each projectile Has 5 low priority 
durability points, nrojectiles inactive 
| for 60 frames then seek foe 

Each projectile has 5 low priority 
durability points, projectiles inactive 
for 50 frames then seek foe 








































SpecialMovesrcontinued 
Meter Advantage Advantage pies 


Screen Name Command Hits Damage Gain on Hit if Guarded 







| Press the Witness L (Trial) 


31 | Press the Witness M (Trial) (> € + @ Кү 
Press the Witness Н (Trial) > € + O ШЫК i 
Break the Witness L | - - 


Break the Witness Н 
Turnabout) 
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"M-Maya!?" M & H: As with 
“M-Maya!?” L, these versions аге 
mora like assists than special moves; 
in particular, these Maya attacks 
resemble She-Hulk—cx, X-24— P, 


"M-Maya!?" 1: Maya is summoned to aid Wright in his 
search for the truth. She rushes out to stand about a third 
of the way in from Wright's side of the screen, where she 
then generates a barrier that lasts for either 152 frames 
or until 250,000 damage absorbed, whichever comes 
first. While the barrier is active, anything that touches and Felicla—c. Maya rushes out, 

it is absorbed and cannot hit Wright, so standing just = flummoxing a bewildered Wright as 
behind the barrier of "M-Maya!?" Lis a pretty safe place she runs by, before flopping on her 
to be: Wright won't be safe from characters who can teleport behind him or triangle jump down from belly and sliding in low at the enemy. This hits low and is OTG-capable. Wright 
sharp angles above, but all direct frontal assaults and shallow air assaults are more or less thwarted. is also free to move before it's over, so he'll have either a free chance to move 
Compliment calls of "M-Maya!?" L with assists that further protect Phoenix Wright's area of the forward, or to Investigate a new piece of evidence, Near corners and in some other 
screen, and use the safe time you're buying to Investigate for admissible evidence. situations, Wright can combo after "M-Maya!?" M or H! 





Investigate: Phoenix Wright has three slots available for 
evidence. Each slot corresponds to a button combination: 
(B + ©) tor the first slot, + Ө for the middle slot, 
and С) + © tor the right slot. While in Investigation 
mode, pressing a pair of buttons that matches an empty 
slot will cause Phoenix Wright to search for evidence one of two ways to get rid of false 
to store in that slot. Admissible evidence which can = . i evidence, which has no use other 
contribute to accessing Turnabout will cause the slot it's than to be thrown at the enemy with 


Discard. During Investigation mode, 
press © + @ that matches а slot 
which already contains evidence, 
and Phoenix Wright will toss it in 
an arc across the screen. This is 





in to became highlighted; false evidence, which cannot contribute to switching to Turnabout, will have Discard. Take care not to accidentally Discard admissible, highlighted evidence, 
the same drab folder background. like knives, cell phones, and documents... you want to hold on to that stuff! 


Admissible pieces of evidence become powerful zoning tools in Trial mode, and 
are required in order to access Turnabout. False pieces of evidence actually make 
for slightly better Discard projectiles than real pieces of evidence, anyway. 


Investigating evidence is a quick process, but still certainly not a safe one; nearby foes can easily 
move in and hit Phoenix Wright as he digs for the truth. Save Investigate attempts for when the 
opposing character is either far away or preoccupied super jumping, or when Phoenix Wright is safely 
covered with Maya and/or crossover assists. If you score a hard knockdown, such as after an air In addition to being discarded with Discard, false evidence can also be destroyed 
combo or a throw, you might also intentionally forego the OTG opportunity and instead use the time simply by using the “Order in the Court!" hyper combo during Trial made. 

to freely look for a couple pieces of evidence. For more on evidence gathering, see Advanced Tactics. 









Made Change. By tapping чу Eb + © you can swap Phoenix Wright between Investigation and Trial mode at will. As a special move, 
Mode Change can be used to cancel basic and command altacks on the ground. Phoenix Wright recovers in 20 frames, having swapped 
modes. Investigation mode is intended primarily for the gathering of evidence, while Trial mode is more suited to general combat, and for 
activating Turnabout when three pieces of real evidence are an hand. Note that the recovery of Mode Change is hyper-cancelable; this is most 
useful after scoring a launcher in Investigation mode, as you-can combo to a hard knockdown, Swap to Trail mode, then immediately cancel to 
"Order in the Court!” for a strong OTG capper. 
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Paperwork Slonm Pape mork Storm (Low) T 17 


Paperwork & Paperwork Storm (High & Law). А career in law is about, among other things, being inundated with files, papers, records, documents and briefs—hoxes upon boxes of 
them. During any version of Paperwork, Phoenix hurls some of the fruits of his meticulousness al the defendant. High (7 €X Cr? ) or Low (у [2 «n ) indicates the arc the papers take; 
for Paperwork (High) the papers rise in altitude, with the final paper being the highest, while Paperwork (Low) is the reverse, with the first paper starting near Wright's head, and the last 
one just off the ground. H versions create four distinct paper projectiles, while L and M versions create three. 


The heavier the version, the further the papers are tossed; Paperwork Н travels out to roughly mid screen. The papers pê rsist for half a second, so while they're not quite Amaterasu's 
Power Slash papers for creating persistent on screen threats, they're slightly less transient than most projectiles. And each paper is itself a distinct projectile; in some ways, Paperwork 
functions like closer-range, more limited Sentinel drones, especially Paperwork (Low) H, the first paper of which starts out a little higher than Wright's head, providing some anti-air 
coverage. Note that small and mid-sized characters crouching near Phoenix Wright during Paperwork (Low) M or H can avoid his papers entirely. 


During Turnabout, all versions of Paperwork become Paperwork Storm. Paperwork Storm reaches farther, faster, while dealing more damage. Each distinct paper projectile becomes a 
distinct beam with three frames of durability exchange possible, making Storm variants of Paperwork three limes more durable against opposing projectiles! Coupled with the enhanced 
capabilities of Present Evidence and O attacks during Turnabout and it's easy to see how Phoenix Wright becomes а suf focating, full screen-dominant character under Turnabout. 
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Present Evidence— Documents 


Present Evidence: Evidence gathered with © + @) during Investigation mode is presentable in Trial mode with the same command. Trying to present FALSE evidence will leave Wright 
disappointed at his own lack of preparation, and leave him a sitting duck for a moment. Presenting true evidence will trigger projectile attacks with varying behaviors. During Turnabout, 
these projectiles can be fired more quickly, one after another, and they deal more damage! 


Photograph—enables Phoenix Wright's beam. While it's never bad to have а beam, this one can be crouched under by many characters, and it's a bit slow compared to many beams in 
Trial made. In Turnabout made, it's around the same speed as beams possessed by Iron Man and Doctor Doom. Coupled with the ability to immediately cancel it into itself again or a 
different Presenting move in Turnabout, it gets much more effective. 


Flower Vase—enables a lofting, mortar-like projectile. Especially when used to immediately follow-up Paperwork (Low) Н, this projectile asserts control of normal jump height across 
most of the playing field. It's also the Presenting move that can be used most rapidly outside of Turnabout, 


Documents—launches a floating orb that goes to a random location in a 90 degree arc in front of Phoenix Wright. If nothing touches it, it will explode after a second and a half. If it 
encounters an enemy or object before then it will explode prematurely, sending any characters it hits into a brief spinning knockdown, Presenting Documents can be treated somewhat 
like Amaterasu's Power Slash papers (or like a somewhat random aerial Chris land mina, or like a faster М.0.0.0.К. Balloon Bomb), as it causes a stationary threat in front of Phoenix 
Wright that opponents are forced to either avoid or deal with. In Turnabout mode, Documents can be presented so fast that they'll combo into one another up close for a while, depending 
somewhat on their random nature. 


Present Evidenca—Watch 





Watcli—enables Phoenix Wright's most conventional projectile. It shares similar behavior with other standard 5 point projectiles, and can be fired much more quickly in Turnabout. 


Knife—may remind some old-school players of Michelle Heart's MvC1 assist, which was one of the Best in that game. Phoenix Wright shoots three knives in a 60 degree spread right in 
front af him, with one going horizontally and another twa Spreading out around it. This is his slowest-moving Presenting attack, and thus in some ways the most useful. 


Cell Phone—summons three orbs that act a bit like Doctor Strange's Daggers of Denak: they don't do anything for a moment, but then they all fire simultaneously, homing in on the 
enemy. The orbs can be destroyed belore they fire or while they're in transit, but it's very unlikely the enemy will destroy all of them. Especially when coupled with other Presenting 
moves, and with Paperwork (Low), this is one of the best tools for zoning an enemy and keeping them out. 





75 — Press/Break the Witness (Trial/Turmabout). Phoenix Wright marches forward to serve papers to his target. This move 
recovers more quickly than it looks; like most of Phoenix Wright's attacks, he has much more animation on the end of the 
action than you actually have to sit through. It grants big frame advantage even on block. This means you can link attacks 
just after scoring a Press the Witness hit, especially near corners. During Turnabout, Press the Witness becomes the 
utterly devastating Break the Witness, which causes a wall bounce with the last hit if successful. Fitting Break the Witness 
inta Turnabout combos, like just afler the ground bounce created by air J , assures your damage will be outrageous. Add 
in X-Factor and it's downright preposterous... in Turnabout, with X-Factor lv. 1, something as simple as crouching (a. 
с> (D o 2 O @ is already over 800,000 damage before the wall bounce!! 






Press the Witness (Trial) 





Break the Witness (Тиштар) 


ee ee eee 
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Screen Name Command | Notes — i sa cats НЕ 
, | Steel Samurai Maya , — | Last attack hits low, knocks down, active tor 
| Smelting! bal à | 56(11)15 frames 





| "Order in the | |  |Hues Teo MINCE, UTta-Capanie, паго 
Court!" (Trial and : LES 


Turnabout) 
Invincible frames 1-18, OTG-capable, hard 


Ace Altorney (Level 
3 hyper combo) DD | 0 
[i09 iL ies ЧОН اا‎ 
| | stig 1 | ۴ 


knockdown 


3 
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Stee! Samurai Maya Smeltigh The only 9 


hyper combo available to Phoenix Wright 
‘in every mode sends his assistant Maya 
forward in a swirling-armed frenzy. Like 

the Maya specials during Investigation, — 
Steel Samurai Maya Smelting! is more like 

an assist attack than something Wright — 
performs himself; he can move before it's. 
over, and your opponent's use of advancing - 
“guard against Maya will only push their — 
character back а little, while Пауіпо по = One 
direct effect on Wright himself. Especially — 
near corners this makes SSMS! a fantastic — 
pressure hyper combo; if it hits, Wright — 

сап continue a combo afterward, and if 

‘its guarded, you can attempt to mix your. - 
opponent up with a = & (Ж) Siip-Up ог 

a Jumping basic attack overhead, or fake 
and go fora low attack. The opposing — 
character ts forced to try to guard correctly 

while Maya is holding them in place. lf 

it's go-for-broke time, you can X-Factor 

cancel the startup to recover even earlier - 

‘than usual, giving you more time to mix 
your opposition up while Maya holds them 


ТИ 


helplessly in place. 


There is no doubt that your goal with Phoenix 
Wright is to achieve Turnabout mode. You 
have а few ways you can actually utilize 
Turnabout, but any of them is so much better 
than Phoenix Wright in Investigation or Trial 
mode that your modus operandi here is self- 
evident. The first step to activating Turnabout 
is collecting a full roster of highlighted 
evidence. 





Use "M-Maya?!" L and assists do provide cover for 
evidenca-qatharing in Investigation mode. 


It's very likely that your opponent will be aware 
of how deadly Turnabout can be, so they won't 
be too eager to sit back and watch Phoenix 
Wright dig around for clues. If they do happen to sit back, well, okay. If they arent pressuring 
from afar, call a long range assist if you have one (good examples for Phoenix Wright include 
staples like any Doctor Doom assist, Iron Man—ce ог Sentinel—CX, and new assists like Rocket 
Raccoon—«x), then dig for a piece of evidence or two, All the evidence items look distinct as 
Wright plucks them up, but ОИС has a tendency to get chaotic, so if you aren't sure what's on 
hand then just check oul Wright's inventory; highlighted foldars are the important thing. 


Against more aggressive opponents, you'll want to get “M-Maya!?” L out there, so Wright has 

a sturdy shield ta stand behind. I's from the cover of this shield that you may find chances to 
attack your foe with Wright's short limbs safely, perhaps while they try foolishly to attack through 
Maya's shield. If it's Phoenix Wright's birthday and you happen to catch two characters at once, 
proceed to Combo X to do knockout-worthy damage to most point characters and all assists, even 
from Wright's least powerful made. 


Against foes who jump in over Maya's shield, note that Wright's standing basic attacks all make 
great anti-airs. There's a hitbox around any document Wright is reading, which extends above and 
in front of his head. So, although it may not look like it. that means Phoenix Wright's standing 
basic attacks can be used as anti-air like the slanding attacks of Magneto or Dante. And 

both standing and air (D in Investigation have very large hitboxes that extend in a circle all the 
way around and above Wright, Enemies knocked out of the air at low altitudes by attacks like 
investigation standing @ or ©) can be chained into a launcher for a follow-up combo. 


Wright is very limited in Investigation mode, 
especially in the moves that can be used to 
open up an enemy, and in the potential for 
combo embellishment. Still, the attornay isn't 
helpless even whan he's still researching 

his case. If an opponent is made hesitant 

by the Maya barrier, or if they're forced to 
block your assist, you can stage a simple 

but effective mix-up. The baseline layer (or 
ppening argument, if you will) is that you can 
dash in and attack with a chain of crouching 
(LE standing (B . This is your preferred 
opener when fishing for a hit. If the opponent 
is getting hit you can proceed ta Combo | or 
Combo 1. If they guard, halt the blocked chain 
and go for an alternative. Since crouching 

hits low, we need some countarpoints that hit 
high. + (М) is a command attack called 
Slip-Up in which Wright haplessly slips on 

a banana, thudding upon his enemy with an 
overhead attack that causes a knockdown. 
This can be canceled on hit or black to a 
"M-Maya?!" M attack, which hits low and will 
OTG irom GZ + (M) it it hit. (See Combo III.) 
If the overhead is guarded you can still cancel 
to Maya, or cance! to Mode Change to try 
slightly better up-close attacks with Trial mode. 


I yaur challenger gets around "M-Maya?" L, hike 
wih a triangle jump or teleport. .. 


_. standing B. makes a surprisingly geod anti-air! 
That paper must be heavy stack. 


Jumping toward the opposing character when there's a chance to attack can also lead to the same 
opportunities. Attack with Investigation air @ оп the way in, which has a surprising cross-up 
hitbox: it doesn't matter which side you jump to, so just jump on top of them as ambiguously 

as possible! Mixing in an empty jump here and there so you can land and immediately go for 
crouching or a throw is also a strong option. 


And although they don't help too much with the synergy of his team, since he's mostly kind of a 
zoning character, low-hitting OTG-capable assists go the longest way toward covering up Wright's 
offensive deficiencies, allowing for relaunches or + hits in combos where they're 
otherwise impossible. The prototypical example is Wesker—[3, still the all-around best OTG- 
capable assist in ШИС. 


Trial and Investigation modes can be toggled between with Vy V + ©). Once all three slots of 
evidence are filled, it's time to switch to Trial mode; not only is Phoenix Wright a better all-around 
accidental fighter in Trial mode, but landing апус + (D or acti * “OBJECTION!” 
attack will enter Turnabaut. 


Seeking Turnabout isn't the only reason to switch to Trial mode. If your challenger plays a style 

of constant offense trying to rush down Phoenix Wright, and especially if they have a teleport or 
similar pass-through tactic they're coupling with assist use, you won't have as much of a luxury 
of being able to search for evidence safely in Investigation mode. Trial has a few fighting upgrades 
over Investigation: standing. crouching, and air attacks can all be chained into ап @ 
command extension, making for better chain combos, Wright'sS> + @ and ant +@ 


"HOLD IT!" questioning attacks cause a stun after three uses rather than four in Investigation, and 
the Paperwork and Press the Witness attacks become available. Also, any admissible evidence 
becomes a projectile weapon; these attacks are the saving grace of the mode when you have one 
or two pieces, but not enough to enter Turnabout. 














Cell Phone coupled wilh Watch ar Pholograph allows 
you Io fight ai full screen. 


Documents and Flower Vase are greal pieces of 
defensive evidence. 


When fighting in Trial mode without enough evidence Tor Turnabout, you should look at attack 
opportunities as chances to buy time to look for evidence, rather than strictly for damage dealing 
and meter building. Managing to score a hard knockdown from an air combo can lead to an 
“Order in the Court!" OTG hyper combo, sure, but you could also use the opportunity to swap 
back to Investigation mode, scoop up a piece of evidence, then call Maya out before scooping up 
another piece of evidence, all while they're still getting up. It can also be worth foregoing hyper 
combo use simply to conserve meter, since Phoenix Wright isn't the best battery in the world. 

In fact, since the majority of Phoenix Wright's useful damage potential comes from Turnabout 
anyway, you should consider saving most of your hyper meter for Wright's teammates, rather 
than spending too much of it for Phoenix Wright's below-average, non-Turnabout combos. 


You can also buy chances to search for evidence by using some combinations of evidence and 
Maya calls. In order to use "M-Maya?!" during Trial mode, swap back to Investigations, summon 
Maya, then swap right back. Make sure you've actually swapped back befare using evidence 
again; if you remain in Investigation thinking you're ready to use evidence, you'll just end up 
throwing it away. The pieces of evidence that provide the most long-term cover are Documents 
and Cell Phone. Fira either of them twice (or fire them each once, if you happen to have both), 
then swap back to Investigation and see about fixing up the remaining empty evidence slots. 
Using methods like these, you can also replace real pieces of evidence that you don't prefer. 
Beggars usually can't be choosers when it comes to which pieces of evidence to use due to the 
frantic pace of UMYC3, but if you get certain pieces of evidence right away (Cell Phone) then 
Wright's zoning and flexibility goes up in general, which grants you extra chances to be picky 
about remaining evidence. 
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ÜTG-capable assists make it p 
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ree + QD or ary + @ attacks puls ihe 
foe into a blue-tinted stupor (four hits are required in 
investigation); the hit used to start Tumabaur counts 

foward this alal 


When you do have enough evidence to enter Turnabout, then it's time to find a way to score a tut 
with Trial mode > + GD or airy + (D . Either “OBJECTION!” attack will initiate Turnabout, 
which is far and away the longest timed power-up state in the game, lasting 20 seconds. These 
attacks (technically called Bridge to the Turnabaut) can be easily worked into a combo; simply 
chain toG» + after a standing Û , (2) chain, or launch and super jump with ir + 
immediately, You can also cause a hard knockdown, like after an air combo, throw, orn + 
overhead, then call an OTG assist and juggle with o> + (D otf the OTG pop-up hit. 

(See Comba IX.) 


It's very important to note that hitting an assist with these attacks still counts; you can enter 
Turnabout by using “OBJECTION!” against an assist. This can be hugely helpful if their point 
character is a stubborn nut to crack. 


Turnabout starting with > + @ or air Vy + @ means that your foe will have a stun counter 
of at least one on them right as Turnabout begins. As with Trial mode, getting the stun counter up 
to three during Turnabout causes a special dizzy state in the enemy during which anything juggles, 
even launchers against prona foes. Try to keep in mind how manyo> + @ and + ® 
attacks you've landed, to make the most of this if you can combo inta the third attack, and thus the 
stun, under control. Note that it takes 4 of these attacks to stun during Investigation moda, but if 
you hit with one of them during Investigation, then swap to Trial and land two more, the third one 
will stun in this case, even though Investigation "HOLD IT!" attacks are worth less in terms of stun. 


If vou enter Turnabout off a clean hit, you should almost always be in position to perform a 
knockout combo, or very close to it. If you land g> + against an opponent on the ground, 
dash forward immediately after the Turnabout freeze ends, and link crouching o> + 

i + (D for heavy damage and a wall bounce from which you can easily juggle 
more @) attacks (see the last combo in the Combo Appendix). Cro uching wall bounces, 
while air Û ground bounces, and standing causes enough lofting hitstun to allow you 
to dash forward and juggle standing @ again (or, near corners, to just stand still and juggle 
standing three or four times in a row). Meanwhile, both Paperwork and Press the Witness 
become much more powerful than normal, along with each piece of evidence. 


Wright gains access to the most powerful attack in the game, Ace Attorney, but its use ends 
Turnabaut. Super Samurai Maya Smelting! and “Order in the Court!" аге also both still available, 
and don't do anything to shorten Turnabout's duration. “Order in the Court!” can add oomph to 
any combo that happens to end with a hard knockdown, while Super Samural Maya Smelting! is 
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extremely powerful near corners, especially during Turnabout—get Maya out there and your opposition will be pinned, forced to 
block her flailing arms in the corner, while you prepare whatever hellacious mix-up you like against them. 


Once you activate Turnabout, you should think of the time it lasts аза commodity you can spend. Ideally, you enter Turnabout 
off a clean hit, and so you already have a chance to do serious damage, or outright eliminate, one character. Even if the chance 
presents itself to use Ace Attorney early on in Turnabout, even if it's for a knockout, vou should consider passing it up. Instead, end 
Turnabout combos with “Order in the Court!" before using a team hyper combo cancel ta hand off io Wright's next partner. This is 
virtually assured of doing at least 900,000 damage to the target, but more important it puts Wright on the sidelines with Turnabout 
assists active, and not very much Turnabout time expended off the clock! 
- During Tunabout, Phoenix Wright Oe and Phoenix Wright.—D 
Wright's partners can make serious use (and abuse) of Phoenix Wright—cx and Phoenix Wright—D while he's іп Turnabout; since the a3ssisls.are never vulnerable. .. 
assists ага never actually vulnerable, you can feel confident calling Wright even if he has only a sliver of life left on the sidelines. You 
can essentially get away with just attacking using vour Phoenix Wright assist, and trying not to take risks otherwise! 


If the chance presents itself here to turn the tide with a quick K.O., your point character backed by Phoenix Wright will have the option 
of landing a hyper combo, then using a THC to tack on Ace Attorney. Since Ace Attorney is instant after the hyper freeze and hits 
anywhere, there isn't a hyper combo this won't work with. You can even whiff punish your opposition fram impossible positions by 
performing а quick hyper combo wilh your point character, then immediately THC canceling to Ace Attorney, for an anywhere-punish 
on short notice! This is costly, requiring four bars of meter, but it can be worthwhile if it will take the target out (and certainly is 
worthwhile if it will end the match). 


If the character in front of Phoenix Wright is knocked or snapped out, he'll return with Turnabout still active. If you haven't used 
Ace Attorney you still have meter lying around, probably, so be patient and develop a sense of how long is left in Turnabout: if your 
opponent so much as finches and time's running out, snag them from anywhere with the long arm of the law. Otherwise, if you 
have the chance, you can get Phoenix Wright out again, swapping te the other partner with a crossover attack or another “Order ’ r 
in the Court!” THC. Turnabout might be seconds or even frames from being over at this point, but the timer doesn't matter while forcing even the most poweriul opponent to be extremely respeciful 
Wright is off screen; with 1 irame or 1199 frames of Turnabout left, Phoenix Wright's powered-up assists are still unbelievable. at Wright's team! 
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IN INVESTIGATION, CR. (О, ST. (D , ©, ©, (S) => FORWARD SUPER JUMP, AIR ® mM (8) , (S) , LAND, WESKER—B OTG, 
FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR O, ©,@,©, ¥ ¥ 2 © (TRIAL) => Фе « c 6» ОТО 


026,900 damage, 27% meter loss 


Phoenix Wright has а lot of trouble performing long combos in Investigation, so equipping a decent OTG assist helps. After the final air (S) knockdown, land and quickly perform 
to mus» t4 to enter Trial and cancel its stance change recovery into the “Order in the Court!" hyper combo. Again, don't bother to wait for the stance to 
recover, YOU Can just hyper cancel immediately, 


If You choose to bypass swapping to Trial mode for the OTG hyper combo at the end, you can simply use the hard knockdown as an opportunity ta summon “M-Maya!?” L, then Investigate 
tora couple pieces of evidence while your opponent is busy recovering from the hard knockdown. This nets 349.700 damage and a meter gain of 7350. 
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IN INVESTIGATION, CR. ©, ST. ©, ©,@, > > () ex^ 4 щ > © GO, WAVEDASH TWICE, ST. ©, (Н), © e» 
FORWARD SUPER JUMP, AIR ©, ©, ®©, ©, LAND, * + = © (TRIAL)==> фи = с OTG 


092,000 damage, 45% meter loss 


This short combo burns two bars of meter for a relatively small amount of damage, so it's only worth going Tor if you're sure it will К.О. the target. Otherwise, you're better off Saving meter 
and using hard knockdowns as free chances to look for evidence. After Phoenix Wright recovers rom W. З= 42 immediately wavedash forward twice to move into attack range; 
lime your attack so that hits the opposing character right as Maya finishes her assault. 


Ifyou happen to have any false evidence on hand, “Order in the Court!" destroys it, while switching Phoenix Wright back to Investigation from Trial тайа. 
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IN INVESTIGATION, = с qe» $ ueo OTG V * o (TRIAL) => дү e c OTG 
392,000 damage, 89% meter loss 


+ m Slip-Up is Phoenix Wright's overhead while standing, and It causes a hard knockdown on hit. Il can be canceled into." M-Maya!?" M for an ОТС: switch to Trial mode and 
perform “Order in the Court!" as fast as possible to add a third heavy hit after Maya OTGS your foe, You can call an assist to re-launch the opponent after Maya hits instead of doing the 
hyper combo, but the timing is pretty rough. 
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IN INVESTIGATION, BACK THROW OR BACK AIR THROW, ¥ « — < (0) OTG, 4 + = © (TRIAL) с te «c OTG 
3/2,000 damage, 87% meter loss 


I's easier ta OTG after Phoenix's back throws, so use them over his forward throw unless your opponent is cornered, Since the target is closer, you can opt to sub out the hyper combo 
with an OTG assist fora re-launch instead. 
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IN TRIAL, GR. ©, ST. ©, @, @ => FORWARD JUMP, AIR + © (9), DELAYED ©, LAND, ST. ©, O, > (0, O => 
FORWARD SUPER JUMP, AIR ©, ®, ®, ¥ = ® (STUNNED), LAND, (© ==> FORWARD SUPER JUMP, AIR ©, (P), 
®, ©, LAND, FORWARD DASH, & x « 2 @®] OR [¥ м > © @@, WAIT FOR FINAL HYPER COMBO HIT, © => 
FORWARD SUPER JUMP, AIR ®, (D, ©, LAND, ¥ # = = GO| 


577,500-667,600 damage, 2~104% meter loss 


This combo hits the enemy with = 47 (ЕП $ oc (H) three times, resulting In à stun that allows for a relaunch after the super jumping portion. The opponent must not have been hit 
with = + H) before this, or else the stun timing will be off. Keep track of how many times you've landed = 57 H) orar. © to better suit your combo needs. Note that the 
standing (Н), (H) chain whiffs against most crouching characters; it's only reliable against opponents who are standing (which they should be anyway, if crouching (5 at the beginning hit 
tham). Go for this alter an empty jump in, or when the opponent is watching out forse a p. 





I. IN TRIAL, > 5 dp e» ¥ ¥ © © (INVESTIGATION), ¥ м > 5 ©, ¥ ¥ © Ө (TRIAL) &^ vx «e © 
352,000 damage, 90% meter loss 


Even though it isn't necessary, you can cancel Trials Hr @) into a change to Investigation to summon “М-Мауа!?” M, then change back to Trial forthe “Order in the Court!” hyper 
combo OTG. You may also opt to simply cancel me 52 (D into + M « o Gavan), however, skipping the stance-switching steps. As always, you can trade out the hyper combo for an 
DTG assist and a re-launch if your heart desires. 





I. IN TRIAL WITH THREE PIECES OF EVIDENCE, CR. (D, ©, ST. ©, © e» FORWARD SUPER JUMP, AIR ©, (Н), ©), (S), 
LAND, WESKER—B OTG, > 2 @ (TURNABOUT), CR. (9), FORWARD DASH INTO FORWARD JUMP, AIR (9), LAND, 
FORWARD DASH, S) ==> FORWARD SUPER JUMP, AIR (D, ©, ©, LAND, ДР ДЕ * © OTG OR * ¥ м 2 OTG 


730,000~1,130,000 damage, 2% meter gain or 198% meter loss 


A basic example of shifting into Turnabout mid-combo. After the Turnabout change, you can opt to enter X-Factor to ensure the remainder of the combo knocks out the opposing character 
(without having to use the level 3). This leaves you In both X-Factor and Turnabout for the incoming opponent. Alternatively, you can perform the first combo, ending with the gavel OTG, 
then THC to your next ally. The next character's hyper combo pours more damage onto the 730,000 Wright already did, and meanwhile he's now on the sideline, where you can abuse his 
astonishing Turnabout assists! If your point character ever has four bars of meter in reserve, almost any hyper combo can then easily lead back to Ace Attorney for huge, 0-frame damage, 
or you can simply wait for Wright to return, with the majority of his Turnabout still left, since пе handed off the fight to a teammate almost immediately! 





ЛП IN TRIAL WITH THREE PIECES OF EVIDENCE, CR. (D, ST. ®, ©, > © @ (TURNABOUT), FORWARD JUMP, 

AIR & 2 ®, ©, LAND, © ==> FORWARD SUPER JUMP, AIR ©, ©, O, LAND, > ¥ ж © (9); WAVEDASH FORWARD 
FOUR TIMES, © => FORWARD SUPER JUMP, AIR ©, ©, ©, LAND, ДУ ДЕ « © OR> u = 
882.300~1,355,500 damage, 35% meter gain ог 164% meter loss 


A devastating Turnabout combo. Performing the level 3 version instantly knocks out any character even from full vitality, but you'll have to weigh whether you actually want to end 
Turnabout this quick by using the level 3. Save this far when an opponent's final character enters the screen, so the strategic benefit of prolonging Turnabout is no longer relevant. 





IY IN TRIAL WITH THREE PIECES OF EVIDENCE, > © ©, WAIT A MOMENT, WESKER— OTG, > © (9 (TURNABOUT), 
FORWARD DASH @ ==> FORWARD SUPER JUMP, AIR O, ©, ©, LAND, > {а 2 @, WAVEDASH FORWARD FOUR 
TIMES, © ==> FORWARD SUPER JUMP, AIR d», ©, ©, LAND, ДҮ # «€ ù OTGOR? Ф м o OTG 
846,100-1,309,300 damage, 16% meter gain or 184% meter lass 


This is a method of entering Turnabout off of an overhead attack. After = п (D fits, call Wesker— D a little later than you think you should to give yoursell enough time to rise and 
connect > (Н), In the very likely event that using Ace Attorney here represents overkill, instead perform a team hyper combo tram “Order in the Gourt!” to your next teammate's best 
hyper combo. : | 





_ IN INVESTIGATION. CR. ©, ST. ©, ©, @, © => FORWARD SUPER JUMP, AIR 0, ©, (Н), ©, LAND, + + CN (TRIAL) — 
a> Wat + о @@ OTG 84 , WAVEDASH FORWARD TWICE, ST. (9), © => FORWARD SUPER JUMP, ARD, ©, ©, 


(9, LAND, + + 2 © (TRIAL) E^ 4 xt € « @@ OTG | Б^ 
867,700~1,019,300 damage depending on X-Factor level, 2~117% meter loss 2 
A basic X-Factor combo that deals hellish damage. Go for this combo when you realize you've caught two characters af Once; you may have this opportunity frequently if you call is 
“M-Mayal?” L and the enemy attacks while calling their assist right into the barrier. In this way, Phoenix Wright is capable of dealing heavy damage to the other team even without his EA. 


exclusive Turnabout mode. If you land the first crouching 0) in Trial mode, change the air chain sequence to ай М (H) G) for additiona! damage. Swapping to Trial mode manually v 
after the first hard knockdown is also not required уои begin in Trial moda, | STA 
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EVIDENGE 


Playing Phoenix Wright comes with a mild inventory management aspect. Six 
of his best special moves are all types of projectile attacks only available 
during Trial and Turnabout modes with the proper evidence in hand; there are 
also a half-dozen pieces of fake evidence lying about, which will trip Phoenix 
Wright up if you try ta apply them during Trial mode. You can separate the 


wheat from the chaff with the Discard command, but be careful not to discard утра TA 
any real evidence unless you have a particular attack you absolutely want AE SELEN! VIP NGE or 
mage Item ae a Shy ЫҢ Eu [ 
Photograph 


available in Trial and eventually Turnabout. 
Since the results of Investigating are random, and since sometimes luck КОЙ | 
КЫ коен Т 


won't be on your side (and some opponents will be more aggressive and 
| 
\ S Documents 


pesky than others), i1 may take a while to gather the right evidence to go for 
|o NN 










Investigation mode Trial moge 
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BEEN Plunger 


Turnabout. Patience and flexibilily are invaluable here. Instead of just trying 
to force the issue digging for clues overzealously, eventually getting Wright 
overwhelmed, have a willingness to use him as an actual combatant, and play 
smart with the tools that he has. His range is pitiful, sure, but he still has 
solid anti-air attacks, high/low mix-ups, and totally competent solo combos, 










especially in Trial mode; you'll just have to rely on assists, evidence, Ж сеу 
and Maya to create openings, more than Wright's own "attacks". As a big zm , u— и ; 
advantage, combos landed in Trial mode can almost always end in “Order in | Cell Phone ER 





the Couri!” to destroy fake evidence less laboriously than actually discarding 
it. Additionally, the game will never allow you to have all three slots filled with fake evidence, so if you draw blanks 
on your first two searches, make sure to use the third slot for the third search (rather than discarding ane of the two 
pieces of false evidence) and you'll guarantee that you get either real evidence, or at least healing meat. 


Play within Phoenix Wright’s means and you'll find more places to look for evidence naturally anyway, since you can 
use the huge frame advantage created by hard knockdowns to look for evidence for several seconds, uninterrupted. 
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“UNLESS YOU'RE A TARGET OF | MINE, 24 
WILL NEVER SEE ME. IF YOU DO SEE ME, 
THEN IT'S ALREADY TOO LATE.” 


‘Bio 
REAL NAME 


Unknown 


OCCUPA TT | 


A-Class Strider — —— | N 


ABILITIES 


He has trained bis body to its utmost ph ysical - А, 
-— limits. He also wields the Cypher, a plasma: — 
generating broadsword EHE üt BUT ШШЩ 
| anything. 


WEAPONS - 


y Plasma sword "pter", sickle and chain, robotic animal helpers -— 
2 that lig. гап summon па will. Tu 


PROFILE rA quat. 
Ku eae MENS member o at the Т тшн organization specializing- J AN 
Ёк notat or at f kidnapping, assassination, ‚ demolition, ete., that has worked 4 
N RN a behind the seenes throughout history. Having obtained A-Class 
PAD status ata ‘young age, he is the иш 's best assassin. 
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ALTERNATE GOSTUMES 








Overview 





Vitality 750,000 

Chain Combo Archetype | Hunter Series 

X-Factor Boost | Damage Speed | 
Level 1 (3 leammates remaining) i 
Lavel 2 (2 teammates remaining) _ | Eas | 135% 






Level 3 (1 teammate remaining) 55% 145% 


Strider is a versatile character that can be effective up close or from a distance. Your goal 
with Strider is to force your opponent into the comer. Why is this beneficial? 


Strider’s offense is comprised of quick, high-priority attacks that 
сап be seamlessly interwoven. It is not easily dealt with while 
cornered 


Vajra M can cross up even cornered adversaries 


Strider has various tools for moving in after being pushed away 
including Vajra, Ame-no-Murakumo M or H, and his quick ground 
dash | 


You can accomplish this goal by: 
Using Strider’s high-priority melee attacks at close to mid range 


Overpowering your competitor's long range game with Formation 
A1, Formation A2, Formation C, Gram Н, and Vajra. 


Using forward-moving attacks such as Ame-no-Murakumo M/H or 
‘© (B) to close the distance between Strider and his rival 
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Screen Command Hits Damage 








Screen Command Hits Damage Meter Gain Startup Active Recovery Advantage advantage il Notes 
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Screen Command Hits Damage Meter Gain Startup Active Recover Advantage Advantage i! | Notes 


سس 



















Launcher, not special or hyper combo- 


G (while standing or 
cancelable 


| crouching} 















1 Sy zz ا‎ E 








Meter Gai Startup Active — Recovery enti Et Noles 


———ÀP | 
a a EE 
"— mmt 






Screen Command Hits ретаре 


ree ГО 
Le — Pa 
; 50,000 _ 




















Air Special Attaekhs—Flying Screen and Air Fxchange 


Air ® causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (8) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus (S), аге only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


Screen Command Hits Damage Malar Startup Active Recovery Avantage etal Notes 


Causes hard knockdown il used in launcher combo. 
overhead attack | 
Tags in next available ally while lofting opponent 


Aire o<p + © | | Tags in next available ally while causing wall bounce, 
(during launcher combo) erases 1 hyper meter bar trom foe 


Е Tags in next available ally while causing ground - 
bounce, generates 1 hyper meter bar 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inte a command attack from basic attacks; but most command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command pegea Startup Active Recovery Saramago ap ble if Notes 


1 | 55000 | BENED Knocks dawn, O1G-capable 


Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible afler throws, one way. or another. 


Screen Command - і Hits Damage MeterGain Startup Active Notes 
с> + O (ground) 80,000 800 i | Hard knockdown 
Em (D (around) Fi Hard Knockdown 
| Hard knockdown 
Hard knockdown 
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As a Partner—Crossover. Assists 


Recovery (this Recovery 
| HELA Crossover LETS А eler ^ 
Screen Type Combination Description Hits Damage ah Starlup Active crossover (other Notes 


Hyper Combo assist) partnar) 


ТШЩ" = | ЕЕЕ Шы S 
cem | e СТЕЛЕ 
ш == 3 cr ii — 


Г Ge а аав Ta oes ava 


| Hard knockdown against airborne opponents, 
sider ا‎ RE Se | Strider invincible from frames 37-53 


Strider has three useful crossover assists to choose from. trider—ty Ame-no-Murakumo can be used to extend combos, but it can be dangerous to use otherwise because of Strider's 
forward movement. Strider—[5 Gram has decant speed and range, and it causes a wall bounce. Strider's best crossover assist is Stridar—^y. When called, Strider performs Vajra Н, which 
tracks down opponents regardless of their height, resulting In а hard Knockdown on aerial targets. Adv ersaries can по longer attack from high in the sky with confidence when Strider has 
this crossover assist at the ready. 


Even though Strider Is useful as а crossover assist, extreme caution must be taken when calling him. Strider's vitality is tied for second-lowest in the game (Rocket Raccoon and Akuma are 
equally fragile; only. Phoenix is flimsier), so a well-placed hyper combo can К.О, Strider instantly if he ts called at an inopportune time. 


snap Васи 
| Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery oq Hil if Guarded 


саама a нз! Н 
Pi [occ em | Love aa 


Notes 


On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 


‘Meter 


Advantage Advantage 
Gain 


Screen Name Command Hils Damage Starlup Active quami on Hit if Guarded Notes 
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Knocks down, first projectile has 3 low priority 
durability points, bomb projectile has 5 low —— 
priority durability points and falls toward ground 
after 21 frames, bomb explodes upon contact 

| with rival or ground, explosion has 5 low priority 
| durability points and is active for 30 frames — 
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Ame-ne-Murakumo. Strider performs a spinning slash that causes a ground bounce, Ame-no-Murakumo Н and M send Strider running 
before slashing; the H version reaches almost the entirety of the screen, Because of their slow startup, these two versions of Ame-no- 
Murakumo cannot be used in typical combos. Despite this, you can link both versions after a Formation B shot. Ame-no-Murakumo L 
features no initial run, allowing it to combo off basic attacks such as standing or crouching M and Н. All three versions have a varying 
degree of ground bounce; Ame-no-Murakumo H's ground bounce is the largest and allows for @ attacks to combo afterward, while the L 
version only allows for faster @ attacks as a fallow up. 












Frames 13-29 invincible, hard knockdown against 
airborne opponents 








All three versions of Ame-no-Murakumo can be canceled into Formation B shot — even during recovery! If Formation B is active, you can 
make Ame-no-Murakumo unpunishable by canceling its recovery into the projectile. If the slash is successfully connected, the shot can be 
used to combo afterward, making this technique useful both on hit and quard. Note that Ame-no-Murakumo can only be canceled into Formation B shot, not activation. 


Excalibur. Strider goes flying through the 
air in one of three directions: @ goes up 

at an angle, (Vi) travels straight, and (B 
shoots down at an angle. Upon recovering, 
Strider is in a jumping state in which special 
attacks (such as aerial Gram), double 
jumps, atlacks, and guarding can still be 
performed, Excalibur is useful for changing i, 8 | 
olrider's aerial trajectory and causes decent Y "WT. 

damage if all four hits connect. Remember that you can only perform Excalibur once in the air. 





Excalibur L is mostly used for combos and offensive pressure. Strider recovers almost immediately upon landing, making this attack only punishable via X-Factor if guarded. You 
can follow a connected Excalibur L with a standing © if connected on both grounded and aerial opponents, Because of its sharp angle, Excalibur L can also be used to counter an 
adversary's offense. If you see your foe rushing in for an attack, a quick jump ar super jump into Excalibur L can counter their blitz, depending on the attack used. 


Excalibur M covers a long distance horizontally and is most useful when you need to reset your positioning. Use Excalibur M ta escape from the corner, or to close the distance between 
Strider and his challenger. Be careful in becoming too predictable with this attack, however, as Strider is vulnerable for 26 frames of recovery until quarding or attacking is possible. 
Opposing players who anticipate this attack or whose characters are in close proximity to Strider upon recovery can fully punish him. 


Excalibur H sends Strider flying skyward, and he recovers near the tap of the screen. Although it has the same recovery time as the punishable Excalibur M, its recovery frames begin as 
Strider is still ascending, reducing the chances of the attack being punished. If performed during a normal jump, a crossover assist can be called on the way down for a tricky surprise atlack. 


Wall Cling Ladder Kick Cypher Attack | Wall Exchange 


SS L 





Wall Cling: Strider quickly jumps to the opposing wall. Strider is unable to guard not only during the initial jump but also during his time on the wall, making him extremely vulnerable. 
While he's on the wall, you can climb up and down with4> and? , respectively. You can also dismount from the wall by pressing the direction away from the wall. Several moves 
unique to Wall Cling become available: (B performs Ladder Kick, a downwards stomp; @ performs Cypher Attack, a quick slash: С) performs Jump Kick, a diving kick off the wall that 
causes a ground bounce on aerial opponents; and &) performs Wall Exchange, which causes Strider to leap ta the opposite wall. All three Wall Cling attacks can be chained together just 
like basic attacks, and Jump Kick can be canceled into special moves while Strider is still in the air. Jump Kick must be guarded standing and is punishable only by quarding it in midair. 
Wall Exchange can be performed an unlimited amount of times throughout the entire duration of Wall Gling (just short of five seconds). 
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Gram: Strider performs a long, sweeping 
slash. The length of the slice is determined 
by the strength of the button used. Gram 
H covers almost the entirety of the screen, 
causing a wall bounce. Its startup is too 
slow for it to be used in most combos, 

but you can utilize its range to start hit- 
confirmable combos from long range. 
Gram M is similar to Gram H but with less 
range, hitstun, and startup. Gram L doesn't have the range of the M or H versions, but it has the quickest startup of the three, making it usable in most ground and air combos. Gram L is 
also different in that it causes a hard knockdown instead of a wall bounce. 
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You can cancel all three versions of Gram into Formalion B shot at any time, whether in Startup or recovery. The long startup of Gram H can be used as bait to surprise foes with 
Formation B shot into a combo. The recovery on Gram L can be covered up with Formation B shot during grounded offensive pressura. Note that Gram can only be canceled into 
Formation B shot, not activation. 
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Formation Formation Formation 
АТ. Strider A2. Strider C: Strider 
summons a sends sends 
mechanical an eagle an eagle 
tiger to to attack armed with 
altack his foes. a bomb 

his rival. Formation toward his 
Formation A2 is opponent. 
Ai behaves similar to Midway 


Formation A1 in that the eagle always emerges from the through its flight, the eagle drops the bomb toward the 
corner behind Strider, regardless of his positioning. The ground, and it then descends slowly until exploding. The 
eagle also has the low durability of the tiger, and it is easily bomb explodes if ever it comes into contact with any 


differently than other projectiles in that the tiger always 
emerges from the corner behind Strider and travels the 
entire distance of the screen, regardless of Strider's 


position. The tiger features 3 low durability points, leaving destroyed with an attack or opposing projectile. However, adversaries, whether it is during delivery or descent. You 
something to be desired in long range firefights. It can even Formation A2 is useful as a defensive tool when timed can use Formation C defensively in the same manner as 
be negated hy almost any basic attack on reaction! Given correctly, and this move possesses the same shielding Formation A2, though the timing is different because of 
this setback, Formation A should not be passed on as properly as Formation A1. Perform Formation A2 against the increased startup. You can also employ Farmation C to 
flimsy: the tiger absorbs whatever attack negated it, acting opponents coming from the air to knock your їое out of complement Strider's long range attacks. 


as а one-hit shield so long as the opposing attack connects their attack. If your adversary destroys the eagle instead, 
either before or simultaneous to hitting Strider. Even their aerial attack gats nullified. Though not useful against 
though it is difficult to utilize this properly when defending multiple strikes, standard one-hit air attacks using air Ф) 
yourself, it is an added bonus nonetheless. or @ are rendered useless wilh a well-timed eagle. 


Formation B: Strider summons a satellite that floats nearby for 600 frames or until Strider 
is hit. With the satellite active, performing the V 2 «n + €) motion again causes it to 
fire as a projectile. Both phases of Formation B have extremely fast startup and recovery— 
Formation B shot fires after a mere 2 frames of startup! Formation B shot can be used 

to start, end, and extend combos, while the satellite activation can be used to slightly 
decrease the recovery on slower attacks such as standing @. Formation B shot always 
fires directly from Strider, as opposed to Formation A1 and A2. Because the projectile fires 
во quickly, Formation B shot is a vital tool in Strider's arsenal, both at long range and up 
close. It's so fast that іп ОТС situations, you often have enough time to not only summon 
the satellite, but fire it, as well! 





Formation B shot has the special property of being usable during the startup and recovery of Gram and Ame-no-Murakumo. You can make these attacks safe on guard by canceling into 
the Formation B projectile, and you can extend combos through the use of the shot after either of these attacks successfully connects. 


Vajra L & M: Vajra L and M are teleports that cause Strider to appear above his opponent, 
regardless of the opposing character's altitude. Vajra L always causes Strider to reappear 
in front of his rival, while Vajra M causes him to reappear behind his foe. 


Vajra leaves Strider vulnerable for a short period of time immediately before teleporting and 
right after he reappears. Once fully recovered, Strider is in a jumping state in which basic 
attacks, special moves, double jumping, guarding, and crossover assists are available. 

You can use Vajra L and M to start an offense, avoid slower attacks, ar punish slower 
recovering attacks from any distance. Try teleporting during projectile firetights or under 
the cover of a far-reaching crossover assist. However, don't overuse this move, since becoming too predictable with Vajra L or M leaves Strider open to punishment from air throws. 


Lc | oes 
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Vajra H. Vajra Н is different than its L and M counterparts in that Strider comes out of the teleport already attacking with a flying kick. A 
successful Vajra H can lead into a well-timed standing (B into a combo. If Vajra Н connects on an airborne opponent, It causes а hard 
knockdown, which you can then follow with Formation B OTG. Like Vajra L and M, the teleport always tracks opponents regardless of their 
altitude, making Vajra Н ideal for knocking aerial competitors аш of the Sky. 


Vajra Н is unpunishable if guarded standing or crouching. However, clever adversaries can punish Vajra Н by jumping to guard the kick in 
the air, leaving Strider open to punishment as both characters land. This attack can also be punished after being guarded with X-Factor. 
To avoid these situations, try using Vajra H as a counter to ranged attacks rather than throwing it out randomly. Vajra H can also be made 
safe with many different crossover assists if called immediately before the teleport. 





Hyper Combos 
Advantage Advantage 


Screen Name Command Hits Damage Startup Active Recovery on Hit if Guarded Notes 


i = = | Е Press @ (М) or @ to fire 2 projectiles, 
(Level 3 Hyper Combo) ATA RE: 1242 7 | 
40,000. | 
а се. 


projectiles have 3 low priority durability 


points, lasts 420 frames, Strider does not 
Ragnarok | 
Level 3 Hyper Combo) |^ V A + SS E 430,000 


jain meter while Ouroboros is active 


б 
33 Frames 1-20 invincible, hard knockdown 


Legion: Strider summons а herd of mechanical tigers and eagles to fill the screen. Legion is OTG-capable and is 
commonly used as a combo ender. Once this hyper combo is activated, the animals are released regardless if Strider is hit 
while pointing. This means that a THC from Legion can be performed extremely early if need be. Legion 16 somewhat slow 
to start, and opponents can avoid it completely on reaction if they jump over tne animals, so this hyper combo should only 
be used in combos and THOS. 
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Strider's strength lies in his effectiveness 

at both short and long range. He has some 
of the fastest attacks in the game, three 
different projectiles and teleports to choose 
from at a distance, and high-priority cypher 
swings at mid to close range. Strider has 
ihe tools to get clase to his opponent easily, 
50 waiting for the right moment is key. 





striders main weakness is his low 
vitality, Coming in at 750,000, Strider's 
vitality ranks among the lowest in the 
game. Because of this, it is important to 
play Strider as safe as possible, covering any recovery time with crossover assists ora 
Formation B shot when possible. It is also prudent to not become too reliant on Vajra, as a 
poorly timed Vajra can lead to a K.O. on Strider. 


Combos can be started fram fullscreen by 
occasionally using Gram Н during long range balles. 


As such, your best bet is to keep at a distance with Strider. attacking safely with Formation 
attacks combined with an occasional Gram Н and crossover assist. Gram Н can lead to huge 
damage, as long as Strider has the breathing room to perform it without being interrupted. Tha 
long slice gives enough time to dash in for a full combo, and it also goes unpunished if guarded 
anywhere besides point-blank range (and even then, it is difficult to punish). If you find your 
Opponent trying to wade through the various projectiles Strider can throw, an unexpected Gram 
Н on the ground or during a normal jump usually stops their advances cold. 


Once your competitor starts firing back with ranged attacks of their own, you can then 
utilize Vajra to pass through their ranged game for positioning and combo opportunities, 
Vajra M is great for getting Strider behind his adversary during a firefight. Upon recovering, 
Strider can come down from the teleport with a falling air @ or @ into Combo 1. If the 
situation changes and you find Strider teleporting into danger, you can guard on the way 
down and opt to attack with a crossover assist instead. For added safety, cover Vajra L or M 
with Formation A1, Formation B shot, ога crossover assist beforehand. lf Vajra L or M go 
unpunished, use this positional advantage to start Strider's offense, 


While Vajra L and M are used more for positioning and safe approach, Vajra H is best used 
to interrupt or punish slower ranged attacks, as well as vulnerable aerial attacks. This 
is especially useful against characters like Trish or Doctor Doom who love to rain dawn 
projectiles from the sky. Using Vajra Н while your foa is attacking from a distance makes 
scoring a counterhit more likely, as well, easing up the leniency in connacting a standing 
afterward. Vajra H is more of a commitment, however. Vajra L and M allow for several 
options upon Strider reappearing, while Vajra H leaves no option for anything except an 
X-Factor activation. Learning when to use each version of Vajra is important to Strider's 
averall success. 


Wall Cling can be used nat only as a way 

to get close to your target, but also for 
cross-ups wilh a timed Formation B shot. 
Time the Wall Cling so that Strider leaps 
past his opponent right before the projectile 
hits, and follow with a Wall Cling @ , f 

a) lora ground bounce combo. You can 
perform this with a long-range crossover | i 27 | m 
assist, as well. o c 
Fire the Formation B shot, then perform a Wall 
Gling... then proceed to combo off ol a successful 
hit with Ladder Kick, Cypher Attack, and Jump Kick! 


If you feel tha time is right to switch to 
offense, start by using a Formation B shot 
to cover a forward advance. 





You can employ Strider's far-reaching basic attacks and special moves with the help al 
d Crossover assist to push your way forward. You can usa a forward dash to effectively 
increase the range of Strider's melee attacks (see the Advanced Tactics section), or cover 

+ 27 or Ame-no-Murakumo М/Н with a crossover assist to close the distance. A 
successful € + @ can always be canceled with an X-Factor activation for a possible K.0. 
combo, though simply performing the slide unpunished gives you the momentum needed to 
start an offensa. Using a suitable crossover assist as cover, Excalibur M can also be used to 
get close. li the crossover assist can cover the 26 frames of recovery that plague Excalibur 
M, Strider will recover in the air safely, ready to come down with an attack. 


While some characters must be at close range to bring their offense, Strider needs only to 
be in mid range for his offense to shine. The range and priority of standing G and 

+ (2) can be taken advantage of to start Strider's bread and butter combos. Formation 
B shot is also a great attack at mid range because of its extremely fast startup. 


Once Strider is close, stay in the opposing character's face as best you can! Standing (B, 
crouching @ and Formation B shot are the fastest attacks in your arsenal to use at close 
range. Any holes in your rival's offense should be taken advantage of with the Speed of 
Strider's @ attacks. Strider's air acts as an instant overhead against mid to large-sized 
characters. Against a crouching opponent, perform an instant overhead air canceled 
into Excalibur L for a full combo! Mix this up with crouching (B to create а deadly 50/50 
guessing game whenever Strider is close. 





Strider has aerial options at close range, as well. Excalibur L is great for attacking at an 
unexpected angle, stopping any ground SS or , 
counter offenses with a diving attack, 
This attack is safe on guard and can be 
followed by continued pressure from the 
ground. Air lal is an invaluable attack 
with many applications, The massive 
hitbox produced by Strider's slice puts 
opponents in a situation where they must 
either take a risk in attempting to counter 
it with an anti-air attempt or guard it, 
giving Strider positional advantage. Air 
(2) also serves as а cross-up when 
jumping over adversaries, and it can be delayed for a deep cross-up attack. 


a “a OU 






Be sure to caver Excalibur M with a long-range 
Crossover 28515. 


You can take advantage of Strider's long reach and safe attack patterns to creata strings of 
uninterrupted offense against opponents. For example, an attack string of cr. (B, (Mi), st. 
Ш c.@ coo + @ => А [2 «n + Ө can then be followed by а dash forward 
intost.@ сг. @ с> + Dp DUN + Op fee es + © into 
even more offense. To combat advancing guard, Ame-no-Murakumo M canceled into 
Formation B shot can be used at any time during attack strings. 


When canceling a guarded Ame-no-Murakumo or Gram into Formation B shot, yau can delay 
the Formation B shat cancel to interrupt КОРНО КТТШ ТШТ тту: 

your opponent's punishment attempt for а 
combo. Constantly vary the timing in which 
Formation 8 shot is canceled to throw your 
adversary off, 








The strength of Stridar's offense is only 
increased against a cornered target. Strider's | | | 
dashing speed. long range, and substantial i гк А 
frame advantage can be used to corner his 
competitors and keep them cornered. Vajra 
M still crosses up cornered opponents and 
can be canceled from attack strings at any 
lime to trick an adversary into guarding 
incorrectly. This can be mixed up with Vajra 
L, which looks similar to Vajra M when 
performed in the corner. If you find advancing guard to be a problem when trying to keep 
foes cornered, utilize Vajra L/M or the built-in dash feature of Ame-no-Murakumo M/H for 
constant pressure. 


Start with a ground attack siring ending with the 
Formation B satellite call. Follow this will: another 
анас string ending in Ame-mo-Mirakumo LAM or 
Gam L, followed by the Formation B shot. Follow the 
Formation B shot with yet another ground string to 
apply pressure and bulla hyper meter! 


Ouroboros: In Strider's signature attack, two satellites are 
summoned to orbit Strider during battle at the cost of three 
levels of hyper meter. Each satellite has active hit frames 
and can damage nearby foes. Pressing any é shoots one 
ring projectile from both satellites, and these can be fired 
rapidly as a combo. Strider is free to move, attack, and call 


crossover assists while Quroboros is active. 


You can use Ouroboros as а means to gain complete 
control of the match, leaving your opponent very few 
options. The rings have 3 low durability points and 
should be enough to clear out any opposing projectiles if fired rapidly. Vajra and Wall Cling are especially deadly during 
Ouroboros, since opponents are easily crossed up by the rings during these moves. Adversaries are forced to either run 
away or risk being crossed up during the storm of projectiles, Ouroboros is also an ideal way to employ instant overheads 
with ат О) Ez X. tw me + (С) and double jump air(H) (see the Advanced Tactics section for more details). 


Combined with X-Factor, Quroharos is likely ta K.O, a character or two. 


Strider is not invulnerable to attacks during Ouroboros, however. Attacks that reach farther than the orbiting satellites are 
still able to hit Strider. During hitstun, the satellites have no active hit frames, making them useless while Strider is caught 
in a combo. Strider is also unable to fire rings while guarding or being hit. Even though Ouroboros is best used offensively, 


make sure to guard any incoming hyper combos that might be used in retaliation: 


m: : ў 
ш” Р - b, 
а : en 


Ragnarok. Ragnarok causes Strider to dash toward his 
Opponent for a devastating attack when it connects. At 
three levels of hyper meter, this hyper combo has 20 
frames Of invincibility on startup, is easily used in combos, 
and causes an unscaled 430,000 damage into a hard 
Knockdown. Ragnarok is instant after the hyper combo 
lash, and itis immediately invincible, If performed at close 
range, the opposing character must be guarding before 
the hyper combo flashes, or else they will get hit. This 
invincibility is also great for plowing through an opposing 
hyper combo that is otherwise unavoidable, 
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E CR. ©, ST.@, CR.@, > 2 0), FORWARD SUPER JUMP, AIR 0, ©, (E) => +s > © © (3 HITS), LAND, 
х E FORWARD JUMP, ARO, @ ==> ¥ м > € (D (3 HITS), LAND, © & FORWARD SUPER JUMP, AIR ©, м) ee 


FORWARD DOUBLE JUMP, ®, ©, LAND, ўч > © @@ 


469,700 damage, 18% meter lass 
Ary З= 5 © must hit three times for the juggle after It to work. 





m ТШ үе тс асаалаа 02 PA 


ed E жы Е L L А ВЧ = а атш зы ee ee A LIE — Ri ie I ek аы es Е та РЕ 


(MIDSCREEN REQUIRED) CR. (D, ©, ST. 9, CR. ®©, > > (B), FORWARD SUPER JUMP, AIR © 
FORWARD DOUBLE JUMP, @, ©, LAND, v £ € o O V # € o (S, V м > © ©, WLO, ©, Н => ә 8 oH, 
њу ч о (к= > ф щ co CO 
543,500 damage, 27% meter loss 


The opposing character cannot be much closer than midscreen fram the comer for this combo to work, Double jumping alter all М and performing alr ORE) causes Strider to fall to the 
ground faster, giving you more time to summon Formation B and fire it Firing it, performing the wall cling, and then attacking all must be done as fast as humanly possible for jt to work. 








(CORNER REQUIRED) CR. ©, ST.@, CR. O, > © O, (б) => FORWARD SUPER JUMP, AIR O => 
FORWARD DOUBLE JUMP, ©, ©, LAND, ¥ x + « ©, BACKWARDS DASH, ¥ # + © ©, FORWARD DASH, @ => 
FORWARD SUPER JUMP, AIR ©, © ==> DOUBLE JUMP, @, ©, LAND, $ u + с 9 


489,400 damage, 33% meter loss 


Backdashing before firing Formation B ensures that the projectile hits late, giving you time to juggle after it. This will not work otherwise because of hitstun decay. 





(MIDSCREEN REQUIRED, FORMATION B SUMMONED) CR. (D.ST.(, CR.0,% vc Wes > M ч ж (lL) ee 
+ ,/ ©, Vw с Ө, МАШ О, 0, OES 9» Vw 60,2 Vw o (Deo V wx об 


588.400 damage, 49% meter loss 
You must start with Formation B summoned for this to work, The positioning for this combo is less strict than Combo |1, as your opponent can he slightly closer to the corner than 
midscreen for it to work. 





- (REQUIRES MIDSCREEN) FORWARD JUMP, FORWARD DOUBLE JUMP, AIR (9), ©, LAND, CR. (н), = о (Н), (©) ==> 
FORWARD SUPER JUMP, AIR © ==> DOUBLE JUMP, ®©, ©, LAND, е o (S; & € € c (8, Vw o ©, WAEECO, 
0 A= - & wo, LANDS Ф w o OSD U o 6 


541,000 damage, 26% meter loss 


Double tapping Æ , 91 quickly causes Strider to perform a shallow double jump very close to the ground. This mimics а very low jump that allows for near instant overhead jump attacks: 
at close distances, This example shows a midscreen combo. Near corners, continue the combo after air (Н), hits with something similar to Combo TIT. 





ИЙ) MGS 


(Os POMBE ДЇЎ [eua STRIDES ONL MOTE 
Strider's double jump stops any aerial momentum, performing instead а Strider is unique in that the | T з 
small jump either forward, backward, or straight up. Because the double jump momentum he gains from his dashes — | 


covers less distance bath vertically and horizontally, you can use it for tricky — is much greater than any other 
cross-up setups! character. If you perform a forward 


! ali S ERR | ; ground dash and immediately cancel 
Aiter performing Vajra L or M, fall with air ®. Right as your adversary guards it into a crouch, you can see thal 


il, immediately cancel the air @ into a double jump forward delayed air © momentum in motion. You can utilize 
for а Cross-up. The speed in whieh the air @ is canceled into the double jump ihis momentum to dramatically 
paired with the tremendous hitbox of air @ make this cross-up extremely increase the range on some of 
difficult for competitors to react to. If your opponent becomes accustomed to Strider’s attacks. Adding in a 5^ 

this setup, try changing it up by double jumping straight up instead, or falling => input right before performing 
from Vajra inta a crouching (B to counter advancing guard. € + (D increases the slide's 
Another way to utilize Strider's double jump is by performing a normal jump range to nearly fullscreen! The same 
forward and immediately performing a double jump forward with air ©, C). if treatment can be given to atlacks 
performed successfully, the huge hitbox of air @ acts as an Instant overhead such as standing O orc» + © to | 
against all characters, large or small. The timing used in this technique is increase their range. You can use the 
similar to that of a forward dash: press Î 27 in the same way you would same principle when normal jumping 
press c^ C fora ground dash. The tighter the timing on your double jump forward, as well; adding a dash right 


is, the faster your air (D attacks overhaad. ee uae 


- .. dis range can be further increased with the help of 
without the dash. 2 forward dash! 







2 (AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR ©, ©, Or > Vw © ©, LAND, ST. (0, ©е=5 | 
FORWARD SUPER JUMP, AIR © => FORWARD DOUBLE JUMP, ARD, @, ©, LAND, vx: - ДӨ? wo = Ф | 9. 
Vx 2 ©, WALLO, ©, Oat +41 оона COS Vx* 6 GO ci 

488,500 damage, 24% meter loss 


This is a midscreen combo starting aff the low jump instant overhead trick. The jump attacks cannot be done as q uickly as possible against very small crouching characters, like Rocket 
Raccoon, Amaterasu, and Morrigan. = ihe ЖУ к toe he ge A | 















LOW lle عا‎ 2 





. FRONT OR BACK THROW, ¥ # с ©, V € eo, x о 0), WALL ©, ©, Gers o 8, эх 5 Ma 
md» 44> om | | 

411,500 damage, 57% meter loss 

After Strider lands from the throw, you must summon and fire Formation Bas quickly as possible, 


_ FRONT OR BACK AIR THROW, + £ « 2 ©, ¥ X € o ©, FORWARD DASH, eee FORWARD. SUPER JUMP, AIR CD; 
c^ FORWARD DOUBLE JUMP, ®, ©, LAND, ¥ x > ^ @® e 


372,200 damage, 67% meter loss 
Again, you must summon and fire Formation B as rapidly as possible for it to OTG properly. - 
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. (REQUIRES MIDSCREEN) CR. (D, ©, ST. ®, CR. O, > » 5 ©, e FORWARD SUPER JUMP, AIR RO ats DA, pe 
FORWARD DOUBLE JUMP, ©, ©, LAND, ¥ # + 2 ©, к € 3 S, ¥ ч + 9 ©, WALL CO ro, ое > р 
эа о) аум о @@ ==> See «x 5, Aine хм» о СИ ut det TS 


716,900 damage, 120% meter loss | | XU DE ee E 


ee Ea Fh ee KE 2 —— 






- Ы 
ua TL 





Р A 
Ni 3 
فا و‎ eT ч 


i EDD 
a E 
| ANSE 


е: z= nig 4и: 


me, ا ع‎ 
Ze LP m 

H $ "me ر‎ lh 

m nd = = I E all M li-‏ کک 


aa. д 


, CR. ©, ST. (5, > p Gem E ST. on > о (Qe фм со, ue + OF FORWARD SUPER J 
AIR (D, © => FORWARD DOUBLE JUMP, ©, ©, LAND, + X € « @,# у € с (S, FORWARD. DASH, © FOR 
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i hh tg Meee a Г с 
SUPER JUMP, AIR Ù, © ==> FORWARD DOUBLE JUMP, ©, ©, LAND, dowd cl M | 
| VERD T e EET ck ME LUE | 
771,500~941,600 damage, 5~32% meter gain | | E. E dE Е ае sets : | 
Omit? *« = < (Н) when near comers. — | | | LE aa т ТОДА ОВЛА А т | 
ый Р Ж А 9 6.22 тү Ж уе: E cero MET T. | Te. 


COMBO APPENDIX 


GENERAL EXECUTION TIPS B c om 
Being able to perform two consecutive $ ж # < (5) motions is important to playing as Strider. Learn to time the second ¥ е 4 2 © ) so that the ENS aT 
satellite is launched as fast as possible 


If you are having problems with Wall Cling (L), ©., (4), try chaining the three attacks slower. Inputting this combo too quickly prevents it from working рову | ; Nox d 
AS STRIDER COMES IN: AIR ©, © «C» FORWARD DOUBLE JUMP, 0, O Et» => фм = (D (D E | 
Noles | ШЕШ EI PRAE i TONES | 


+ © огч> + Go) + Ө TAC lo Strider. Near corners, omit all @) attacks and just do @ aah cw + O | 
бВ.@),@, 5Т. (9, СВ. (Н), OS © ә FORWARD SUPER JUMP, AIR D ==> FORWARD DOUBLE JUMP, D [Ө] (5), LAND, + # + e (5), 





Varies based on damage scaling 


¥ + + © ©, ¥ ч o ©, WALLO, ©, @ (LET DIVE KICK FALL VERY CLOSE TO THE GROUND) {> > $ x © (н) LAND, FE С (5), Rye ce 
TN ORS Vee ex OG =o tN 5 ig is 





559, 300 damage, 12% meter loss 


CR. O, ST. @, бВ. @, > © Ae rtan > и = HOR м > 0 (5), WALLO, NY (Н) (LET DIVE KICK FALL VERY CLOSE TO 
THE GROUND) ==> >» uo), LAND 4 # о (0), ә wo(Des^ V 4 (Б) «V eo), LAND + ч» 9 (fed 

Notes 5 - I Damage. | | 
Midscreen required, Formation B must EUN = summoned 


‚800 damage, 26% meter 1055 





Noles Damage 


After clinging to the wall, perform than @, (m. tH] chain, then as @ falls, cancel it just before the kick louches the ground, This 





430.400 damage, 44% meter loss 


reduces the recovery "Sr SA + @ allowing you to fit in Z2 «n + © betore the next juggle 
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ВЕШ Mia 


Vergil 


ABILITIES 


In addition to his super-human ET wer, 1 ' 
4 skilled swordsman. Similar.to Dante, his Devil | 
Тн allows him to transform for a limited 


dus. 


time and gain access to demonic powers. 


WEAPONS 


Devil Arm “Yamato,” which is a katana he 
e his father, Sparda. 


Я Son of the ттт" Dark Knight sparda and 
Dante’s twin brother. Vergil blames himself for 
not having been able to protect his mother at а 
young age, and believes that power is everything. „ fz 
Unlike Dante, he has embraced his demonic А 
_ heritage and is willing to p do | whatever it take 4102), 
| gain EL te power. as e. ner A 
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Marvel Series 











(Chain Combo Archetype 





X-Factor Boost 


| {à teammates remaining] [25% 115%, 


| Level 2 (2 teammates remaining’ 309 1209, 
L i l J 


Level 3 {1 teammate remaining) 


КН E ale ed Me pa E Em HE mer sr А! et РЕ ий: т. к BUD 
TOUR Oa! With vengi O SERUP a cross-up attempt. Why is thissg Important 
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Standing Basic Attacks 


Hits АТААН Advantage if „ес 


on Hit Guarded 


| Li ee pr pese a Da m E [Aun NNNM 


Damage Meter Gain Startup Active EIN 





Screen Command 



















| crouching Basit Attacks 


Advantage Advantage if Notes 


| | Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit cum 


“Al fe 
12/11 ath col 2: = [m aitack, knocks down 







Ground Special Attach Launcher 


ee Screen command Hits Damage Meter Gain . Startup Active Recovery el датада и Notes 


| 1 e (while standing Df 99 D00/108.000 720 10/9 4/4 257 -13/-9 | Launcher, nat special- Of hyper combo- 
| | crouching) a АЙ. aes | Le: cancelable _ | 









Air Basie Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery ipee Аша! Notes 


efe 








B- |» DM EAE are 
| | А> j au 4 | aT | n aa re J Am =a = ا‎ = "y ih D yj i MEE t4 j 1 - | 
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Air special Attacks—Flying Screen and Air Exchange 


д\г @) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used oulside of a launcher cambo 


basic attack. Air exchange attacks, performed by inputting a direction plus @), are only possible during a launcher combo, Exchange hits initiate te 
available character to continue the air combo. 


; лг) behaves mostly like another 
am aerial combos hy tagging In the next 


Screen Command Hits Damage бап Si Startup Active Recovery Advantage Advantage 


on Hit if Guarded Notes | 
90,000/ | so, : JUNO 20/18 Causes hard knockdown if used іп launcher combo, 
Are | 108,000 : zl "m ground bounces ioe 





Li 


7000 |2 ШЕП СИЕ SOE Tags in next available ally while lolting opponent Upward 


AirS> orp + Ө | | 95000/ 


| Tags in next available ally while causing wall bounce. 
| (during launcher combo) | 105,000 


erases 1 hyper meter bar from adversary 


Tags i in next available ally while causing ground bounce, 
generates 1 hyper meter bar 


Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It’s usually possible to chain info a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command Hils Damage Ec Slariup Active Recovery BET n ured Notes 





(during Helmet Breaker 
3 


1 "а 
سے‎ 
|| 


JJU ШЕ 
: 2 | 


Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 


screen Command Hits Damage - йин TT EN Notes 


J (ground) 2 180.00 eds | 1 | Hard knockdown 


(2) (around) 10,000/96, | Bene Hard knockdown 
(2) iair 10/96,000 900 EEE knockdown 





zm §0,000/96,000 ON RSEN Hard knockdown 
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As a Partner—Crossover Assists 


сага Recovery Recovery 
[Frere] 
Screen Type Sere gad Description Hits Damage ее Startup Active (this crossover (other Notes 


Hyper Combo assist) partner) 


iem R : 122,600/ | ,, A З Knocks down, projectile паз 5 low priority 
БЕТЕ Dimension Slash тиби | $ | 147.300 ШШ, S| | durability points, projectile active lor 30 frames | 
; [50,000 + 80,000/ 400 + SEET TEES | 
| 2211 92/50 rief spinning knockdown, air recawer 
| 2 [veo Dimension Slash Rising Sun B 33/30 3(12)4 ie Ü d B pinning y 


T | First 3 projectiles have 99 low priority durability 
і / Fi à B FER. 

: pu points, last projectile has 5 low priority 

FAR ul ME P 

ME durability points 


| Vergil—"y | Dimension Slash | Rapid Slash 


Vergil is great as à crossover assist. Vergil —D i is decent for combos but lacks invincibility to be safely used as anti-air. Vergil —« is decent for helping offensive pressure and has good durability. 
Vergil—"y passes through opponents and can set up long-range hyper combos. If quarded, your rival is pushed to the far end af the screen, making it great for creating breathing Space. 


Screen Command Hits Damage Meter Gain Startup Active Recovery ee petal 


блр | 20001 6) „ | 33 | 43 
à | meter bar) E. | 


On hit, snap back forces the opposing point character fo 
out for 4 seconds 


screen Name Command Hits Damage an Hit 1 Guarded 
122,600/ TE e Knocks down, projectile has 5 low priority durability 
ИГЕП 147,300 zum заа + points, active ior 30 frames (Devil Trigger: 27) | 
50,000 + 80,000/ ms | 5(12)4/ | 
441/41 -11/-7 


E 2 


Dess [we] — ШЕЙ 


лл 


90/80 







Meter 


Advantage Advantage 
Gain Notes 








Startup Active Recovery 
















Judgment 
Cut 












| Briel 20208 knockdown, air гесомегу 






Frames 11-15 (Devil T Trigger: 10-14 +) in vincible 


3 х8 + 
50:000/ 
26,600 Хх 8+ 













Ground bounces foe, hard knockdown 







Knocks down, 4 projectiles with 5 low priority 
durability points each, each projectile active for 7 
irames 


Frames 14-24 (Devil Trigger: 13-21) invincible 


Гы, 200/ 
171,900 















Frames 16-22 (Devil Trigger; 15-20) invincible 







Frames 16-20 (Devil Trigger: 15-18) invincible 






Round- ) | 
Trip ! (hold down for 90 


atj 


(in air ОК) Hames) 







Projectile has 5 low priority durability points, active 
for 80/68 frames 


20,000/ 160 per 
24 000 per hit hit 








9/79 












Judgment Cut. Vergil takes a step back 
and performs a ranged slice attack. The 
strength of the button pressed determines 
the distance from which the flurry of 
slices appears: @ attacks directly in 

iront of Vergil, @ appears about 4/5 

of a full screen away, and @ is right in 
between. Judgment Cut behaves more like 
а projectile than a melee attack, similar to 
Dormammu's Dark Hole. It has 5 points of low priority durability, making it possible to slop standard opposing projectiles. 









Judgment Cut is great as a defensive attack and as a means of safe pressure. A well-timed Judgment Cut M ar Н cannot be punished by your opponent unless telegraphed. So long as the 
sphere makes contact with your rival, they will be hard-pressed to retaliate effectively. You can use Judgment Cut L to end blockstrings safely, such as after guarded standing @ ar Stinger. 


During Devil Trigger, the size of the Judgment Cut sphere is increased dramatically, 


Rising Sun and Trick. Vergil performs a pair of aerial kicks. Inputting ©) right after the 
second kick hits causes Vergil to perform Trick back down to the ground. Rising Sun is an 
integral part of Vergil's combos, so getting used to canceling it from Stinger is important 
for Vergil players. You can use the Trick cancel as à means to cut Rising Sun's recovery 
time, allowing for a combo. Upon Trick's recovery, immediately super jump forward with 
аг, O, into a ground bounce for a continued combo opportunity (so long as you 
haven't used a ground bounce previously in the combo). If Rising Sun is blacked, perform 
Trick for a quick getaway. Only extremely quick attacks like throws or threa-frame startup 
© attacks can punish the teleport, 


During Devil Trigger, the hitbox on Rising Sun is increased dramatically, making it more viable to be used on its own. 


Lunar Phase: Vergil flips forward with 

d Slash, reminiscent of Dante. When 
successful, the opposing character is 
ground bounced and can be attacked 
further for a combo. It is possible to use 
this attack as a combo variation in Vergil's 
bread and butter combos. Unfortunately, 
Vergil floats high into the air for Lunar 
Phase, causing it to whiff easily against 


Rapid Slasir. Vergil dashes through his 
rival and is followed by a flurry of sword 
Slices for a cross-up and sott knockdown. 
Rapid Slash is difficult to guard on reaction 
(especially if performed unexpectedly) апа 
can be used from close to mid range to 
cross foes up. You can cancel it into Devil 
Trigger for а powered up combo on hit 

ог as a safety measure when the slash is 












most crouching adversaries, even on hit. It | | s guarded. If the opponent guards correctly, 
Is also easily punished when guarded. they are sucked in toward Vergil and can then punish him extremely easily. Remedy 
During Devil Trigger, Lunar Phase's hitbox is increased. making it more likely to hit this SEMO ny cal 4 ЧӨБҮ ГАЗАП right belore performing Rapid Slash ш veel 
properly Vergil while he is recovering. You can also cancel a successfully landed Rapid Slash into 


Dimension Slash for easy damage, Note that only the last hit of Rapid Slash knocks your 
rivals off their feet; if Rapid Slash is canceled early into X-Factor, the foe gets sucked in 
toward Vergil in a standing state, ready for a possible К.О. combo! 


Performing Rapid Slash during Devil Trigger increases its hitbox, giving it more vertical range. 


Trick, Trick Down, and Trick Up: 
Performing Trick L causes Vergil to 

teleport and reappear directly in front of 

his opponent. Trick is a great way to cancel 
the recovery of special moves to allow 

for extended combos, as in the instance 

of Stinger or Rising Sun. Without Trick, 

you cannot follow the wall bounce from 
Stinger with any basic attacks. You can also 
employ Trick as a fake out for competitors 
expecting the cross-up of Trick Down. Train the opposing player to watch for Trick Down, and catch them off guard with Trick. 





Trick Down places Vergil directly behind his adversary horizontally. Trick Down is great for crass-ups when used in tandem with crossover assists, or for escaping a big punish after a 
guarded attack. Trick Down is also useful for punishing long range attacks or slower hyper combos. Vergil's combos deal a heavy amount of damage, so opponents must always play 


cautiously with the constant threat of Trick Down. Don't become too predictable, however, since all versions of Trick can be punished upon recovery if opposing players react to the move 
with haste. 


Trick Up sends Vergil directly above his rival, regardless of their current height. Afterward, Vergil is in a jumping state in which attacks can be performed, guarding is available, and 

crossover assists may be callad. You can use a crossover assist in this situation to make a simultaneous X» + (3) Helmet Breaker safe if guarded. Trick Up is also available after certain 
special moves to reduce recovery tima. You can mix it with the other two to get the drop on opponents unexpectedly. Be careful of abusing this move against characters who can land full 
combos off air throws, as the recovery on this teleport is very susceptible to a well-timed air throw. 


Round-Trip: Round-Trip is a boomerang-like projectile that fires across the screen and back for a two-phase attack. Perform this move 
by holding any @ input until Vergil's hand begins to glow. This attack can be charged even before the round begins! When launched, 
the projectile is constantly active, and can reach upwards of 15 hits. After the launch recovery, Vergil is able to move and attack frealy, 
and you can follow the hits of Round-Trip for a combo or add to it with Judgment Cut. For the most damage, your opponent must get 

hit at mid range or so, ensuring hits from both the launch and the return. In the second phase of the attack, the sword tracks to Vergil's 
position, disappearing once it comes into contact with him. Given this, the projectile can be stalled a short time by performing Trick Down 
right before it comes back to Vergil, prolonging its screen time. Executing Trick while Round-Trip is out has the added benefit of making 
your teleport safe; varying between Trick L and M mounts a coniusing sida switch offense that's safe to enemy retaliation because of 
Round-Trip's presence. You can also use il as a combo variation, but its damage output is very low. 


During Devil Trigger, the Round-Trip projectile is given an increase in size, making it more difficult to avoid. 
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m) | 
Screen Name Command Hits Damage Startup Active Recovery даап Agen Notes | 
Dimension Slash | , | 7 | Hard knockdown, each projectile has 5 high priority is 
m (in air OK) iilud: ries pes durability points _ | : — — ME 
| | | Each sword has beam durability: 3 frames x 5 hinh. | 
| * [sess | | : рег | priority durability frames, lasts 180 frames: = 
| i mi Burns 1 bar of meter, swords hover above foe for 190 | 
irames before striking, each projectile has 5 high zn 
priority durability points, 1 projectile becomes active 
aller 146 frames followed by 5 more every 20 frames | 
afterwards _ (Sm ч 
Burns 1 bar of meter, each projectile has о high 
priority durability point, <= 
Projectile active alter on frame 3, projectile has 5 high 
| | priority durability points n | 
| | 5 Frames 3-8 invincible, Vergil gains a 15% speed 
increase and 20% damage increase, Vergil gains 
| | double jump and airdash, lasts 600 frames — 
Devil Trigger) ! ; | | Frames 1-19 invincible, crumples opponent, hard 
| < + ФФ ted Baas and] E] knockdown, OTC-capable 
| Dimension Slasir. Vergil flies across tne screen | Spiral Swards: Vergil 
| repeatedly, filling the screen with countless Judgment summons six floating swords 
Cuts for a hard knockdown. Dimension Slash is Vergi’s — to rotate around him, similar 
main combo ender, and it can inflict anywhere from а to Strider's Ouroboros: Foes 
moderate to heavy amount of damage depending on the Within range suffer from a 
| opposing character's position and size, It is typically mulli-hitting stream of sword = 
canceled from High Time (which is pertormed with attacks, while Vergil can 
м xx (B) ), Judgement Cut, or Rapid Slash. You can continue attacking freely, 
perform two of these in the air consecutively with the Spiral Swords is great to 
help of an aerial X-Factor activation, which is great ior use with Trick and Trick zy 
situations where you have both the point character and a crossover assist character caught in your Down since the swords reappear with Vergil even before the teleport has. 
combo! | recovered. Even though combos started from Spiral Swords suffer from 
Due to the random nature of Dimension Slash, enemies will sometimes get caught by an extra hit towards heavy damage scaling, this hyper combo ts still overwhelming for your 
the end of the hyper combo, delaying their fall to the ground. If you see this occur, you can perform = PRONE ш When Spiral Swords is activated, your Va! oy 
High Time OTG into another Dimension Slash as soon as you recover from the first Dimension Slash поре 20 ae E Hren Mane Pe CRIT ET 
With some luck and several bars of hyper meter, you can link together multiple Dimension Slashes for a for chances to punish long range attacks with Trick Down. | 
substantial amount of damage. ‘Even though melee attacks are difficult to land on Vergil when Spiral Swords: и 
| For a sneaky trick, Dimension Slash can be performed with a tiger knee motion (V woe к» emm) n шен пе Jnvmemis San Ane cudag bs АСЫН ОША АШ 
x | right next to your opponent for a cross-up. You must be literally right next to your adversary for this to Furthermore, the swords disappear aie me EN EE 
ge sate work properly: otherwise it can be guarded normally. Only attempt this against foes who you know tor Bon ; waste YOU TYPE ШЕ шар | ictable Spira Swords activation 
SEE > süre are unaware of this cross-up gimmick! only to Have it stuffed by an incoming attack! 


Sword Storm: Parformed during Spiral Swords, the swords reappear above the opposing character, creating a crown of 
swords ready to strike. After a shart period of time, the swords begin to rain down automatically, interrupting whatever = 
your adversary may be doing. Performing Sword Storm requires another bar of hyper meter, essentially making Spiral e 
Swords to Sword Storm a level 2 hyper combo. The swords do not attack in а stream like Spiral Swords, so they donot = 
combo on their own. However, each sword can easily ha used as a means to start a damaging combo. Perform Trick Down —— 
right before the swords launch for a cross-up that is unguardable on reaction! 


Unlike Spiral Swords, Sword Storm will not disappear if Vergil is hit by an attack. The only way the swords will disappear 
is if Vergil leaves the playing field (via crossover attack, THU, etc.) or if Vergil is knocked out. You can use this to your 
advantage by playing riskier while Sword Storm is active, Since any retaliation will be met with a shower of swords. 

Note that the timing in which Sword Storm is activated has no bearing on its duration, The swords always launch at the 
same time, regardless if you activated Sword Storm during the beginning or end of Spiral Swords. Maximize your meter 
spent by performing Sword Storm as late as possible! | 




















Blistering Swords and Summoned Swords: Like Sword 
Storm, Blistering Swords can only be performed during Spiral 
Swords, and it requires one bar of hyper meter, Blistering 
Swords is also similar to Sword Storm in thal it automatically 
launches projectiles after a certaln. amo unt of time directly 

in front of Vergil. Unlike Sword Storm, the swords during 
Blistering Swords comba naturally on their own, though the 
top swords sail over smaller characters at ground level. A 
well-timed Trick Down during Blistering Swords causes а 
tricky cross-up; swords released before Trick are coming from 
behind the target, after Vergil has swapped sides! 

T2 | TIT zm = For players who are too impatient for the swords to launch — 
during Blistering Swords, (8) <> @®) can be input to perform Summoning Swords, which shoots each sword individually, (S) a> (L) fires a sword straight ahead, (B) E 1) fire upwards — 
at an angle, and (S) > () fires downwards at an angle, making it ideal to use from the air. Summoned Swords has almost no recovery, and you can fire the swords al a rapid rate both — 
on the ground and in the air. The speed that the projectiles are released makes it greal for combos, or as a defensive measure against agaressive opponents. Using Summ опей Swords — - 
defensively can be worthwhile since the floating swords have no active hithox, unlike Spiral Swords. E 


The duration of Blistering Swords is not affected by the timing in which you perform it during Spiral Swords. Get the most out of your mater by performing it as late as possible during 
opiral Swords. | | | 






Devil Trigger. 
move of Verg 


Trigger grants Vergil. POE, 
several improvements: da 


damage increase of 1595, —— 


health regeneration, a 
double jump and airdash, 
and increased speed. 
Having Devil Trigger 


activated also increases the — 


hitboxes of Judgment Cut, ~ 
. Rapid Slash, Round-Trip,. 
Lunar Phase, and Rising 
‘Sun. Devil Trigger can 
to st 


а team hy 


the move is great for making slow recovering attacks safe thal are otherwise punishable, ie 2 


such as Slinger and Rapid Slash. It can be canceled into during most combo situations, — 
improving the combo's overall damage. Gaining access to a double jump and airdash — - 


improve Vergil’s mobility, and the airdashes travel fairly fast and far. Vergil retains these = ike 


augmentations even as a crossover assist. 


In addition to these benefits, Vergil also gains the ability to cancel whiffed basic attacks into 
Special moves with Devil Trigger activated, something all other characters can 
This helps greatly, as whiffing an attack like Stinger results in huge recovery ti me. 


Vergil's main strength lies 
in his cross-up game, his 
sale attacks, and his ability 
lo bê a relevant threat at 
any position on the screen. 
Opponents have to worry 
about Vergil's long range 
attacks, sneaky teleports, 
and high-priority basic 
attacks at all times. Vergil 
can transition from defense 
lo offense easily, and any 
opening leads to any of 
Vergil's deadly combos. Mastering his offensive and defensive options and the range on his 
attacks are both key factors in playing Vergil effectively. 





Use Trick Down to get past long-range attacks. 


Vergil's main weakness lies in the slow recovery on several of his essential attacks, such 
as standing (8) and Stinger. Vergil takes his sweet time to sheath his sword after whiffing 
these attacks, leaving him vulnerable to severe punishment. Futhermora, Vergil is the only 
character in the game that is unable to cancel basic attacks and command attacks into 
Spécial moves, making it imperative that your attacks at least соте into contact with an 
enemy 50 that you can cancel into something safer such as Judgment Cut L. However, 
Vergil is still able to cancel whified attacks into hyper combos. If you react fast enough to 
a whiffed Stinger, for example, quickly cancel inte Devil Trigger to regain control of Vergil. 
In addition, Devil Trigger grants the ability to cancel whiffed basic attacks and command 
attacks, so be sure to take advantage of this while Devil Trigger is active, 


You have several options to choose from when attacking from a distance. If you've pre- 
charged Round-Trip, you can unleash it as soon as the round starts for а decent amount of 
chip damage or possible combo opportunity. You can harass your opponent with Judgment 
Cut H, and any successfully landed cut can be canceled into Dimension Slash for added 
damage. The hitstun on Judgment Cut is enough to comfortably hit-confirm into Dimension 
Slash. If competitors try to retaliate with ranged attacks of their own, use Trick Down to 
punish projectiles or slower recovering attacks. If you havea long range crossover assist at 
your disposal, you can use it with Trick Down for ambiguous cross-ups, Even if guarded, it's 
possible that the crossover assist can cover the teleport's recovery. 


At mid to close range, Vergil's basic attacks come into play. Standing O has enormous 
range, and the sword hitbox dees not trade hits with other character attacks. If used right 
atter a forward dash, Vergil's swipe is able to reach more than halfway across the screen! 
You can then cancel this into Stinger into a massive combo. Hf you need something faster, 
standing (M) also has great range, albeit shorter than standing O. 


This distance is also the perfect tima for Stinger. Stinger is performed with» + (D and 
can reach almost fullscreen with the help of a forward dash. Although it has quick startup 
considering its range, Vergil takes an awfully long time to sheath his sword thereafter, 
leaving him wide open for whatever punishment your rival plans to dish out! For this reason, 
stinger must never be whiffed, since its recovery cannot be canceled into a Special move if 
ho contact with the opponent is made. If guarded, you can cancel into Trick Down for a great 


can normally do, — ма 


Cross-up setup depending on your crossover assists. Input + (D) + canceled 
into Trick Down. This not only is great for cross-ups, but it can possibly make Stinger safe, 
as well. Another cross-up is Stinger canceled into Rapid Slash, which can be extremely 
difficult to block. Canceling into Judgment Cut, Rising Sun, or Devil Trigger are also great 
ways to mitigate Stinger's recovery. If Stinger connects, you can cancel into Rising Sun and 
continue to Combo | or into Devil Trigger to give your combo a welcome damage boost. 


Vergil is fortunate to have two aerial attacks that are virtually safe if guarded. Helmet 
Breaker, performed with + (2) in the air, stops Verail's air trajectory and sends him 
straight down with a devastating sword attack. An input of © iw. or G) right as Vergil 
touches the ground resulls in Trick, Trick Down, or Trick Up, respectively. Helmet Breaker 
is punishable by ground throws if quarded at a close distance, but the throw attempt can be 
avoided with a Trick cancel, causing your competitor to possibly whiff standing QD instead. 
Cancel Helmet Breaker into Trick Up, and then follow it with yet another Helmet Splitter for 
а loop of aerial attacks! Combining this with a crossover assist call after Trick Up causes 
headaches for foes. If successfully connected, Helmet Breaker can then be followed with 
High Time into Dimension Slash, or Devil Trigger inta Dark Angel if you have at least four 
bars of hyper meter. 


Air ©) is another safe attack at your disposal, Coming down from the sky at an angle, air 
© causes a ground bounce on hit that can lead into a combo. It is often used in combos 
after air G and travels quickly after the initial startup. The higher altitude this attack is 
performed, the more horizontal range it covers, When in doubt, throw this move out for an 
easy combo attempt. 


Keep in mind that both 
these air-to-ground 

attacks are susceptible 

lo severe punishment 

via X-Factor activation 
upon an opponent's 

guard. Always take your 
challenger's remaining 
vitality, characters, and 
X-Factor availability in mind — = 
in calculating how likely itis — ^ = ' 
for them blow their X-Factor Rapid Slash and Trick Down still cross Up an comered opponents, 
to punish these attacks. 


At close range, basic attack strings can be started with standing or crouching о. standing 
has great range and priority, and can be complemented with a forward dash at mid 
range to begin an offense. Crouching (B doesn't quite have the range of standing (B but 
must be guarded low. It is important to hit confirm using standing or crouching @ № 
rather than standing or crouching (B. AD, (D because advancing guard will cause standing 
UJ to whiff, leaving you open to punishment because whiffed attacks cannot be canceled 
into a special move. Advancing guard will cause (MI) to whiff after standing or crouching б 
only if the opponent uses advancing guard the first few frames of guarding @ whichis 
nearly impossible to do on reaction, If your opponent tries to use advancing guard against 
your assault, cancel standing into Stinger to get back close, then cancel Stinger inte 
Judgment Cut L for safe pressure, Rapid Slash for a cross-up attempt, or Trick Up/Down 
with the help of a crossover assist to keep your offense flowing. 
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бн. ©, Ф,@, SEO E O › (0), @, © SUPER JUMP, AIR ©, 0, 9,9 c @, LAND, [w о @ ex^ 
(Des ¥ u > о @® (MASH ®)! OR {+ x + 2 @® (DEVIL TRIGGER), ¥ # <= © 6553. FORWARD DASH, CR. @ => 


yac а 2 (к= > Be Ya > o 69 (MASH ®)) 


Ux ا‎ | 
E УДАТА damage, 329-2685 meter loss 
| = Here's a basic Vergil combo for beginners. After the OTG with мч (H) gui Œ), cancel to Dimension Slash afterward by hyper canceling Trick teleport while Vergil is still airborne. You 


can do this in one smooth motion by inputting M 5 (Н ED Mb VL © Статута) which quickly activates the Trick teleport while also canceling it immediately. 


w five meters to inflict that damage! It's usually worth knocking out opposing characters at any cost, but be mindful 


Don't be wide-eyed about the second damage number, Vergil has 10 bid 
teammates Vergil has remaining. 


of how much hyper meter you're spending, depending on the circumstances and how many 
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СВ. ©, ©, ST.@,> 2 DL >¥ м о (0) ==> O, AFTER LANDING FROM TRICK, IMMEDIATELY SUPER JUMP FORWARD, 
AIR ©, ©, @, 9, LAND, ST. 9, «> () e^ # м <2 (D, (Н), © ==> SUPER JUMP, AIR 0, ©, ©, # 2 (Н), 

LAND, (uw o fec» (Bex ¥ a o GS (МАН) OR [V £ + © GS (DEVIL TRIGGER), ¥ «€ o C, 
FORWARD DASH. CR. Q => eeu с O, o (es^ Hs» Vw CN UP EDES)] 


562,500-1,238,300 damage, 16% meter gain (or 459% meter loss!) 


This is Vergil's standard combo. After landing = ك‎ (3 pun (Н), Vergil recovers on the ground from Trick while the screen is still focused on super jump height, making il 
difficult to see when Vergil can act. There's no visual indicator for when you can have Vergil super jump, so youll just have to practice the timing. 





(AGAINST AIRBORNE OPPONENT) ST. (D, ©, ex» > 4 w о © ex^ (9), AFTER LANDING FROM TRICK, 
IMMEDIATELY SUPER JUMP FORWARD, AIR ©, ©,@, ©, LAND, c (B) e» voe « = ©, (Н), © > SUPER JUMP, 


AIR ®,@, + о @, LAND, (w о @=> (ex^ Vw о GO (MASH)! OR (4 x e © CO (DEVIL TRIGGER), 
4 £ 4 o 63, FORWARD DASH, СВ. (9 => eeu 2 0, w 9» (Ez @ a> VW wx o 69) (MASH G)) 


518 000~1,169,200 damage, 89% meter gain (or 476% meter 1055) 


The crouching opening attacks in Combo Il hit low, which is necessary when varying between high and low attacks. However, Vergil’s standing (L), standing 
hetter because of its anti-air properties. This combo takes advantage of that, though at the expense of a small amount of damage. 


(0) opening is sometimes 





> > @ (3 HITS) => Vx + o GS (DEVIL TRIGGER), CR. ©, ST. (0, > © Os +4 a oO => (Н), 
AFTER LANDING FROM TRICK, IMMEDIATELY SUPER JUMP FORWARD, AIR ®, (9), ©, LAND, ST. O, > 2 (Dese 
+4+2 0,0,9 SUPER JUMP, AIRO, WM CO @@, LAND, (м o O к> @ > ум > о @& (MASH ОЭ)! 
OR ( # « > @ (DEVIL TRIGGER), # € + © @@, FORWARD DASH, CR. O e^ > Y u o T, wv (H) E. Ol 


571,300-1,108,600 damage, 192-460% meter loss 





THROW. (WAVEDASH FORWARD TWICE, ч c (ex^ OC > V ww © 69] OR (WHEN THE ENEMY IS CORNERED, 
Vae © @@ (DEVIL TRIGGER), & x < > @@, ST. OQ => > V x 9 (Des (H), AFTER LANDING FROM TRICK, 
IMMEDIATELY SUPER JUMP FORWARD, AIR ©, 9), ©, LAND, ST.@, > 6 Omi v v eo Н, 
SUPER JUMP, AIR ®, 4 o (ED, м c @=> @&> 41% о Ge 


257,100~872,500 damage, 84-414% meter loss 


The second combo is devastating, but it costs five meters to perform, exhausting your 
the level 3 hyper combo as quickly as possible, or it will whiff entirely. This 1s exceedingly diffic 
much easier. 


resources Immediately. After the corner throw, you must time the shift into Devil Trigger and then 
ult to do unless you fand the throw while in Devil Trigger топе already, in which case it's. 





AIR THROW, LAND, > 2 Q => + x « © ©, ST. ex^ +4 « 6 Oe O, AFTER LANDING FROM TRICK, 
IMMEDIATELY SUPER JUMP FORWARD, AIR ©, ©, ©, ©, LAND, ST. ©, © => SUPER JUMP, AIR ®, ©, ®. | 
+ © ©, LAND, ix © @ => еер 4 u> о SH (MASH)! OR [* x o SS (DEVIL TRIGGER), # > + о GO, 
FORWARD DASH, CR. Q et» + uo Q, « c (ex O] л 


318,200-982,700 damage, 2% meter gain or 373% meter loss 


Vergil's air throw allows for a direct juggle after it. The variation required is only a slight alteration of his existing combe, 


TRICK, IMMEDIATELY SUPER JUMP FORWARD, AIR ©, ®©, ©, LAND, ST. ©, > >@=> Фи MOS 
SUPER JUMP, AIR ©, (D, €), + > @, LAND, [а е (B) => D= фав o CH (MASHA) OR reo Ge TS 
(DEVIL TRIGGER), $ # CS FORWARD DASH, CR. @ => +40 о 0, « о (E) SO > tys cemo o | 
(MASH @)} dd | 7 an 
938,200~1,263,600 damage, 156~210% meter gain or 422~344% meter loss. 


This is a verifiable combo off of a low attack. (mash OD) (mash D 


CR. W, ©, ST. ®, > c Qc Ea, CR. O, ST. (8), > о (B) Ex +40 о Oe ®, AFTER LANDING FROM 


ШЙ GINS ` 


VAIS OF BENE A PRON 

lf you happen upon excess meter with Vergil on point, a good way to maximize meter usage is to activate Devil Trigger early on, and switch Vergil aut. If later 
down the road, you gain a combo opportunity with a different character and have hyper meter in stock, perform a team aerial combo to get Vergil back in; 
preferably \7 + © to build meter if you don't suspect your opponent is going to counter it. Upon entry, perform air D чу + @ e» 17/7 < + GO. 
Because Devil Trigger was already active from before, you can use this combo to land huge damage with Dark Angel as an OTG. Save this tactic for healthy 
adversaries, as the high damage may ba overkill on a competitor (and thus a waste of meler) with low vitality. 





COMBO APPENDIX 


GENERAL EXECUTION TIPS 


To ensure that the Trick cancel from a special move is successful, try double tapping the desired @ button to double your chances of 
teleporting. 


After landing Rising Sun into Trick, super jump forward and input air @ as quickly as possible so that Vergil doesn’t get too high to 
continue the combo. 


When using Stinger, always cancel it to avoid its awful recovery period. 
When canceling щ © @ into air $ “> > @@, use (D) (Н) or © & ©. Otherwise, High Time needs a Trick cancel betore you can 
perform the aerial Dimension Slash. | 
AS VERGIL COMES IN: AIR OD, ®, ¥ 2 ®, LAND, м 2 O ex» @=> ¥ u > 2 
Noles Damage 
1 + Ooc> + Oot + @ TAC Vergil Varies based on damage scaling 
THROW, WAVEDASH FORWARD TWICE, м 2 (E) ==> (WHILE VERGIL IS STILL GROUNDED), FORWARD SUPER JUMP, 
AIR QD, © ,@, Ө, LAND, ST. 5, > с (Н) => 4 ut «- о (D, ST. (9), @ => SUPER JUMP, AIR O, МИО ¥ 2 @), LAND, ù 2 H Em 
® > 44> 2 @® (MASH ©) 


Noles Damage 
















Cancel into X-Factor just as $ + ( OTGs the Opponent; you must cancel before the uppercut rises into the air in order to 
Stay grounded 


AIR THROW, LAND, > 2 @==> V jt «- o (0) ==> BY 57 (Н) > ¥ u c (D => (Н), AFTER LANDING FROM TRICK, 
IMMEDIATELY SUPER JUMP FORWARD, AIR O, ©, ©, ©, LAND, ST.@, © => SUPER JUMP, AIR@, 0,09, + > ©, LAND, ч = (Н) 
O a> Wow 2 B® (MASH@) 


E 1 | Damage 
(X-Factor is activated during the Trick teleport 722, 800- 


723,200-872,500 damage, 121~163% meter gain 





901,400 damage, 118-160% meter gain 
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HONOR TO FIGHT FOR JUSTICE!” 


REALNAME DGEGUPATION 


Steven “Steve” Rogers Soldier, Adventurer 


Extremely proficient in boxing, judo, aikido, and various 
ather fighting disciplines. Не also utilizes weapons- 
based fighting styles using his shield. 

| | shield made from vibranium- allay; it is the only one in 
existence in the world. 


PROFILE 

The sole recipient of the Super Soldier Serum, tae 5 
deep love for his country and his unparalleled sense ~ 
Of justice make him one of the most respected heroes - 

today. He has also heen the long-time leader of the 


from harm. 0 uod o 6 ps | 


HAST APPEARING 
Gaptain America Comics ee Г. oe y 


GET E ш. d LLL am — LL > 


тин Li 


e: INTELLIGENCE 


i STRENGTH" ae 


e Sri 








| ENERGY аа азл Е 


t E HIPS TCE 


"This is biographical, and does nol represent an evaluation ot the 
in-game combat potential of this hero. 
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Vitality ; | 1,050,000 





Chain Combo Archetype — — 


K-Factor Boost | ратаде Speed 






Level 1 (3 teammates remaining) 
| Level 2 (2 teammates remaining) 


Level 3 (1 teammate remaining) 


Your goal with Captain America is to clase on ап adversary and use his Backflip witha 
projectile or beam assist to cross up the opposing player. 


Why do you want to do this? 


Backflip can pass through adversaries and is now immune to 
all attacks except throws for 13 frames. This creates a situation 


where it is difficult for an opposing player to block when youl use 
the Backflip in tandem with an assist 


Backflip can be used to “push” your competitor out of the corner, 
enabling Gap’s more damaging Shield Slash combos 


Opponents attempting to guard Backilip crass-ups will get hit by 
simple crouching (L) attacks and throws 


How do you get Captain America close to the opposing character in order to apply his 
Backflip mix-ups? 


Using Charging Star and Hyper Charging Star to blow through 
beams and projectiles 

Using Shield Slash attacks at mid range and use the returning hit 
of Shield Slash to cover an approach 


Using stow projectile assists and Wavedashing behind the cover 
of the assist, then using Backflip once close enough to cross up 


your opponent 


| TUNING SINCE ORIGINAL MUC3 

Captain America gained quite a few boosts in Ultimate Marvel vs. Capcom 3. His overall 
combo damage has increased due to the increase in damage of Shield Slash, the new OTG- 
“Capability of Shield Slash L, and Hyper Charging Star gaining extra damage when mashed. 
| Shield Slash L's ability to OTG also greatly improves his previously mediocre corner combo 
| _ damage. Double jump gives Captain America some more combo options and some added 
i air mobility. Backilip gained immunity to nearly all attacks except throws, making his 
cross-up offense much safer . Charging Star М and Н both received very minor damage 
reductions, but this has little effect on his combo damage or gameplay. 

_ Captain America can now double jump 


Shield slash damage boost 
Shield Slash L is OTG-capable, both the ground and air version 
` Charging Star M & Н damage lowered 
|. Frames 1-13 of Backflip are immune to all attacks except throws 
| Hyper Charging Star is now mashable for additional damage 
Charging Star causes more horizontal and less vertical knockback. 
Charging Star now causes soft knockdown. 
Shield Stash hit stun against airborne opponents has been decreased. 
Captain America—B and —y damage increased. 








Standing Basic Attacks 


Hits Damage  MeterGain Startup Active Recovery Advantage Advantage i! Notes 


Screen бошай ûn Hit Guarded 
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“ИШ Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hil 


т Guard 
= a кир ыы 5 s ees 
| Lime pre БЕСЕ [sea psum 
| | Crouching @ ines NECNON 26 Low attack, knocks down 


Advantage 2 die it Hotes 





Ground Special Attack— launcher 


Screen Command Hits Damage MeterGain Startup Active Recovery 


C) (while standing or 1 90.000 790 10 4 99 3 Launcher, not spacial- or hyper comba- 
crouching) | | | cancelable 
| =й G M — 77 oA. e uem = m 
Р d & [a i T" - 


Advantage Advantage if 
on Hit Guarded Notes 





Air Basie Attacks 
"Screen Command Hits Damage Meter Gain Startup Active Recovery Manse к Notes 


1 tle ae |да attack 










| Air Special Attacks—Flying Sereen and Air Expliange 


КӨ, causes а hard knockdown when used іп a launcher combo (this is sometimes called. flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 
basic attack, Air exchange attacks, performed by inputting а direction plus (5), аге only possible during a launcher combo, Exchange hits initiate team aerial combos by tagging in the next 
available character to continue ihe air combo. 


Screen Command Hits Damage x Startup Active ee It Notes 


m 3 a altack, causes hard knockdown if 
rs in next available ally while lofting 
J n | 


Air» ог<а + - | 60000 | 480 б Tags in pr S ae Ne css all 

(during launcher combo) - bounce, erases 1 hyper meter bar from ioe 
Tags in next available ally while causing. 
ground bounce, generates 1 hyper meter баг 


T 
V 









Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inio a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 


Screen Name Command Hits Damage _ Startup Active Recovery Van AUG "ae И Notas 
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Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
аге usually possible after throws, one way or anoth er, 


Screen Command Hits Damage Meter Gain Startup Active Notes 






[GET к Ri Recovery 
‘Screen Type СОНЫ Нуре! Description Hits Damage А Startup Active (this crossover (other Notes 
Combo assist) partner) 


Captain P Shield 
ш America—u Hyper Charging Star Slash М 
| Captain Stars & 
: a Ага: Hyper Slars & stripes | ties H 


Captain Y Nullities low and medium priority projectiles 
America —"y | | : ^ - — | during Ir ames 28-36, knocks down 




























| Shield is in play for 51 frames, each hit ol 
Shield Slash has 5 low priority durability paints | 
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Са ДНП America = is a fairly 00 od ‘proje ctile assist js 
second hit can a acti aliy wor k to pu your adversary toward Ga 3 E 
distarices , but this Г гап. actus ally he lp agares SINE. TET ers greatly, s 
attacks (or vice versa) in between. hits: of the shield. ME ue dh oe 








Captain Ameri ca س‎ B ) de jes not have the y invincibility с га norm 
slartup i and more utility. Itis not very u useful asa от bü Ji eil | 
However, it's im norte int to note tha at when you use Captain A ипегіса— 
crossover counter to Capta in Ame erica and then cancel to Hyper Stars: 
Performed correctly ly. Gi арап. Amer їса icome: ЫШ and ре БИГ] rms | 








Captain America—y has the ability to nullify ow an dm едип 
it a useful assist to extend combos after an OTG in the corner 


Snap Back 
ERE Advaniage Advantage 


‘Screen Command Hits Damage Meter Gain Startup Active Recovery on Hil if Guardad 


500 - -1 hype Ed 
B sem] - | + 
A анын 


Notes 
On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
| out for 4 seconds 
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Screen Name Command Hiis Damage Meter Startup Active Recovery ee ИЛЕК Notes 


Gain 
| Each hit af Shield Slash has 5 low priority durability 
| points, shield is in play for 52 frames if Captain 
V Uo +O Е America does not move, disappears I! Captain 
America gets hit, OTG-capable 
vct (0 m 
114,000 15 a 
















Shield 
Slash L 






114,000 






Each hit of Shield Slash has 5 low priority durability 
points, shield is in play for 51 frames if Captain 
America does not move, disappears If Captain 
America gels hit — f 

Each hit of Shield Slash has 5 low priority durability 
points, shield is in play for 50 frames il С Captain 
America does not move, disappears li Captain 
America gets hil 

Each hit of Shield Slash has 5 law pr jority du ability 
points, shield is in play for 51 frames if Captain 
America does nol move, disappears if Captain 
America gets hit, @ version is OTG-capahle 








| Shield 
Slash M 








114.000 










Shield 
Slash H 




















Until 
grounded 











Air Shield 
Slash 
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Special MovesTcontinued 


Name Command 


Stars & 

>0 
Sus z 

„Stripes M 
Stars & 

_| Stripes Н 

| Charging 
Sarl 
Charging 


Screen 


Charging 
Backllip 


Shield Slash L: This attack 
now has the ability to OTG, 
making it invaluable as a 
combo tool for Captain 
America. This allows you 

to dish out high damage 
anywhare on the screen 
regardless of Cap's 
positioning, whereas before, 
dealing significant damage 
in the corner or after air 
throws was difficult without 
the use of an assist. You can 
use this attack to start your 
offense at mid range against 
а grounded foe, allowing you 


to combo if the shield hits on the return trip. 





Hits Damage 





Meter 
Gain 








Shield Slash H. Employ this 
move а5 a ranged anli-air 

to deter the opposition 

from jumping in at Captain 
America. This is especially 
potent because if it hits 

an airborne adversary, 

it juggles with both hits 
(unless your targat is 
cornered). This allows 

you to jump forward with 
Captain America and convert 
the attack into a full combo! 


Air Shield Slash М. This 
move is mainly used as 

a combo tool to keep 

the opposing character 
airbarne at approximately 
the same height, allowing 
Captain America to land and 
jump forward with another 
attack. You can also use 

it against rivals who have 
airborne zoning tools. 


startup Active Recovery 


Advantage Advantage Notes 


on Hit if Guarded 


44 -12 Invincible from frames 1-4, knocks down 


| Invincible trom frames 1-6, knocks dawn 


Invincible from frames 1-9, knocks down 


Nullifies low and medium priority projectiles during 
frames 4-18, knocks down A 

Nullitias law and medium priority projectiles during 
frames 4-18, knocks down 
Nulliies low and medium priority projectiles during 
Irames 4-18, knocks down 


Shield Slash M: Captain America’s main 
ground-based zoning tool. His Shield 
Slash attacks have moderate strength at 

5 low priority durability points. If Captain 
America’s shield collides with a projectile, 
it starts returning ta him immediately, 
regardless. However, it remains active 
until it i& destroyed, caught, or if Captain 
America gets hit. You can use this to start 
an offenze against a grounded opponent at 
mid range, allowing a combo if the shield hits on the return trip. 





It would seem like canceling basic attacks into Shield Slash would be an easy way to keen 
perpetual frame advantage against an opponent, but unfortunately this isn't the case: if any 
of the Shield Slash attacks are performed from up close, your opponent's character can 
actually land a guarantead hit against you before the shield's return trip, causing the shield 
to disappear and giving your foe a free combo. 


Air Shield Slash L: While the air version 

of Shield Slash L can OTG, it is far less 
practical for this purpose because it takes 
additional time for Captain America to start 
the attack due to jumping, and because it 
cannot be canceled into any hyper combos. 
However, it is excellent for starting his 
offensa. The downward angle at which 

the shield is thrown makes it difficult for 
opponents to approach Captain America 
with a normal jump, and the returning shield locks the competitor dawn, allowing you to 
dash in with Cap and begin his offense, and then convert to a combo if the shield connects. 





This is also a useful combo tool while both Captain America and his adversary are in tha air 
àt normal jump height. This tactic enables you to bring the opposing character lower to the 
ground, so you can combo into a launcher, 


It 15 interesting to note that a height restriction exists for using air Shield Slash L, and it 
is much lower than the other two versions of the attack. A relatively low-altitude air Shield 
Slash L can be performed by inputting ©\ ^ £4. + B , but that same input trick will 
not work for the other two versions. 


Air Shield Slash H: Similar 
to the qround version 

of Shield Slash H, this 
move can be used against 
airborne opponents who are 
at an upward angle in frant 
of Captain America. With 
the exception of extreme 
heights, if it connects, you 
can convert it into a full 
combo by having Captain 
America jump (or super 
jump if necessary) and 
continuing into further 
Shield Slash combos to 
bring your adversary closer 
to the ground. You can also use this tactic against airborne zoning competitors who are 
slightly above Cap. 

































Stars & Stripes: Stars & Stripes is one of the rare special 
moves with invincibility frames, making it a useful 
defensive option if opposing players become predictable 
with their attacks. Stars & Stripes M and Н are the more 
useful versions because they have invincibility frames that 
last well into the active frames, while Stars & Stripes L 
invincibility fades 1 frame short of its first active frame 


Use this attack cautiously, since your opponent can easily 
punish а missed or quarded Stars & Stripes. If you are 
unsure that the attack will hit, make sure ta use an assist 
to cover your recovery. Without an assist to cover you, 
attempting to make this attack safe can be costly, either 
requiring X-Factor or canceling into a hyper combo before 
Captain America leaves the ground, before a THC into a 
safe hyper combo. 







Hyper Stars & 
stripes 


Final Justice (Level 
3 Hyper Combo) 









Hyper Stars: & Stripes: This hyper combo's main use is to 
blow through an opponent s hyper combo at close range. 
With 24 invincibility frames, it will defeat most competitors’ 
hyper combos on reaction. If itis somehow avoided or 

T guarded, THC into a safe hyper combo, 


- Hyper Stars & Stripes hits instantly up close after the 
hyper screen freaze; if a foe is close enough. and nat 
К already blocking before the freeze, so the firstactive frame 
of the hyper t combo touches them, it's impossible for 
‘them to block if they weren't already guarding before the 
hyper: freeze! This always. works point blank against big 
"characters, and works some of the time against smaller 
“ones; even if it's not technically unblockable after the freeze 
“when the first active frame doesn't fouch the enemy right 
away, the invulnera bility period will still be enough for 
Captain America to blow away most point-blank attacks. 


= p * 
р“ 52 


Charging Star. Charging Star is the cornerstone of Captain 
America’s strateay to combat zoning characters. This attack 
completely nullifies low and medium priority projectiles 
during frames 4-18. Higher strengths travel progressively 
farther distances and deal higher damage. However, 
Charging Star M & H knock the opposing character farther 
away, making the moves less useful for certain situations 
euch as X-Factor usage (unless in the corner). The active 
frames are only active fora portion of the distance traveled, 
with Charging Star Н only being active for about half the 
screen length. 


Any time you hit with Charging Star, you can hyper combo 
cancel into Hyper Charging Star far an easy 490,000 or so 
damage. Keep in mind that Charging Star is easily punished 
when guarded, so use an assist to cover Captain America s 
recovery if possible. 


Damage Startup Active Recovery 


11(7)12 


(7)13 



















38 






290,800 


274.100. 
328,800 


440,000 


2 


Hyner Charging Star. This is Captain America’s go-to 
combo ender, inflicting high damage for a level 1 hyper 


combo due to the fact that you can mash for extra damage. 


It does knock your opponent back quite far, so landing a 
combo with a THC can be tricky with some characters. 


You can also employ this move to blow through any 
projectiles or beams at medium range, but you must be 
careful with this, since your adversary will likely cancel 
their attack into a hyper combo of their own in reaction 
ta your hyper combo, It's best used in this manner to 
go straight through projectile hyper combos when the 
opponent does not have any additional meter to THC. 
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Backilip. Although it inflicts no actual damage. Backflip is 
the primary means for Captain America to start his offense. 
Backflip is now immune to all attacks except throws during 
the first 13 frames and can pass through opponents for the 
entirely of the move, When used with an assist, you can 
time Backflip so that it can pass through your adversary 
immediately before the assist's attack hits, forcing your 
opponent to change the direction they are blocking. If 

they fail to block this attack, you can begin attacking and 
convert into à combo! 


Backflip is very unsafe unless covered by an assist, 
canceled with X-Factor, or hyper combo canceled. No basic 
attacks are able to provide enough blockstun to prevent the 
opposing player from easily punishing Backilip. 





Advanta e Advantage if 
on Hit Notes 


Guarded 





| invincible irom frames 1-24, first two hits 
stagger the opponent 
Destroys projectiles/ignores beams trom 
frames 1-23, hard knockdown, can be 

mashed for additional damage 
invincible fram irames 16-36, hard 
knockdown 
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Final Justice: This is Captain America's level 3 hyper 
combo. Like other level 3 hyper combos, this 15 not subject 
to damage scaling, making it ideal to end long combos, 
Keep the long startup of this hyper combo in mind when 
using itin a juggle combo, While this hyper combo does 
have invincibility frames, it does not start until frame 16, 
meaning that Final Justice should ba limited to combos. 








Backflip is an extremely important part of Captain America's offense, Use it with well- timed’ assists fo make it 
difficult for your apparent to Block. 


Captain America’s offense is highly reliant on crossover assists used with his Backflip, 
making һїт а less than ideal choice to be the anchor of your team. Captain America is best 
as а point character, allowing access to both assists and the ability to maintain Cross-up 
Backflip pressure. Captain America is self-sufficient when it comes to hyper meter use in 
combos, and by retraining from spending meter on hypers he becomes a strong battery, 


You want to get close enough to threaten with Backflip cross-ups, covered by an assist 
that will both enable the cross-up, and keep Captain America safe if the challenger guards 
properly, There are several ways to do this: 


One method is to use low-altitude air Shield Slash L. You can perform this version of air 
shield Slash much closer to the ground than Shield Slash M or Н. The motion for this 

is V tA Б>] + (5. Doing this immediately stops Captain America's ascent once 

the attack begins, and he slowly floats toward the ground. Upon landing, he immediately 
recovers, significantly reducing the recovery time of this attack. This allows you to easily 
follaw up while the returning shield pulls the opposing character toward Captain America, If 
the shield connects, you can easily convert the attack into a full combo. 


Another method of closing in against your adversary is by using a projectile assist who 
occupies the screen for a significant amount of time, such as Sentinel—c@. The goal 

here is to wavedash in just behind the projectile assist and then attempt to Backflip past 
your competitor just as the projectiles are about to hit. You can also use this to follow 

up blockstrings, calling the assist as you get pushed out of range and then wavedashing 
behind the projectiles and attempting the Backflip cross-up. Captain America can rely on this 
strategy a little more heavily than most characters, however, because nearly any attempt to 
punish Captain America’s assists can be potentially countered by Captain America's hyper 
combos. If your fae attempts to punish with a beam or projectile hyper combo, you can 

blow through it with Captain America's Hyper Charging Star. If the opposing player attempts 
a physical attack hyper combo, you can use the invincibility of Hyper Stars & Stripes to blow 
through this as well. 


Use Charging Star to plow through enemy projectiles. if орропелі attempt to punish Changing Star, cancel the 
fecovery into 3 hyper combo! 


Zoning characters inevitably attempt to keep Captain America away from them. However, 
Captain America is well-equipped to deal with such characters. When at fullscreen, you 
can use Cap's Charging Star L to push through projectiles with relative safely due to the 
short distance traveled. At mid range or closer, you can use Charging Star Н to go through 
апу low or medium priority projectiles and hit your adversary. If any Charging Star hits, 
you can hyper combo cancel inta Hyper Charging Star or even X-Factor cancel and score a 
very damaging combo, particularly if you catch two characters! Its a good idea to practice 
learning exactly how much range each version of his Charging Star has so you know the 
distance where you can punish projectiles and beams. 


Even if your opponent attempts to punish this, you do have some options. If they attempt 
to punish your Charging Star L by canceling into a beam or projectile hyper, you can cancel 
the recovery of your Charging Star L into Hyper Charging Star to blow through their hyper 
combo. Some characters may have a slow projectile that they can follow in or cancel inta 

a physical long ranga hyper combo, such as Wesker's Phantom Dance, and will attampt to 
punish you during the recovery of your Charging Star L. If they attempt this, you can use 
Hyper Stars & Stripes to cancel the recovery of Charging Star L, employing the invincibility 
of Hyper Stars & Stripes to win most situations! 


Once up close you'll want to stay there and use assists to safely cross up your rival with 
Backflip. You can end blockstrings by calling an assist and using Shield Slash L or M to 
protect your assist and keep your opponent in blockstun, allowing you to follow your assist 
in an attempt to cross up the opposing character again. 


When Captain America has to defend the onslaught of another offensive character, he has 
better options than most. His Stars & Stripes is one of the few special moves that provide 
invincibility. However, all versions are easily punished if guarded. Stars & Stripes L is 
vulnerable 1 frame before tha first active frame, making it the riskiest option because you 
may get hit out of the attack. However, itis the easiest version to hyper combo cancel, Stars 
& Stripes has invincibility frames that last into active frames, but it's more difficult ta hyper 
combo cancel into anything but Hyper Stars & Stripes, which does not actually combo. 

It can be useful to THC inta a safe hyper combo, but you'll have to commit to this course 

of action without knowing whether the attack will hit, since the hyper combo cancel has 

to occur before the second hit of Stars & Stripes. An alternative to making the attack sate 
without using hyper meter or X-Factor is to use a projectile or beam assist that can cover 
Captain America during his recovery, 


Hyper Stars & Stripes is one of the better defensive hyper combos; if your rival is close to 
Сар upon activation, and they are not already guarding or performing an invincible action 
before the screen freeze occurs, thera’s а qood chance they will be unable to black on 
reaction! If they do manage to guard, THC into a safe hyper combo if possible. 
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CR. D, ST. ©, CR. (B => V м > o (н), JUMP FORWARD, AIR 4. = (Bx * а => + , LAND, JUMP FORWARD, 
AIR 4 = nal {+ ч» о ©, ST. (9), (©) ==7> SUPER JUMP FORWARD, AIR « 0, d: E UO. LANDS: 
DASH FORWARD, ¥$ ч + 2 OS & e c TI (MASH ®) | 


Midscreen only, 728,300 damage, 1% meter gain 


This is a modified version of Captain America’s old midsereen combo using air Shield Slash ШШ The cr. 8i is. ГЕИ because it puts your opponent Î in an airborne stale, allowing | 
Shield Slash H to juggle the foe upwards: From there, you'll jump forward and hit the ф с © altacks as soon as your target is knocked back toward Captain Amarica with the shield, 
approximately at the apex of his jump. After air Shield Slash L, the opponent should be bouncing back toward Cap at ground level. You’ Il want to Start st. (H) slightly вату due to its lengthy 
startup. Once launched, you'll want to hit the air attacks as quickly as possible to avoid your opponent flipping out. Once landing, you may have to dash forward to Ls Hyper Charging Start 


to hit after the OTG Shield Slash L. After the OTG Shield. Slash L, immediately cancel to Hyper Charging. star 
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CR. ©, ST. ©,@, © ex» SUPER JUMP FORWARD, AIR ©, ©, © => DOUBLE JUMP FORWARD, + © ©, ©, 
LAND, + « > € (Dex v x « o @® (MASHG) | = 2 = 
630,100 damage, 40% meter loss | 


This is a combo you would use when your opponent is cornered, and you cannot juggle with Shield Slash. You'll wantta. cancel the first ar © with a double T anu continue to hold up- de 
togetthe Ф © (Н), It’s important to release ир betore you TO however, or you'll end up witha ТАС instead. You can use an assist to combo after the OTG Shield Stash L and: allow py? 
Captain America to relaunch into another double jump aerial combo and finish with Shield Slash L отв into. Hyper Charging Star on the second hard knockdown. au 
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AIR THROW OR GROUND THROW, (LAND IF AIR THROW),  w > SG 4 / + o Ut UE DM 
436,200 damage, 82% meter loss — | | їр Зы Ge = 


Without an assist or X-Factor, this is the most damage Captain America can get from a basic throw. This i Б still a huge: improvement, as previously, he сой not Jand any attacks following = 
a throw without an OTG assist. Ona ground throw, you'll want to use Shield Slash L immediately aller тасовири from the throw and Immediately cancel into Hyper Charging Star. For; air te 


throws, you'll want to use Shield Slash L immediately atter landing. | a | A 44.4 





FORWARD GROUND THROW, (LAND IF AIR THROW OR DASH IF BACK GROUND THROW), + ж > © eu MOST 


CR.@=> + м >» о @, JUMP FORWARD, AIR t > @ ex» +a © ©, LAND, ST. O @ => — [o LM 





SUPER JUMP FORWARD, AIR®,@, + 2 @, ©, LAND, V « EO vx € + 22 (MASH Ө: A Ж 
Midscreen only, X-Factor level 1, 944,800 damage, 33% meter gain | E TEE ER а XA 


ae 
With X-Factor, you can convert a throw into a huge combo. Because of the automatic hitstun scaling after throws, you cannot doa ful Shield Slash juggle combo, ener you to launch ; D^ 
earlier than normal. X-Factor as soon as the shield hits your adversary, which gives you time to confirm: the hit but also makes sure you ‘don’ 1 X-Factor before a the projectile has come out. _ i 
immediately press (H) after the X-Factor animation so that the opposing character does not hit the ground. This allows the returning Shield Slash L io juggle your ИШ toward ayos LAT 


and continue the combo. 





ST. ©, CR. ©, © ==> SUPER JUMP FORWARD, AIR C, ©, © => DOUBLE JUMP. FORWARD, 436 1o! ©, | M E 
LAND, DASH FORWARD, + % > o O&P v x + o бэ (мине) ү = рө E ARCA FEE 


X-Factor level 1, 823,800 damage, 3% meter loss — . | RATE | ve eit NS 
Hitstun decay (5 worse on all other throws, making them the inferior option most of the time. Avoid using: back throws s unless they are needed for еб positioning; Y This sequence also 


doubles as a corner throw combo when shield Slash juggles are not роза. : | EE 4 per y = AF ' 








+ # = > OR, WALK FORWARD SLIGHTLY, ST. o > с 0 JUMP FORWARD, AIR ©) у! 7 + Oa 
+ җ > о ©, LAND, ST. ©, © => SUPER JUMP FORWARD, AIR ©, ©, @) > DOUBLE JUMP FORWARD, Cree 
+ 9 ©, ©, LAND, DASH FORWARD, # « > o (ex^ ¥ wee GO (ASH Ө). ооо таана 


X-Factor level 1, TIRAS xe 27% ШЕ gain т | 7 zn | E cn 







but full health, high: vitality characters. This. a is ‘somewhat ota ҮН between Combo land Combo " with only th two reps of Shield Slash Rete d a acia AE te combo. $ 


There is no rush to land the st. (Н). after the K- Factor cancel; in fact, you should take a short moment to walk or dash TU OUS 50 your xu) is easier lo perform: _ D 
г А wt ee 3) LE wh* CE Apu? дег A © 








L GORMERIRESETS 


since Shield Slash L can now OTG it creates a strong potential for resets. 
After a hard knockdown, Shield Slash OTG does nat combo into the second 
hit without the use of an assist or a hyper combo cancel. However, the shield 
still remains active on the return trip. Depending on the hitstun decay, 

your adversary either falls to the ground, or if the hitstun decay is high, air 
recovers just above the ground. 


When you have a compelitor carnered after a hard knockdown, OTG with 
Shield Slash L. An option that can work regardless of hitstun decay is to 
Backflip after Shield Slash L. You then pass through the target, putting Cap in 
à эзе eta a ч the corner. However, the shield still hits your foe upon its return to Captain 
mur | РС н ea m ipae FOLE America, forcing the attacker to block from the other side. With this tactic, 
ت‎ men ! — TM you'll have to watch for a couple things, however. 

It Shield Slash L knocks your opponent to the ground, they can roll forward 
оп thelr recovery to avoid the cross-up. If you suspect that they might do this, 
you can counter by delaying your Backflip slightly until they roll underneath 
you. Your Backflip follows them and ends up on the other side, causing 
Captain America’s shield to hil them! If your rival rolls backwards, they avoid the shield hit but still get crossed up. The best option if you are unsure what the 
opposing player might do is to simply delay your Backflip slightly and call a beam or projectile assist. This way, your Backflip comes out regardless, and your 
assist comes oul behind your opponent, making it very difficult for your competitor to do anything! 


If your opponent air recovers, you can still attempt the Backflip cross-up, but it is much riskier. Adversaries who air recover forward completely bypass the 
cross-up, and rivals who air recover backward do not get hit by the shield and may not even be crossed up. Even if you do cross up, Opponents can air recover 
before Captain America is finished with Backflip, and they can punish you if they have а cross-up air attack. So instead, you have two viable options. One is to 
jump and attempt to air throw your challenger while calling projectile or beam assist. This allows you to continue pressure even if the throw is escaped. The 
other option is to use the delayed Backflip with a projectile or beam assist. 


With these mix-ups, you can make Captain America's corner game much deadlier, making it difficult for the opposing player to be able to take the initiative! 


You can use Shield Slash L to create deadly mix-ups in the comer when used as an OTG! 


GENERAL EXECUTION TIPS 
When juggling with Charging Star and canceling into Hyper Charging Star, wait а moment so your adversary is closer to the ground and 
you get full damage 





Use st. O over сг. Œ. Cr. @® is not a low attack, and st. © causes substantially more damage 
¥ u 2 (Н), JUMP FORWARD, AIR + <> (Н) ¥ м +» © 0), LAND, JUMP FORWARD, AIR + © Ons Vx (1), LAND, 
ST. ©, (S) => SUPER JUMP FORWARD, AIR ©, ©, (Н) => DOUBLE JUMP FORWARD, 4 2 (E), (S), LAND, DASH FORWARD, 
фм» с (0) Vat em co GS (MASHE) 
Notes Y A site Damage SOROR] 
Against airborne opponents only 728.800 damage, 8% meter loss А 
Il. CR. (D, ST. (5, (Н), (S) ==> SUPER JUMP FORWARD, "mm rn d DOUBLE JUMP FORWARD, Ф DG Ө, LAND, CALL IRON 
MAN—a, ¥ * => © (0), (9), G) ==> SUPER JUMP FORWARD, МЕ D, (Н) E» DOUBLE JUMP FORWARD, + SONG) LAND, 
Vus COED Vat + © @® (MASH ®) 
Notes Mes : Damage £ Se 





Corner combo with assist E m "E 2 BÉ 
CR.(D, ST. ©, CR. (Н) => & щ > c (Н), JUMP FORWARD, AIR 4 EOS &  - о ©) LAND, JUMP FORWARD, AIR А c: E 
Vw © (0), ST. O, (5) => SUPER JUMP FORWARD, AIR O, (9), 4 © (8), S), LAND, CALL IRON MAN—c, DASH FORWARD, 
аэ үрүү | 


Notes | Damage acs 





[742,200 damage, 24% meter gain - 





ег combo, Can use Charging Star H before Final Justice in corner 
FORWARD THROW, CALL IRON МАМ —о, + * > <> (D, ST. Н => V sw» (Н), JUMP FORWARD. AIR 4 209) > а © (D, LAND, 
ST. (Н), © => SUPER JUMP FORWARD, AIR ®,@, Ф © (9), (S), LAND, DASH FORWARD, # « > «: (De Va « o 65 (MASH ©) 


Nolas 1 : = Damage 
Forward ground throw ОТС combo with assisi | Midscreen only, 612,100 damage, 8% meter gain 


GROUND THROW OR AIR THROW, (LAND IF AIR THROW, DASH FORWARD IF BACK GROUND eee CALL IRON MAN—o, ¥  -— & 
ЗТ. (Н), (S) ==> SUPER JUMP FORWARD, AIR ©, mM (Н) ===> DOUBLE JUMP FORWARD, # 2 (Н), (5), LAND, DASH FORWARD, 
Yu +2 Oz A 


Noles : | Ў ШШШ ШЕ 
Throw OTG combo with assist, corner iriendly = 562,200 damage, 18% meler loss —- 


Combo wilh assist and level 3 hy 





Midscreen only, 990, 100 damage, 186% meter loss 
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u DEA DPOUL 


"pO | KILL YOU WITH THE ا‎ eR) 
BUT IMPERSONAL FIREARM, OR \ ^a | 
GO WITH THE COOL FACTOR OFA ШИК œN 


NICE KATANA?” NM 


REAL NAME OCCUPATION 


| Wade Wilson Mercenary 
ABILITIES 


A healing factor coupled with enhanced physical conditioning. He is also a 





specialist in close-guarters combat, and his assassination Skills are unparalleled. M ^ dei. 
WEAPONS 271) WC 24 

н : ; (CU Ne «i У, —— \ 
Uses various weapons, including handguns, machine Е grenades, Eo gree 
swords, nunehaku, ete. He also has a teleporting device on his 
belt, but it tends to malfunction easily. » аг 


PROFILE 


To cure his terminal Jung cancer, Wade attempted to 

obtain mutant powers artificially. However, the side 

effects of the procedure disfigured him and also caused 
psychological damage. Although he loves having cheerful 
conversations, because of his madness, no one really knows 
what he’s saying. 


FIRST APPEARANCE 


The New Mutants #98 (1990) 





POWER GRID 


DERE are 


3 ES — anan. 


li ENERGY PRO mmm 
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“This is biographical, and does not represent an evaluation of the 
in-game combat potential of this hero. 
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Vitality 





Chain Combo Archetype — Hunter Series 


X-Factor Boost Damage Speed 


Level 1 (3 teammates remaining) 


Level 2 (2 teammates remaining) 





| Level 3 (1 teammate remaining) 


Your goal when using Deadpool is to keep his distanca from the opponent by using his 
various zoning tools, You want to force your adversary to make mistakes to approach 
Deadpool, which puts your opposition in a disadvantageous position. 


Keeping opponents al a distance is ideal when playing as Deadpool because: 


He has a large array of zoning tools that allow him to stay mobile 
while still controlling space 


Deadpool’s Ninja Gift attacks move him backward quickly while 
still allowing him to control space on the screen 


Trigger Happy can easily be linked into Happy-Happy Trigger via 
hit confirmation 


Deadpool's close range offense isn’t as strong as dedicated 
offensive characters 


How do you keep your rivals at a distance when using Deadpool? 


Jumping backward and using Air Trigger Happy M at the peak of 
the jump, followed by another Trigger Happy once Deadpool hits 
the ground to maximize damage 





Jumping over your foe's projectiles and punishing with Trigger 
Happy or Happy-Happy Trigger 


Using Ninja Gift when competitors start getting too close 


TUNING SINCE ORIGINAL MES 

Deadpool’s overhead attack can no longer by canceled except by X-Factor, forcing him to 
use an OTG to combo afterwards and limiting his solo combo potential off this command 
move. He gained extra damage on most of his combos because Happy-Happy Trigger can 
be mashed for extra damage. He can now cance! all basic attacks and special moves with 
Teleport, allowing him stronger zoning and mix-up options. His Teleport Malfunction now 
Causes тоге damage, making It even riskier to use. Finally, the Ninja Gilt H relaunch loop 
no longer works, and opponents recover immediately upon landing if hit with Ninja Gift 

Н after approximately 8-10 hits. Being able to follow up Quick Work with Chimichangas!! 
allows for some interesting combo opportunities. 


Mad Wheel ( © (D) no longer chains into © and is no longer special or 
hyper combo-cancelable 


Happy-Happy Trigger can be mashed for extra damage 

Basic attacks and special moves can be canceled into Teleport 

Teleport Malfunction now causes 30,000 damage to Deadpool, up from 5,800 
Incapacitation caused by Ninja Gill H decreases with combo length. 
Chimichangas!! can be used during Quick Work. 

Ground basic attacks can be canceled with Taunt. 

Opponents stay grounded after throws slightly longer. 
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Air Special Attacks—Flying Screen and Air Exchange 


MO causes a hard knockdown when used in a launcher combo (this is sometimes called tying screen). When Used outside of a launcher combo: air (8) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus OJ are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


Screen Command Hits Damage pA Startup Active Recovery vantage nad Notes 


" 20 Overhead altack, causes hard knockdown if used 
3 i in launcher combo 


LA 60,000 13 i 
T | Tags in next available ally while laitin 
Ñ 5 = | Tags in next available ally while causing wall 
in i Г] 3 f ы | 
inca 00 Е bounce, erases 1 hyper meter баг from foe | 
1 Tags in next available ally while causing ground 
{a | gua po} | «| в | — | = [Bee generates 1 hyper meter bar : 


E 


10090030 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inte a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command Hils Damage мее Startup Active Recovery “anlage Advantage il Notes 


on Hit Guarded 


i С Overhead, hard knockdown, not special- ar 
Mad Wheel : 63,000 5 25 - 
cn vad = ШЫ cancelable 


| | May be canceled into from any basic attack, 
2 — |Taunt | Select button | | canceiable into special moves, hyper combos, 


Jump backwards 3 HEC ОЕ УЖЕ ЫК 

| ataínsf wall. then Perlorms a wall jump, may initiate aerial attacks 
EIE MOAN, LEG = morte “tbe М 

BAM г] ог movements afler Bth frame 

HESS E = 








Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 


Screen Command Hits Damage Meter Gain Startup Active Notes 
| Hard knockdown 
Hard knockdown 
| [ ] 1 | Hard knockdown 


Hard knockdown 















LET ve R 
Ta eee Startup Active (this crossover 


Hyper Combo assist) partner) 


Happy-Happy Trigger 
Deadpool—B | Нарру-Нарру Trigger 
3 | Deadpool—y_ Happy-Happy Trigger 


Screen Type 














T 


war urs 


El 9-1 





By 


Deadpool—y is a bit awkward because Deadpool uses Trigger Happy H, causing him to fire his guns forward at an upward angle. You 2а | 
jumping angles orto prevent an adversary from super jumping away from your projectiles, Be 


Advantage Advantage | 


Screen Command Hits Damage Meler Gain Startup Active Recovery nn Hit if Guarded 


VAD + REE 90,000 meter баг) $y] 


Noles | 
On hit, snap back forces the opposing point character to be replaced by ап assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds | 


Screen Name Command Hits Damage Startup Active Recovery ag meis Notes 


| | | fe = fa | Each projectile has 0.8 low priority 


TER 20 (or until OTG-capable, each projectile has 1 low | 
Al Trigger | | {2 | 21 | grounded, then | | | priority durability point ES 
| парру 8 frames recovery) | Em | D аты 


a i ; 20 (or until 
Air Trigger | grounded, then 
Happy М | 8 frames recovery) 
Air Trigger m 
Ninja Gift L | 

| (in air ОК) | 


20 (or until 
grounded, then 
Ninja Gift M 
(in air OK) 


Each projectile has 0.8 low priority 
durability points 


Each projectile has 0.8 low priority 


B frames recovery) durabilily paints 


2] 
| 
| Can cancel Trigger Happy from frames 
35 3-15, each projectile has 2 low priority 
durability points 


| Can cancel Trigger Happy fram frames 
| 3-15, grenade detomales on contact — — 
| ar after 100 frames, projectile has 1 

| medium priority durability point 


capable 


j | | | Low attack, a aat ignores 
| А t | 80000 : | hitstun decay, can cance Ici a. 
E | | Chimichangas!! trom frames 24-25 
B А i | | | Low attack, knocks down, ignores 
110,000 hitstun decay, can cancel 10 ! 
| Chimichangas!! from frames 49-46 


| | Low attack, knocks down, ignores. 
130,000 | 1 hitstun decay, cancancelto 
| Chimichangast from frames 55-56 


15 

10 

10 

| | Can cancel Trigger Happy trom frames | 

3-15, projectile has 1 low priority 
durability point, captures grounded 

10 opponent for 72 frames, causes special 
hard knockdown state against airborne 
foes during which any attack is OTG- 








Movesicontinuen 


Screen Name Command Hits Damage 118187 Starup Active Advantage Advantage Motes 


аїп on Hit if Guarded 
















Can cancel Katana-Ramat on hit/black 
during frames 15-20, can cancel Quick 
| Work on hit/block, wall bounce 
Deadpool's івіерогіег will malfunction 
every third Teleport (see below) 


(During Katana-Rama! or 
Quick Work) @ 






















| 100,000 TEE A TEESE 
Malin 0 | | Hard knockdown on both characters, 
Malfunction (30,000 t0 


Deadpool) | | | j | OTG ACE 












duck under Trigger Happy M. 
is primarily used to safely counter an adversary's grounded anti- 


10090030 

































Trigger Happy М fires horizontally while Deadpool is grounded, but at a greater height than Trigger Happy L. This is always a superior option when fighting against opponents who cannot 
duck under Trigger Happy M. This is also useful when it's possible that your rival may attempt to normal jump over your Trigger Happy at long range. When used in the air, Trigger Happy 
M also fires horizontally but causes Deadpool to float, maintaining some of his airborne momentum when used. This is best used at the peak of his normal jump, causing him to float 
slightly slower to the ground than normal and put most, if not all, of his bullets onto the screen while descending, creating a wall of projectiles that is difficult for foes to bypass, 


Trigger Happy H fires at an upward angle both while grounded and jumping. It can be useful to employ against competitors attempting to super jump toward Deadpool, or to take down 
challengers who are attempting to play a zoning game from the air. 


Ninja Gift Ninja Gift L is useful as a means 
of creating distance from opponents 

who are advancing from mid range. It is 
relatively safe, forcing the target to block 
while allawing Deadpoo! to create distance 
by jumping backward. 


Ninja Gift M tasses a grenade that stays 
active for 100 frames or until it makes 


contact with an opponent or opponent's 
projectile. This makes it extremely useful for controlling the ground space, denying most adversaries the ability to dash toward Deadpool on the ground and allowing you to focus on 
denying your rival an avenue of approach through the air. 





Ninja Gift Н has a 72-frame capture against grounded foes, but it is nearly impossible to combo into anything other than an air Happy-Happy Trigger afterwards. This can be useful for 
lacking on extra damage with a THC. The real strength of this special move, however, is against airborne competitors, When the bolos hit an airborne foe, the foe falls to the ground ina 
special hard knockdown state. During this time, any attack is OTG-capable. However, this attack can be somewhat difficult to land because the projectile is rather small. 


Quick Wark. You should use this move 
primarily as a combo tool because it always 
knocks the opponent down regardless of 
hitstun decay. This attack also hits low and 
can ba used to go under some projectiles, 
as wall. Depending on the opposing 
character, Deadpool can use Quick Work M 
or H repeatedly during X-Factor 2 and 3 as 
an infinite, This attack can also be canceled y= 
into Chimichangas!! by pressing @ during Katana-Ramal The primary use of this move is Katana-Rama! H due to the ability of the 

a precise 2 trame window. This window is different depending on which version of Quick attack to OTG and extend combos, This attack сап be canceled into Chimichangas!!, whieh 


Work you're canceling. Chimichangas!! is triggered by pressing GJ during frames 25-25 wall bounces your rival and is ideal for setting up a relaunch or hyper combo ender. 
of Quick Work L, frames 45-46 of Quick Work M, and frames 55-56 of Quick Work H. 





Teleport. This teleport transports Deadpool to a certain position on screen based on the 
button pressed. Pressing «e Vv [2 + @ causes Deadpool to teleport to the latt side of the 
Screen, pressing <A Ny pe (М causes Deadpool to teleport to the middle of the screen, 
and pressing «n 2 + @ causes Deadpool to teleport to the right side of the screen. 
You can use this either to keep distance from adversaries you want to zone or to cross u pa 
competitor by teleporting behind the foe right before a projectile or beam assist connects. 


Deadpool's Teleport is unique in that every third teleport malfunctions and causes an 
explosion, damaging and causing hard knockdown to Deadpool and any nearby opponents 
who are hit, However, if it misses the target or is blocked, it leaves Deadpool ina very 
vulnerable position where he can be easily be hit by any OTG his rival can muster. This can 
make Deadpool’s Teleport unreliable, which is problematic because it's a core part of both 
his offense and zoning game. 



































































ыл Н : КЕНЕ Advantage aia ESO DEN 
3m EM aia Startup LM "onHit if Guarded " Notes ОРЕН ТОЧНЕ" 
ETT TTE 238,400- 154 үр " 4i "m Each projecti le has 1 high "I durability 
Trigger (in air OK) | 266,200 | point, can be mashed for additional damage 























Each projectile has 1 high priority durability 
point, OTG-capable, can be mashed for 
additional damage 


Frames 11-19 invincible 


5 frames invincibility, counters all Tone 
except beams/projestiles, hard knockdown 


Air Happy-Happy 
Trigger 


238,400- 
286,200 | 


24 (or until 
grounded) 























а-а! Crisis 
| (Level 3 Hyper 
Combo} 





Happy-Happy Trigger. This is Deadpool’s primary hyper Cuitin! Time: Somewhat less useful now with the removal 4th-Wall Crisis: A counterattack hyper combo where 





combo. It js the ideal hyper to use at the end of combos, of the THC glitch, this attack will primarily ba used if Deadpool walks forward for 80 frames. lf any attacks 
with fast startup and improved damage by mashing. You there 15 а need for a hyper combo early or to go through originating from the point character (aside from beams 
can also use it to cancel a hit-confirmed Trigger Happy L projectiles and beams at midsoreen, You can also use it or projectiles) strike him, it activates the counterattack, 
or M for extra damage. The alr version of Happy-Happy defensively to a limited extent, but the invincibility frames Unfortunately, it has 1 frame of startup alter the пурет 
Trigger is OTG-capable, soit сап be useful to end combos of that attack do not start until trame 11. It has no startup freeze, so a quick opponent can easily cancel any attacks 
if ground bounce is unavailable for Katana-Rama! frames alter the hyper freeze, so characters at close range they were performing into a beam or projectile hyper 


This hyper combo is also very useful for punishing poorly may not always be able to black the attack if they were not combo during the hyper freeze animation. 


called assists, Even though this attack is a projectile, hits 5С doing so before the {шшр 
all enemy characters in its path, allowing you to hit both an 
assist and the point character at the same tima. 


(DUM ӨӨ ЇШЇП ЇЙЇ OO ЇЇ 
VOU WERENT RECORDING THATI- 





Since Deadpool's preferred game plan is to stay at a distance and zone his adversary, his 
best role on the team is a meter builder as the first character on the team. This gives him 
access to his assists, which can greatly enhance his zoning game, either through increased 
zoning ability from projectile or beam assists or through protection from rushdown in the 
form of defensive assists. While Deadpool is decent as a meter user, he lacks the heavy 
damage and offensive ability needed to generate devastating combos, and his level 3 combo 
is unreliable. His X-Factor stats are average, and combined with his relatively weak offensa, 
this makes him a weak anchor, though he does have an easy infinite in X-Factor levels 2 and 
3 if you can manage to connect an attack. 


As stated previously, your preferred game plan with Deadpool should be to keep your 
opponent at a distance and whittle them down with ranged attacks, or force them to fake 
risks that put you in an advantageous situation. How you accomplish this with Deadpool 
varies depending on what type of competitor he is facing. 


Using assists 10 augment бегде! zoning ability can be very Аер! in locking down your rival. 
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Use Happy-Happy Triggers to punish appanents who recklessly call their assists, 


Against offensive characters, Deadpool's primary means of zoning from mid to long range 
will be to normal jump, usually backward, and use Trigger Happy M at the peak of his jump. 
Ideally, you'll want the last shot to be low enough so your adversary cannot crouch under 
it. This allows Deadpool to control a wall of space from max jump height all the way ta the 
around, limiting the opposing character's options to super jump or use some other method 
to bypass the projectiles, such as invincibility or a stronger projectile or beam of their own. 
Always keep an eye on your rival's assist usage, as you can tag any careless assist usage 
with Happy-Happy Trigger to put massive damage on the assist. 


Once Deadpool lands from air Trigger Happy M, you have options based on what the opposing 
player does or what you predict they might do. You can follow up with a Trigger Happy L or 
M for potentially added chip damage. However, opponents can escape this. Against large and 
some medium-sized characters, Trigger Happy M hits the target even if they are crouching. 

In these cases, this is your best option. However, against most medium-sized and smaller 
characters, Trigger Happy M simply goes over crouching competitors. Some can even simply 
walk under it, such as Amaterasu. In these cases, you need to decide whether your opponent 
will attempt to jump or not. If thay aren't, Trigger Happy L is the better option, and Trigger 
Happy M or another jumping Trigger Happy M will be a less viable option. You can make 

this a completely inescapable blockstring if augmented by the use of a projectile or beam 
assist. You'll want to time the assist so that it hits between your air Trigger Happy M and your 
grounded Trigger Happy L or M. If your grounded Trigger Happy L or M connects in any сї 
these situations, you can cancel into Happy-Happy Trigger for even more damage. 


Ninja Gift L and M can be beneficial for deterring opponents from approaching Deadpool 

on the ground, as well. Ninja Gift M is especially useful at this because the grenades stays 
active for 100 frames, effectively preventing adversaries from dashing forward toward 
Deadpool, leaving you to protect other avenues of approach. If this grenade hits your 
attacker, you can usually follow up with a Trigger Happy L or M or evan a Happy-Happy 
Trigger. You should use Ninja Gift L if your competitor is getting too close to Deadpool but 
is not yet attacking. Ninja Gift Н can lead to big damage (see Combo V) if it hits an airborne 
rival, but it should not be relied upon heavily—use it sparingly. 


If your opponent can correctly predict one of your zoning options and it seems as though 
they can punish before you have time to recover, you can now cancel any of Deadpool's 
special moves with Teleport. Use this to telepart him farther away ar to the other side of the 
screen, and resume zoning. Just make sura to keep count of how many Teleports you have 
used, or you may find him on the ground setting up a free combo for your opposition. 


If you have been doing a good job keeping your opponent away, they may attempt to super 
jump toward Deadpool in hopes of bypassing your zoning game. Luckily, Deadpool is well- 
equipped to handle this. If he is close to being cornerad, the best option is to simply have 
him dash under the opposing character when they super jump. This puts him in the corner 
instead, giving you а ton of room to back up as needed and continue zoning your adversary. 
I dashing under your rival would be disadvantageous, you can use Trigger Happy Н if the 
opponent is attempting to super jump toward Deadpool from fullscreen. If the opposing 
character is too close for Trigger Happy Н, jumping back and using Ninja Gift L can help you 
gain some space, though this is risky because if your target dodges this attack, they can 
advance toward Deadpool and punish Deadpool's recovery. 


When fighting other zoning characters, Deadpool needs to stay grounded more often in 
hopes of winning the distance fight. Trigger Happy L & M are typically the zoning tools of 
choice in this situation, While Deadpool! has strong projectile strength, 8 durability points 
if he can get all 10 shots out, it takes a long time for him to fire all his shots. Characters 
with fast projectiles and beams with high durability are then able ta overpower Deadpool in 
а zoning fight. Using projectile or beam assists may work in some situations, but against 
characters with quick beam attacks, this may end up just causing your assist to take 
unnecessary damage. In these cases, Deadpool needs to take the offensive. 


When zoning is no longer a viable option because you are either facing a superior zoning 
character or time is running low and Deadpool! has to make up a large health deficit, you 
must go on the offensive, While this is not the ideal situation far Daadpool, he does have a 
few ways to break his opponent's guard. 







While long or mid range, 
Deadpool can call long 
range assists and use his 
Teleport to appear behind 
an opponent right as 

the assists projectile or 
beam is about to hit. If it 
connects, you can follow 


аши. с 
=~ =~ --—— + ВЕР a NU Ч ar 
| OS И а. 
up with à full combo. Since 
Deadpaol's Teleparts are 


not relative to his rival's — -— 

position, you'll need to learn Using Teleport t0 cross up your adversaly Just as a projectile or beam 
the positions and distances assist fils the foe is ona of Desdpools few effective mix-uns. 

he Teleports well in order 

for this to work. Once you have mastered his Teleport, you can perform these Teleports 
from distances that make it very difficult far your competitor to know which side Deadpool 
is going to appear on. 
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Lise Quick Work or Cuttin’ Time to bypass enemy рга. 
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You can use Quick Work to slide underneath some prajectiles and beam attacks, either 
linking with crouching (iu) (Combo VI) if done from tar away or canceling to Chimichangas!! 
(Combo Appendix II) if done close to convert into a full combo. This generally only works 
on ranged attacks that are above Deadpool's waist. Otherwise, you can have Deadpool 
perform his Cuttin’ Time hyper combo before the projectile or beam reaches him and then 
use his invincibility to pass through the projectile. 


Опсе Deadpool is clase to 
his opponent, you can use 
Deadpoal's Mad Wheel 
с> + Û) overhead 
attack. Lika most 
overheads, this attack has 
slow startup. If it lands, you 
can follow up with an OTG 
attack (see Combo IV). You 
can use an assist to avoid 
using his ОТО early in the 
combo in order to optimize 
damage. This overhead 
mixed with his chained crouching (B attacks can make it difficult for your competitor to 
know whether ta block high or low. 





Using assists with Mad Wheel can free up Deadoool’s OTG Katana- 
Аата! for use laler in а combo! 


Another option while close 15 to use staggered crouching (B attacks. These attacks can 
chain, but the timing can be changed up. Opponents frequently attempt to use advancing 
guard to push Deadpool away during blockstrings. Because light attacks cause very little 
blackstun, staggering the crouching (B attacks can cause your adversary to attempt to 
advancing guard when they are not in blockstun, causing them to attempt an attack. Your 
staggered crouching (5 hits first and makes contact with the target, leading to a free 
combo (see Combo 1). 


Deadpool lacks any strong defensive tools and relies on zoning to stay out of harm's way. 

lf a rival does manage to get close to Deadpool, Deadpool's main defense is going to 

be advancing guard. Aside from that, only his level 3 hyper combo, 4th-Wall Crisis, has 
complete startup invincibility, but it relies on the foe hitting Deadpool in order for it to 
work. This is mainly only useful if your challanger has no meter or lacks non-physical hyper 
combos. Most characters can completely negate the usefulness of this counter hyper combo 
by using the super freeze time to cancel any physical attacks in progress. Any projectiles, 
beams, or throws can beat this hyper combo handily. 
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CIR FOOLED ACAIN., (TELEPORT ДИШАТ ШӘ ЯД 


Deadpool’s Teleport can be an unreliable part of his game plan because 
every third Teleport malfunctions. Learning how to manage this aspect of 

his Teleport is key to mastering Deadpool. There are a few ways to deal 

with Teleport Malfunction. The optimal way is to end a combo with a hard 
knockdown followed by OTG Teleport Malfunction (possibly canceled into 

Air Happy-Happy Trigger, though not all hits will connect). This resets the 
Teleport count and also only causes marginally less damage than a similar 
Katana-Rama! OTG. Failing that, you can attempt to Teleport Malfunction 
behind the cover af a projectile or beam assist from fullscreen. Using assists 
thal can keep your opponent locked down for a long period of time like 
Doctor Doom— B or Sentinel—c is your best option for this method. Another 
alternative is to simply use it at close range and cancel into Happy-Happy 
Trigger and THC to a safe hyper combo if it 15 blocked. 


iiim fo manage Deadpool's n арол Malfunelfon i "s important for mastering fle eadogal and unlocking his 
full offensive potential 


GENERAL EXECUTION TIPS 
When using Happy-Happy Trigger after wall bounces and Quick Work, delay the hyper combo slightly so you get full damage 


Deadpool’s basic attacks cause very little hilstun, so they must be chained quickly 
When canceling to Quick Work with Chimichangas!!, wait until just after your rival begins falling to press (H) 


AS DEADPOOL COMES IN: AIR ©, © => FORWARD DOUBLE JUMP, AIR (€), (S), LAND, ¥ u +> л c (MASH 190), 
Notes Ј Damage 
A + @oc> + © ТАЗ, + © TAC to Deadpool Varies based on damage scaling | | 
CR. (D, ©, ST. (0 => V # + c (Н), FORWARD DASH, CR. (D, ST.) ext» фи « c ( D (DURING QUICK WORK) (9), FORWARD DASH, 
CR. (&), (S), ==> FORWARD SUPER JUMP, AIR (9, S). LAND, FORWARD DASH, + ¥ м 2 © (DURING KATANA-RAMA!) (Н) ==> 

Vw» > 6269 (MASH ©) 


Notes Damage 


Harder version 01 Combo | 719,700 damage, 14% meter loss 


¥ и + 2 (Н) (DURING QUICK WORK) &), FORWARD DASH, CR. (9), © ==> FORWARD SUPER JUMP, AIR ©, © Н), ©, LAND, =} c @ 
(DURING KATANA-RAMA!) @ => ¥ м > £ @® (MASH@) 


Notes | | | _ Damage 
Alternative, slightly easier combo for Quick Work combo starter 686,500 damage, 39% meter loss 
















+ V © GO, COUNTERS ENEMY ATTACK, FORWARD DASH, > + ч © @ (DURING KATANA- -RAMAN (9) , ST. = ф у 4 5 | i) Ө» 
FORWARD SUPER JUMP, AIR O, ©, LAND, ¥ *« > л 2 @® (MASH@) 


Notes — | „ЕШ 
evel 3 hyper combo follow-up 





| | 697,400 damage, 365% meter loss 
bu "e UR DP фи o, ЗТ. Hex ф / o, ST. Be +e 4 o (0, CR. (Н), (S) e FORWARD SUPER JUMP, 
AIR Ж (5, (©, LAND, > + * 2 @ (DURING KATANA- ВАМА) @, Vat e o> + u > c5 (MASH) 

Noles | Damage 
Delay V7 A с> + QD to get full ernie works fain up to three-fourths of the screen away | Level 1 X- Factor, 871,000 damage, 33% meter gain 


CR. (D, (D, ST. (B) => фи 4 (0 PS ЗТ. ЮЕ +e е 5 (9, (¥ x < û (8) REPEAT AS NEEDED) 


Noles Damage 
infinite with Level 3 X-Factor. Works with Level 2 X-Factor, as well, but use Xr £2 <> + (9) instead for the repeating pattern Level 3 X-Factor, 100% of enemy life, meter gain varies - 
















CR. (D, ©, ST. ==> V # а 2 @(DURING QUICK WORK) @, FORWARD DASH. CR. (Н), (5), FORWARD SUPER JUMP, 


AIR O, O, 9, ©, LAND, FORWARD DASH, + V ж 2 @ к= § u +> 2 (99) (MASH 63) 


Notes И ДЕ: 
Combo ending with Teleport Malfunction OTG | ] 617,600 damage, 28% meter loss 
















10040130 


Wy 


DOCTOR BOOM 


"NO ONE DEFEATS DOOM!” 





































REAL NAME  OGCUPATION 


Victor von Doom Monarch of Latveria, Would-Be Conqueror 


ABILITIES 


Doom is a genius in physics, robotics, cybernetics, 

genetics, weapons technology, bio-chemistry, and time 
travel. He is also self-taught in the mystic arts. Doom is a 
natural leader, a brilliant strategist, and a Sly deceiver. 


WEAPONS 


His armor is loaded with gimmicks, including a high- 
powered blaster on his waist holster. He also 
personally invented some nasty surprises. 


PROFILE 
The masked genius scientist wha plots for | 
world domination. While his physical 
Strength is only average at best, the 
technologically advanced weapons he 
develops, as well as his sinister 
plans have given his super hera 
foes plenty to worry about. 


FIRST APPEARANCE 7, 
Fantastic Four #8 [1852] A 





POWER GRID 
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FIGHTING ABILITY" — REET | 


"This is biographical, and does not represent an BN AOI оре 
in-game combat potential ofthis hero. 





ALTERNATE COSTUMES 









Vitality | 1,000,000 
Chain Combo Archetype 
X-Factor Boost Damage | speed 









Level 3 (1 teammate remaining) 


Doctor Doom is a well-rounded character who can be effective at both short and long range. 
Your goal when using him is to corner your opponent. Cornering foes with Doctor Doom is 
important because: 


His mix-ups are much more difficult to defend against in the 
corner 


His corner combos are significantly more damaging than their 
midscreen counterparts 


Doctor Doom has numerous tools to achieve this goal, including: 
Using air (S) and air > < (H) as a means to approach. 


Utilizing dash canceling to combat advancing guard. Jumping forward 
and airdashing down-taward to cover horizontal distance quickly 


super jumping and airdashing down-toward behind the cover of 
Air Photon Shot 1. 


Slowly pushing his opponent back toward the corner using his 
dominating array of projectile attacks 


ә GIGS XETE (nes 


Already one of the most desired crossover assists to have on а team 
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Standing Basic Attacks 


Advantage Advantage 


| Screen Command Hits Damage Meter Gain Startup Active Recovery eal anaon i Notes 
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Crouching Basie Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded 


шиит ut] 424 TEER Low attack, chains into crouching @. dash-cancelabie 


Notes 
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7 Ground) Special Attack- launcher 


screen Command Hils баай Meter Gain Startup Active Rosen МЫШНЫ а Notes 


© (while standing or 100.000 | Launcher, not special- or hyper combo- 
crouching) cancelable 
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Air Basic Attacks 


| Sereen Command Hits Damage Meter Gain Startup Active Recovery 
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3 T inflicts chip damage, not special or hyper combo-cancelable, 
2 s 22 1 = -p* Р з [i ГЕ n 
we |*| onis 120 3 Ы | | | beam durability: 1 frame x 1 low priority durability points 
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Air special Attackhs—Flying Screen and Air Exchange 


^ir (S) / causes a hard knockdown when used in a launcher combo (this 15 sometimes called lying screen). When used outside of a launcher combo, air (S) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus @) . are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


Meler 
Gain 


Advantage Advantage 


screen Command Hits Damage Startup Active Recovery on Hit if Guarded Notes 









grounded of Daron 8 Causes hard knockdown 

| contact | 9 90 ned 
Tags in next available ally while lotting 
Opponent Upward 
Tags in next available ally while causing wall 
bounce, erases 1 hyper meter bar from foe 
Tags in next available ally while causing 
ground bounce, generates 1 hyper meter bar 





command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks. but most command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command Hits Damage TRE Startup Active Recovery aeree “Guarded | if Notes 


Hidden 00 б0р | | | Gan press © rapidly for up to 7 extra 
Missiles | c 113,600 | missile : 29 missiles, OTG-rapabla, each missile 
| | Е E has 1 low priority durability point 





Foot Dive | air) 30.001] 720 ) ; +19 Can only be performed once рег jump 





Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another, 


screen Command Hits Damage Meter Gain Startup Active 


2 + o c [т [eo | ao | 1 | : 
+O qo — -"|:mm | ww | 
"TET" [imm | m |: |: 


Noles 
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Crossov Recovery (this Recovery 
Screen Type Combinatian Description Hits Damage n Startup Active crossover | (other Noles 
Hyper Combo assist) partner) 































































Plasma Beam j Beam durability: 8 frames x 1 low priority 
[ -— n i 1 1 l "а " 
КЕЕ шй a | йл м ET sol lionis sjaj w [m durability points a 
Hidden | | 150 per OTG-capable, each missile has 1 durability 
—p Ph д PA | | \ 

| Doctor Doom oon UE Missiles - pi Bye | missile — poi —— 
Initial barrier lasts far 25 frames, inflicts 1 
Molecular low priority durability point of damage per 
li ODER = Jj |; 3 à | i d ü pi р x n 
Doctor Doom —"y sphere lame Shield M 111,800 | 1400 l à frame, four rocks tired afterward, васп rack 

| has 1 low priority durability point 


Doctor Doom is one of the best teammates to have In the game, since all three of his crossover assist types are top class. No matter which assist type you pick, calling Doctor Boom for | 
backup as offen as you can makes life significantly more difficult for the opposing player—just be sure to protect Doom! | 


Doctor Door Plasma Beam is one of the best all-around assists in the game: it reaches fullscreen In an instant, do minates most other projectiles, places the opposing character ina 
long period of quardstun, and is perfect for cross-up mix-ups using teleports and other side-switching maneuvers! | 


Doctor Doom—p Hidden Missiles is a.ona-pf-a-kind crossover assist, sending six missiles into the air to home in on the opponent at a later time, While this is a useful asset for any 
character to have, this crossover assist really shines when paired with a long range zoning character. Hidden Missiles is not only is effective at preventing adversaries from super jumping 
into the alr, but it also makes the point character practically unassailable fora brief period of time; if the opponent tries to attack before the missilas come down, they get а host of 
explosives dum ped on their head, allowing you to capitalize with a free combo! | | 


Doctor Посту Molecular Shield Is slow, hut in a good way: it remains an active threat.on the screen for an extremely long period of time, making it awesome tor use as covering fire for 
slower characters who struggle to get near their adversary, 


ШЕЙГЕ 


Adyantaye Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recover’ on Hit if Guarded 


500 (-1 hyper 
um 5D 
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Noles 
On hit, snap back forces the opposing point charac ler to be replaced by an assist. Opposing assist calls or tag outs are also locked 
oul for 4 seconds 








= рашы ee im ee Se ы Жый] up а 


Screen Name Command Hits Damage E Startup Active Recovery E Advantage y Notes 


Plasma | ; Knocks down, beam durability: 5 frames x 1 low 
Plasma , Knocks down, beam durability: û frames x 1 low 
e MAC + + M = 114,500 mm - ps | priority durability points 
Plasma pasro |! up A Knocks down, beam durability: 12 frames x 1 | low 
00 | 1920 25 
жшн [PLS + @ DENS 
[н | | Knocks down, O1G-capable, beam durability: 5 


priority durability points 
па) A> + Ө 81,700 2 20 le A O US DEDERE 


hir ER ў | E Е | - | 
Е ee Knocks down, ÜTG-capable, beam durability: 8 
aay (in air) Sz A> + @ BE 113,000 | 1280 ries frames x 1 low priority durability points 


BEP | Knocks down, OTG-canable, beam durability; 12 
(п азу с> + @ а 1920 E | frames x 1 low priority durability paints 


Aou | ! : | - Each projectile has 2 low priority durability points 


(їп алу f2< + @ | sep : | | Each projectile has 2 low priority durability points 


Alf | 
n "C | 30,000 per | 240 per "n | 1 — M á—— 
Bur (inain Xy £2 «n + @ projectile [рю ой — | ar Each projectile has 2 low priority durability points 
| I1] | LI 


bzr = (30,000 per | 240 per | | MU MANT oeil = 
(ina) £2 «2 + © пов projeti | | Each projectile has 2 low priority durability points 
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Hits Damage 


Screen Name 





Meter 


Command Gain 


Molecular 


Shield. |^ V A + Ө Я 


Molecular 


Shield M | V. £X + @ 


Molecular 


ShieldH |^ V “А + @ 


Plasma Beam; At a devastating 1? 
durability points, Doctor Doom's Plasma 
Beam cuts through most things in its path, 
including foes, opposing projectiles, and 
your enemy s crossover assists. For а 
projectile, Plasma Beam deals a substantial 
amount of regular damage and chip 
damage. Even though Plasma Beam H has 
the longest recovery of the three versions, 
It definitely packs the most punch and 
should be the primary version that Doom players use. Plasma Beam is one of the most 
damaging special attacks in the game in terms of chip damage, dealing a whopping 72,000 
points of chip damage with each beam fired! Because of its high damage, Plasma Beam 

H is great for inflicting big damage to crossover assists. Ta gging an assist with the beam 
definitely makes opposing players think twice about calling teammates for help! Plasma 
Beam can also be used in conjunction with Photon Array to finish off foes with low health. 
Cancel Plasma Beam into Photon Array into another Plasma Beam to К.О. a weakened 
opponent with massive chip damage. 





Il your adversary jumps over Plasma Beam Н and is in range to hit Doctor Doom, react 
with a hyper combo cancel into Sphere Flame to quickly anti-air the foe for big damage. 





Startup Active Recovery 


Advantage Advantage 


on Hit if Guarded Notes 


Initial barrier lasts for 15 frames, inflicts 1 low 
priority durability point of damage per frame, four 
rocks fired afterward, each rock has 1 low priority 
durability point 


Initial barrier lasts for 25 frames, inilicts 1 low 
priority durability point of damage per frame, four 
rocks fired afterward, each rock has 1 low priority 
durability point | 

Initial barrier lasts far 35 frames, inflicts 1 low 
priority durability point of damage per irama, tour 
rocks fired afterward, each rock has 1 low priority 
durability point 





Air Plasma Beant. The aerial version of 
Plasma Beam fires at a little more than a 
45-degree angle. It has the same properties 
as its around counterpart, and it can be 
performed a total of three times when 
Doom is in the air. You can also utilize it to 
blast opponents approaching fram below, 
as it creates a temporary wall that blocks 
ground-level advances. 





You can use air Plasma Beam offensively, as well. Doctor Doom can quickly get into 
optimal firing range by normal jumping forward, then airdashing up-forward and 
performing air Plasma Beam. This can make for a surprising attack when used with a long 
range crossover assist: call your crossover assist during the normal jump so that once 
Doctor Doom is performing the air Plasma Beam, the crossover assist starts aiding in the 
firefight without being seen an screen. 


Air Plasma Beam is an OTG-capable attack that can be used to lend huge damage at the 
end of long combos: after causing a hard knockdown state, hit your opponent with a low- 
altitude air Plasma Beam H and hyper combo cancel to air Photon Array. This leaves the 
opposing character at the perfect height to be further juggled with a THC combo. 


Photon Shot. Doctor Doom fires five small lasers in both directions. controlling a fan-shaped space on the screen, While Photon Shot 
doesn't deal much damage, its utility is where it shines. Photon Shot can be used to bring down airborne opponents, shutting off the skies 
as а means to approach. Photon Shot also covers the space directly in front of Doctor Doom, impeding advances from the front. Given 
these angles, this projectile can be extremely difficult to avaid—this is particularly bad news for opposing characters who are low on life 
and trying to avoid a K.O. Photon Shot is also a nightmare for teleporting characters because it covers Doctor Doom's back from rear 
leleports, making competitors think twice about sneaking in from behind. 


The speed of the photons changes based on the attack button used. Photon Shot L travels the slowest, the H version travels the fastest. 
and Photon Shot M is in-between. Players can use Photon Shot L both defensively and as a means of trapping rivals from across the 
screen. Photon Shot H is the fastest way to tag airborne opponents. 


A drawback of Photon Shot is the “dead space" directly above Doctor Doom's head. А poorly timed Photon Shot against a quick foe can be a costly vulnerability. If you see the opposing 
character dropping in directly from above during Photon Shot, quickly hyper combo cancel it into Sphere Flame as a high-damage countermeasure. 


Air Photon Shot. Doctor Doom creates 

ihe same fan-shape attack while in the air, 
except this version is aimed at the ground. 
Just like its ground version counterpart, air 
Photon Shot can be extremely difficult for 
opposing players to avoid, and it can be 
used for free chip damage. It also serves as 
a Dreather from the action below, reselting 
the pace of the battle. If an adversary 
jumps up to attack Doctor Doom and 
subsequently gets hit on the way up by air Photon Array, you can combo off the photons 
with a falling air (9) if the opposing character is close enough. Keep in mind that you can 
only perform one air Photon Shot in the air before Doom lands, as opposed to air Plasma 
Beam and most other specials, which can be used three times in midair. 





instantly untly-canceled by inputting 





Molecular Shield: Molecular Shield is a 
two-phase move. It initially behaves as а 
shield, stopping incoming projectiles and 
damaging foes at point-blank range. The 
racks are then launched as an offensive 
attack. This move should be primarily used 
as a combo ender in the corner. Molecular 
shield boasts the fastest startup time of 

all Doctor Doom's special attacks. You 

can also use the initial shield of rocks to 
counter an incoming projectile in a pinch, nullifying the projectile before sending a wave of 
debris back at your rival. If you manage to pin your target down at mid to long range witha 
launched Molecular Shield, execute Plasma Beam H or even a quick advance to follow up. 
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Flight. Doctor Doom becomes airborne for 106 frames and has all of his air attacks at the ready, as well as unlimited airdashes 
throughout the duration of the flight. If flight mode is activated off the ground or during a normal jump, crossover assists may be used 
during the duration of the flight, which can make for an unorthodox style of atlack. In addition, any air @Л) used during flight can be 
Vv {<p + Ө again, which can lead to another air @ while falling. Flight is also an opportune 
time to abuse air © for foes waiting for Doctor Doom below. 


Doctor Doom gains access to an unlimited amount of airdashes during the duration of flight mode, as well as the ability to cancel 
airdashes into each other (however, two consecutive dashes cannot be in the same direction, unless you use "plink" airdashing by 
pressing @ ~@ on consecutive frames). So during flight mode, you can perform airdash down-forward, forward, then up-farward as a 
means to approach, then cancel flight mode into falling air 


or air ©) to start Doctor Doom's strong up-close game, 


If Flight is activated while grounded with a tiger knee motion of чу [2 <P + Ө, Doctor Doom will fly extremely low to the ground. This сап be used to open your enemy up with an 


overhead air 
cr. @ e. @ into a combo. 


Ф. Pin the opponent down with a crossover assist, dash in close and perform а tiger knee Flight, then perform air @Л) (2 hits), (V) (2 hits) ==> V [? «n + Ө, land, 
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Screen Name : Damage Starlup Active Recovery Ауа pee Noles 


287 900-345 800 Can be mashed for extra hils and damage, | 
(20,000~24,000 each projectile has 1 high priority durability 
per projectile] point 
987,900~345,800 OTG capable, can be mashed for extra hits 
(20, 000 24 000 and damage, each projectile has 1 high 
priority durability point | 
First projectile rises for 40 trames, then 
disappears and produces 20 projectiles that 
spread and fall for 26 frames, first projectile 
has 1 high priority durability point, follow up 
projectiles have beam durability: 2 X 1 high 
priority durability ports 
invincible from trames 1-9, unalfecled by 
‘damage scaling 
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Air Photon Array Vna 










Sphere Flame 
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Learning to properly 
maneuver with Doctor 
Doom is crucial. The main 
difference between his 
mobility and that of the 
rest of the cast is that ha is 
unable to cancel his ground 
dash into basic attacks: 

it is only cancelable with 
normal jumps. Instead, 
Doctor Doom's primary 
method af getting around 
is through airdashes. By 
normal jumping forward 
and immediately airdashing 
down-forward, you gain 

ihe speed and momentum 
ihat normal dash attacks 
benefit fram. Alternatively, 
retreating is as easy as 
normal jumping back and 
immediately airdashing 
düawn-hack. Because 
Doctor Doom requires a 
lower minimum altitude 

to perform airdashes 

during normal jumps than other airdashing characters, this technique makes for a suitable 
alternative to ground dashing. Mix it up by normal jumping up-forward and airdashing 
down-back and vice versa, adding in lateral airdashes, as well. 


Use + ( Foot Dive to close in on opponenis. 


Learning to manipulate Doctor Doom in the air is another important skill. Tha trajectory of 
Doctor Doom's air movement can be changed at any time by performing air Photon Shots, 
air Plasma Beams, airdashes, flight mode, and both Foot Dive and air ©. You can employ 
both versions of Foot Dive as a means to approach, and you can cancel into flight mode to 
avoid diving into a dangerous situation. 


Once you learn ta properly manuever, the гга! fight begins! Doctor Doom is a force ta be 
reckoned with from full screen. If you have the life lead, you can maintain it by keeping 
your opponent at bay with Plasma Beam Н and Photon Shot L. Even without a lead in life, 
Doctor Doom can deal a significant amount of damage from full scraen to turn the tides 
in battle. Plasma Beam H deals big damage on both hit and guard, and will cut through 
most opposing projectiles easily in a firefight. If your adversary manages to jump over 
your Plasma Beam Н at close range, quickly cancel into sphere Flame to counter their 
punishment attempt, 


For defense, your main tools are Plasma Beam H, ground Photon Shots, and aerial Photon 
Shots. You can stay out of harm's way by super jumping, airdashing up-back, and canceling 
the airdash with Photon Shot L or H. The fan shape created by the Photon Shot cuts off your 
opposilion's frontal advances, As a foe inches closer, surprise them by airdashing up-back 
and performing air G instead of Photon Shot inta а combo. Or, you can airdash straight 
down instead of up-back after superjumping, and fall with air (V) to start a combo. 


Ünce apponents are tired of dealing with Plasma Beam H, they are likely to look to the 

skies for another avenue of approach, To counter this, use Photon Shots to stop their 
advance. Even though Photon Shot doesn't do nearly as much damage as Plasma Beam, 

it covers a much larger amount of space and is difficult to avoid both on the ground and 

in the air. Aerial opponents can also be dealt with using Docter Doom's back air throw. 
Combos performed off throws suffer from increased damage scaling, but Doctor Doom is so 
powerful that even combos from throws do massive amounts of damage! If opponents are 
approaching from super jump height, surprise them with a super jump of your own and back 
air throw them to the ground for a damaging combo. 


Aerial assaults can also be defended against with air fJ. Air (M) causes a large amount of 
hitstun and has a hitbox useful for both air-to-air and air-to-ground situations. Opponents 
coming in from the sky can be countered by super jumping and performing i (2 hits), 
> + @ ==> “+ DD. air @) (2 hits), then land and continue the combo as you 
see fit. If your enemy is approaching with a normal jump, counter with normal jump air) 
(2 hits), WD (2 hits) + @ ==> $9 + OD land, standing ©, crouching ®, 
(D, © into a combo. Learning to use the hitbox of air (a) to your advantage in situations 
such as these is imperative to playing Doctor Doom. 









Once Doctor Doom is at 
close range, several offensive 
options become available. His 
close range game consists of 
interchanging between: 


Empty triangle jump 
crouching @ 


Square jump air (V) 





Triangle jump air (B | | 
Triangle jump air @) Use square fimo air) lor an averead attack. 
Empty triangle jump cross-up crouching (B 
Empty triangle jump into backwards throw 


Empty triangle jump Into crouching Q is the primary method of starting combos. Typically 
when Doctor Doom leaves the ground, opponents start guarding high against overhead 
attacks. However, Doctor Doom can quickly dash back to the ground for a low-hitting 
crouching (5, making far a difficult attack to guard. To be even more deceptive, you can 
give your opponent more time to react to the stimulus by normal jumping forward and 
waiting until the apex of the jump before quickly airdashing downwards and using crouching 

to hit low. Keep in mind when using this technique that depending on your positioning, 
a combo of crouching Q. © might not work because of the short distance of 
crouching (M). Therefore, crouching (B, (D) is more reliable. Lastly, the crouching (B can 
be substituted for a back throw once foes become wary of the low attack. 


Doctor Doom's air t is a great offensive tool, and its priority and hitstun shine when used 
in а square jump. For a quick overhead attack, perform а normal jump and quickly airdash 
forward and use air М), all in one swift motion. One air @ for two hits is enough hitstun to 
land and continue the combo. Depending on positioning, you can even use a square jump air 
QVI as a cross-up! 


Triangle jump O is a quick way to score an overhead attack on an opponent. This can be 
done by airdashing down-forward during a normal or super jump and performing an air 

(B attack. Because it looks similar to the low-hitting empty jump triangle crouching (B, it 
makes for a great mix-up when used in tandem with empty triangle jumps. Follow up witha 
crouching (B to be able to Capitalize with a combo, 


Triangle jump air (b is used mostly as a pressure and positioning technique. Execute this 
move by super jumping and quickly dashing down-forward with air (V. Use this longer 
range technique to keep the momentum going against competitors insisting on escaping 
Doctor Doom's rushdown, 


Against smaller characters, you can perform empty jump crass-up crouching @ when your 
rival is at point-blank range. When a foe is right next to Doctor Doom, normal jump forward 
and airdash down-forward to the other side of the opponent with a crouching (9 trom 
behind, Even the most seasoned opposing players tend to have a difficult time guarding this 
cross-up! 





Dash cancel your basic attacks to negate advancing 


I your crouching @ is guarded, you can dash 
cancel to keep your offense going. guard 


Unique to Doctor Doom is his ability to cancel his grounded basic attacks into а ground 
dash, Perform this technique simply by inputting a dash during any ground basic attack, 


Dash canceling can be used to combat advancing guard. If an opponent pushes away a 
guarded attack, quickly cancel the attack into a ground dash to stay close. 


Foes can be caught off guard when dash canceling is used offensively. For example, if a 
rival guards a crouching © © chain, you can cancel the crouching (D into a forward 
dash, cancel the farward dash into a normal jump forward, and then airdash down- 
forward into a low-hitting crouching ө, interrupting the opponent's next action with a 
surprise attack. 


In some instances, a crossover assist can interrupt an attack already in progress. If you sea 
an impending attack from a crossover assist during your own attack (such as crouching 
© © chain), dash canceling backwards or even dash canceling to jumping guard can be 
а lifesaver! 
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CR. D, ©, ®, © => FORWARD SUPER JUMP, AIR © (2 HITS), > © @ e» DOWN-FORWARD AIRDASH, 
AIR © (2 HITS), LAND, CR. ©, @, © => FORWARD SUPER JUMP, AIR © (2 HITS), > 2 ® 
DOWN-FORWARD AIRDASH, AIR © (2 HITS), LAND, CR. ©, ©, © ==> FORWARD SUPER JUMP, AIR @ (2 HITS), 
© (2 HITS), > © @ => FORWARD AIRDASH, AIR © (2 HITS), © (2 HITS) ex^ * # « o @@ (MASH ©) 


712,300 damage, 36% meter gain 

You can use this bread and butter combo midscreen far considerable damage. The key point to remember when learning this combo is to keep yo 
possible: use air ID: immediately after launching the target to prevent your fae from rising higher. The most difficult part is learning the timing on 
you'll want to hit it as late as possible to keep the opposing character low to the around. 


ur opponent as low to the ground as 
connecting the air (T) after the airdash: 





(CORNER REQUIRED) CR. ©, ©, ®, (© => FORWARD SUPER JUMP, AIR © (1 HIT), > © (9), ©) => DOWNWARD 
AIRDASH, LAND, ST. @ (2 HITS) OTG } REPEAT BRACKETS ХЗ, © ==> UPWARD SUPER JUMP, AIR © (2 HITS), 
© (2 HITS), >  @, © => DOWNWARD AIRDASH, LAND, ST. @ (2 HITS) OTG prsg (MASH ®©) 


1,129,500, 134% meter loss 


This combo inflicts enough damage to knock out almost any character іп the ga 
downward airdashes, you can whiff an air (B) to make Doom land faster, but it is not necessary. If you do not have three levels of hyper meter by the 


with the OTG-capable air Plasma Beam H hyper combo canceled into air Photon Array for 837,500 points of damage. 


me! Be careful not to- accidentally perform an aerial exchange when during airs ол (Н). (Б). During the 
end of the combo, you can also end it 





AIR (5), LAND, ST. (9 (2 HITS) ОТС, FORWARD SUPER JUMP, AIR O (2 HITS), > © H ==> | 
DOWN-FORWARD AIRDASH, AIR © (2 HITS), LAND, CR. ©, ©, (8) FORWARD SUPER JUMP, AIR ®© (2 HITS), 
© (2 HITS), > © (Н) FORWARD AIRDASH, AIR © (2 HITS) фи + o бл) (MASH &) 

620,100 damage, 6% meter loss 


This combo can be used alter a successful air 8). If you find it difficult to follow air (8) with standing (9) OTG, try triangle dashing forward before performing. standing (Н) to get into а 
better position. | 





(CORNER REQUIRED) AIR ©, © (1 HIT), © (1 HIT), > o © => FORWARD AIRDASH, AIR © (2 HITS), LAND, ST. (D; 
CR. 0, @, © => FORWARD SUPER JUMP, AIR © (2 HITS), > 2 (B), DOWNWARD AIRDASH, LAND, 

ST. @ (2 HITS) OTG, © ===> SUPER JUMP, AIR © (2 HITS), > © ©, © => DOWNWARD AIRDASH, LAND, 

ST. @ (2 HITS) OTG, © => FORWARD SUPER JUMP, AIR © (2 HITS), © (2 HITS), > © O, O 5 

DOWNWARD AIRDASH, LAND, ST. @ (2 HITS) OTG ==> + = > © CS (MASH ©) 
1,044,100 damage, 143% meter loss 


Use this combo on incoming enemies after a К.О. If you think the opposing player may come in attacking, interrupt their attack wilh a normal jump air) inta this damaging combo. E: 
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irn the controller to the neutral position between airs + O and aii © so that you can eliminate any accidental aerial e | 
IFTER TAC) AIR (3) (2 HITS), AIR GJ (2 HITS), 3/2 + ©, AIR Œ (2 HITS), @ (2 HITS) => FORWARD AIRDASH, AIR @ (2 HITS), — — 
м) (2 HITS -ORWARD AIRDASH, AIR (2 HITS) (4) (2 HITS) => FORWARD AIRDASH, AIR ® (2 HITS), @ (2 HITS), © (5 HITS) — — — 
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Notes 
A simplified bread and butter combo. Because X-Factor level 3 can be difficult to contro}, use this easy combo during X-Factor for 
big damage 
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Doctor Doom's 5> + @ Foot Dive is nat only a great way to approach, but also can 
start combos at high altitudes. Attacks following > + @ to continue the combo 
can vary depending on Doam's height. 

M super jump height, cancel Foot Dive into + $24» ‚ air dU) (2 hits), land, 
forward normal jump, air i) (2 hits), air (v) (2 hits), C , land, triangle dash 
forward, st. @ , and proceed with the combo, 

At normal jump height, cancel Foot Dive inta ^ + © , air (B , land, forward 
normal jump, air (9 , air @ (2 hits), @ (2 hits), > +O => % + OD, 
land, cr. (B , ®, © , © , and proceed with the combo. 

If Foot Dive lands on an opponent who is in the air bul below normal jump height, 
cancel Foot Dive іпіо ŭ + DD , land, cr. 8 , (9, O, O r + OG | air 
@ , land, cr. ® , (0), D , Ө depending on your opponent's height. 

I + (D is ever guarded, cancel ino t + ©@ anyway to mount an offensive. 
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Possibly Doctor Doom's best attack in Ultimate Marvel vs. Capcom 3, the air 
© version of the Foot Dive now causes hard knockdown on both grounded 
and aerial opponents, leaving them susceptible to OTG-capable standing @ 
inta a full combo afterwards. Very rarely does the air ЄЎ hit at an angle in 
which Doctor Doom is unable to follow up with an OTG after it connects. In 
cases where your target is too far for you to perform an immediate standing 
@ OTG, it is possible to adjust your positioning by quickly jumping forward 
and airdashing down-forward before attempting a standing © or @). Keep in 
mind that combos starting with air © are more susceptible to hit decay; use 
combos similar to those starting from a throw. 


While air © cleanly stomps nearly anything in its path to allow for free 
combos, it leaves Doctor Doom in a precarious position if guarded. If you 
make contact with air ©) above Doctor Doom's minimum height required for 
an airdash, great; just cancel the air Ө into a downward airdash to quickly 
land on the ground with a substantial amount of frame advantage. If you make 
contact lower to the ground, Doom slowly bounces backwards in a completely 
vulnerable state. You can mitigate this by calling a crossover assist 
simultaneously with the air Ө, or hyper combo canceling into air Photon Array. The hyper combo isn't safe either, so be ready to THC to a teammate afterward. 


You can also use air Ө asa mobility tool, since it descends from high altitudes faster than airdashing down. If used immediately after a high altitude Air 
Photon Shot L, you can touch the ground before the photons do! Follow this up with Plasma Beam H, another Air Photon Shot, or a dash to approach. 
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Air © is one of Doctor Doom's bast attacks, Abuse W 


КОО MINS 


Doom has several options against new characters coming in after their 
comrade is knocked out: 


Against opponents who are coming in attacking, you can utilize a well-timed 
air @ or @ on the way up to combo into air Ө, leading to a damaging 
corner combo. Alternatively, a safer method to counter opposing attacks is 
to use air Û. The range of the beam keeps you relatively safe, forcing your 
competitor to block. If they are hit, you can follow up with air @, Ө after 
landing to continue the combo. 


For foes sho are guarding on the way in, performing a quick airdash down- 
forward to get underneath them for a cross-up © that can be difficult to 
guard. Alternatively, performing a super jump into the corner and airdashing 
Straight dawn into air d) also causes a cross-up due to air W's hitbox. As 
with any cross-up, you can adjust the timing on these setups to fake a Cross-up, 
= as well. 

i ihe opposing player will lose anoiher character! You can utilize Doctor Doom's airdash as a crass-up tool when paired with 

а crossover assist, depending on the timing of the airdash and the type of 
crossover assist available. In addition, calling a crossover assist during a 
guarded combo attempt can pin your opponent down far corner mix-ups. 


Against other airdashing characters, a well-timed air @ or air throw сап stop 
any attempts la ascape. 
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REAL NAME OCCUPATION We 
A Dormammu Despot, Conqueror —— 
ABILITIES: 


‘Among his many abilities are matter transmutation, 
| interdimensional teleportation, size e and и shape 
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“This is biographical, and does пої represent an evaluation of the 
in-game combat potential of this hero. 





ALTERNATE COSTUMES 








Overview 





Chain Combo Archetype 


- = 


X-Factor Boost — — 96 | Damage ^ Speed 


Level 1 (3 teammates remaining) 


Level 2 (2 teammates remaining) 





Level 3 {1 Ieammate remaining) 
The goal when using Dormammu is a little more abstract than usual. Your goal is to create 
opportunities to perform actions unimpeded. In other words, you want to buy time. 


When given time, you can safely pull off tactics with Darmammu that make him much mare 
difficult to fight against: 


Dark Spell points can be stored, giving access to game-altering 
special attacks 


The Flame Carpet can be created, making it a huge risk for 
opponents to attack Dormammu anywhere from the front 


The Stalking Flare hyper combo can be used to completely control 
the match for the next several moments 


Long range cross-ups can be set up using crossover assists and 
Mass Change M 


How do you go about buying time with Dormammu? 


Discouraging the opposing character from advancing with well- 
placed Dark Matter and Liberation attacks, and capitalizing on 
your opponent's moment of hesitation 


Using Flame Carpet, Stalking Flare, or Liberation (Creation Mix) 


Using flight fram super jump height to he able to use Dark Spell 
several times safely 


TUNING SINCE ORIGINAL MUC3 


= Already one of the more powerful characters, Dormammu surprisingly received a host of 

improvements in Uitimate Marvel vs. Capcom 3! These changes make Dormammu inflict 
much more damage with his combos, you can safely hit-confirm his combos instead ol 
making a huge commitment, you can store Dark Spells much more easily and often, and 
use Dark Matter more freely to establish a stronger fullscreen presence! 


On the flip side, Flame Carpet and crouching @ have been weakened significantly, 
lowering Dormammu’s effectiveness in up-close defensive situations. Flame Carpet in 
particular was one of Dormammu’s most dominating tools, so long-time Dormammu 
players have some adjustments to make. 

Dormammu can now perform three-hit chain combos 


General reduction of hitstun scaling across the board 
Dormammu can now cancel # and ~ airdashes into attacks 
basic atlacks push the enemy backwards a shorter distance 
Crouching @ now causes much less hitstun 

Dark Matter is special and hyper-cancelable 


Flame Carpet now disappears when Dormammu gets hit, and it knocks 
competitors farther away when used 


Forward and backward throws now cause hard knockdown state 
_ Dormammu—c: Dark Hole assist now executes 2 frames faster 
2n  Dormammu—f Purification assist now executes 2 frames faster 
Flight mode duration shortened to 100 frames from 120 
Dark Spell can now be performed in the air 
Liberation can now be performed in air 


Liberation (Destruction Mix) now creates the volcano even when Dormammu 
ÎS interrupted, volcano hit now causes hard knockdown, individual rocks 
= inflict more damage, rocks emit later 


- Liberation (Creation Mix) now creates meteors even if Dormammu is 
| interrupted 
`  Ehaotic Flame can now be mashed for additional damage 
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-Ground Special Attack—Launcher 


Attack Set 


Standing Basic Attacks 


Screen Command | Bul Damage Meter Gain Startup Active Recovery АШТАН ЦЕ ТЕЕ Notes 


n Ta |: cin NS д 
Ce fema ae E a БЕ ЕЕЕ EE 


“Nullifies ar and medium priority — 
knocks opponent upward 





Crouching Basic Шш 


Advantage Advantage 


| Screen Command Hits Damage Startup Aclive Recovery on Hit if Guarded Notes 
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Screen Command Hits Damage Meter Gain Startup Active Recovery: E ш Noles 







Nullifies low and medium priority projectiles, 


у [Ө (while standing or gii M 
launcher, not special- ог hyper combo-cancelable 


crouching} 
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Air Basic Attacks 


Screen ТТЕ) ee Meter Gain Startup Active тш ЖОШ ОШ. Notes 
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Air Special Attacks—flying Screen and Air Exchange 


дїг@ causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo. air Ө) behaves mostly like another 
basic allack. Air exchange attacks, performed by inputting a direction plus &), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
aVailable character to continue the air combo. 


Hits Edd Bun Alive EE ДЫР les ae NT ims 


"A 


Screen Command 


= 











Air orm + Ө 

(during launcher combo} ai 

Tags in next available ally while causing ground bounce, 
enerates 1 hyper meter bar 


Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chained fram or canceled themselves. 


“Screen Мате | Command ‘Hits: ‘Damage ШШ ‘Startup | “Active. Recovery | Advantage Advantage y ‘Notes 


-on Hit if Guarded | er TF Spm CEG RE NP НЕ CN з 
Wall bounces adversary, inflicts chip damage, projec tile has | low 
priority durability poit A 

| Creates pool of fire on the ground that lasts 180 frames, only опе 
pool of fire per player can he in play ata time, OTG-capable, inflicts | 
chip damage, nat spacial- or hyper combo-cancelable, Flame Carpet | 
disappears If Dormammu gets hil, beam durability: 5 frames x 1 low 





Flame 
Carpet 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, vou can also use them to preemplively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another, 


БЕЙИ (Command 


Hits || атаб 
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80.000 e RA Hard knockdown 
EMEN 


ge | Meter Gain AR Startup tiva | | Notes RES a Ini 
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Hard knockdown 
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Recovery (this Recovery 


Screen Type Crossover Description Hits Damage jd Startup Active | crossover (other Notes 
| Combination 2 assist) partner) 
Hyper Combo E 
Knocks down adversary, beam durability; 10 
Darmammu-—« | Chaotic Flame | Dark Hole M 122,200 | 1440 frames x 3 low priority durability points 









120,300 | 


Dormammu— B Chaotic Flame | Purification L 
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Spinning knockdown, OTG-capable, beam 
durability: 5 frames x 3 low priority durability 
points = : 
Attack perlormed depends on how many 
EL or Creation points stored 
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Of all of Dormammu's crossover assist types, Dormammu—tv's Dark Hole assist [s the mast recommended: it holds the opposing character in place foraJong-period of time, maxim. ii 


great for offensive characters to maintain their momentum: It can-also bê very useful in certain combos, 


Dormammu— B's Purification is too slow.to be used dafansivaly far the most part. Being OTG-capable 15:2 nice bonus, but it's usually difficult:ta capitalize-on this due to the нетот ави 


launches the opponent to. 


Dormammu- is potentially vary usefulas a crossover assist, giving Dormammu’'s powerlul Liberation attacks to апу character in the game fora single shot. Tn practice, (t's. sinply too 


impractical ta use often. 


Snap/Back 


| Screen Meter 


Command Gain 


Hits Damage Startup Active TES 


on Hit 


у A E> + BE 


meler bar) 


On hil, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also 
locked out for 4 seconds - 


Meter 


screen Name Hits Damage Rain Startup Active Recovery 


on Hit 
Dark Spell: 

Destruction (in 

dro v 

Dark Spell: 

Creation 

(in air ok) 


Liberation 
(empty) 


Liberation E x | 
(Destruction 2) " gi air) 


15 (38 in 


| Liberalion 
| (Destruction 3) 


| Liberation 
(Destruction 1) 





Advantage Advantage 
it Guarded | 


Advantage „М ЕТШЕ в 


if Guarded 


k 





Notes 


Stores 1 Destruction point: lf 3 Dark Spell points 
already stored, then performs Liberation instead. Air 
version does not recover until grounded 


Stores 1 Creation point. 13 Dark Spell points already | 


stored, then perlorms Liberation instead. Air version 


| does not recover until grounded 


Performed with O stored points, knocks down 
opponent, air version teleports Dormammu, is 
invincible from frames 11-24, projectile has 5 low 
priority durability points — | | 
Requires 1 Destruction point, uses all stored Dark 


| Spell points, knocks down rival, air version teleports 
| Dormammu, is invincible from frames 11-24, 


projectile has 5 low priority durability points 
Requires 2 Destruction points, uses all stored Dark 


| Spell points, knocks down foe , air version teleports 


Dormammu, is invincible from frames 11-24, beam 
durability: 6 frames x 1 low priority durability point 
Requires 3 Destruction points, uses all stored Dark 
Spall points, OTG-capable, knocks down competitor 
. air version teleports Dormammu, is invincible from 


| frames 11-24, beam durability: 10 frames x 1 low 





priority durability point 
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Special Moves, 


Screen Name 


Mater 


Damage ‘gain Advantage Advantage 


Command on Hit if Guarded 


Startup Active Recovery 


Liberation 


(Creation 1) 108,300 


TRO 


| Liberation 


(Creation2) VES + O 


Liberation 
‘Creation 3) 


TEN 


Liberation 


(Mixed) ~194 200 


80,000 
Liberation (flame 
(Destruction Чу [2 «n + (2) [variable] pillar) 
Міх] 15,000 (per 

meteor) 


Liberation | 
(Creation Mix) | 


VA + @ 


(in air OK) 


Notes 


| Requires 1 Creation point, uses all stored Dark 


Spell paints, knocks down opponent, air version 
telenorts Dormammu, is invincible trom frames 11-24, 
projectile has 5 low priority durability paints 
Requires 2 Creation points, uses all stored Dark 

Spell points, knocks down adversary , alr version 


ieleports Dormammu, is invincible trom frames 11-24, | 


projectile has 5 low priority durability points: 


Requires 3 Creation points, uses all stored Dark Spell | 


points. On hit, opponent cannot jump for 300 frames. 
Air version telaports Dormammu, is invincible from 
frames 11-24 


Requires 1 Destruction and 1 Creation point, meteors 
inflict hard knockdown on airborne adversaries , OTG- 
capable, air version teleports Dormammu, is invincible 
from frames 11-24, beam durability: each meteor has 
3 frames x 3 low priority durability points 


| Requires 2 Destruction points and 1 Creation point. 


meteors inflict hard knockdown on airborne rivals , 
all attacks are OTG-capable, flame pillar attack causes 
hard knockdown, air version telenarts Dormammu, is 
invincible irom frames 11-24, ground spike has 100 
durability points, beam durability: each meteor has 1 
frame x 1 low durability point 


Requires 2 Creation points and 1 Destruction 

point, meteors inflict hard knockdown on airborne 
competitors , OTG-canable, air version teleports 
Dormammu, is invincible from trames 11-24, each 
meteor has 3 frames x 3 low priority durability points 
Knocks down target, Dark Hole disappears il 
Dormammu receives damage, air version does not 


recover until landing (unless in flight mode), beam 


durability: 10 frames x 3 law priority durability points 
OTG-capable, spinning knockdown, beam durability: 5 
frames x 3 low priority durability points 


Activates flight mode, flight mode lasts for 100 
frames, activating flight while already in flight mode 





| cancels flight mode, has 0 recovery 


Dark Spell: Destruction: Using Dark Spell: Destruction stores one 
destruction point, up to a total of three Dark Spell points. Attempting 

to store another Dark Spell while already having three points makes 
Dormammu automatically use Liberation instead, using up all of the points. 


Visually, storing Destruction points causes Dormammu's hand to radiate with 
red flames. Having more Destruction paints increases the size and intensity of 
the flames, 50 you can use that as a visual indicator of how many Dark Spells 
points you have stored. Additionally, the total number of Dark Spells stored 
affects Dormammu's head flames, causing them to grow larger! 





New to Ultimate Marvel vs. Capcom 3, Dark Spells can now be used in the air! Performing Dark Spell in the air is actually 
slower, since it leaves Dormammu vulnerable all the way until he reaches the ground. However, when combined with flight 
mode, this is a major addition to Darmammu's toolset; during flight mode Dormammu can use Dark Spell up to three 
times and still drop down safely! 


Liberation (empty): Liberation attacks 
cause Dormammu to release all Dark 
Spell points currently stored. New to 
Ultimate Marvel vs. Capcom 3, Liberation 
can be performed in the air! This makes 
Dormammu teleport back dawn to the 
ground before releasing all the Dark Spell 
points accrued. 


When no Dark Spell points are stored, 
using Liberation causes Dormammu to 
attack with a spherical blast around his 
body. Surprisingly safe if guarded, this is 
the preferred way to use air Liberation as a teleport to the ground. Air Liberation (empty) 
irom directly above your competitor is a surprisingly good way to begin an attack. 











Creation: 
The 
alternate 
version of 
Dark Spell 
stores one 
Creation 
point to 
access the 


Creation line of attacks, along with causing blue flames to 
show up оп Dormammu's other hand. 


Liberation (Destruction 1): Using 
Liberation with one Destruction point 
stored changes the attack to create a small 
explosion in front of Dormammu. While 
it's generally better to just save up for 
better attacks, Liberation (Destruction 1) 
is best used in the air as a quick way to 
teleport back to the ground and counter 
forward movement from your adversary. 
Hitting with this explosion allows you to 
easily verify the hit and cancel into Chaotic 
Flame for a quick combo. 





Dark Spell: 
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Liberation (Destruction 
2k With two Destruction 
points, Liberation creates 
a larger explosion that 
knocks the target farther 
across the screen. It has 
mostly the same usage 
scenarios as Liberation 
(Destruction 1). 





Liberation (Creation 1): Storing a single 
Creation point causes Liberation to create 
a spike on the ground with essentially 

the same usage scenarios as Liberation 
(Destruction 1). Typically, your first Dark 
Spell point should always he a Destruction 
point because this move and tha rest of the 
Creation attacks are rarely used. 

























Liberation (Creation ЗЕ Requiring three 
Creation points, Liberation (Creation 3) 
covers the entire ground area with an attack 
that causes zero damage but places a unique 
temporary status effect on your target— 
manually jumping cannot be performed at all 
for 300 frames. While this seems powertul 
in theory, the actual application of this 15 
limited due to the short length of time of the 
status effect. It’s generally best to save up 
your Dark Spall points for the other three- 
point options instead. 


Liberation (Destruction 
Mix): A mix of two 
Destruction points and 
one Creation point allows 
Dormammu to create an 
ÜTG-capable eruption from 
the ground that spews 
DTG-capable meteors in 
random directions irom 
the tip. Primarily used to 
add a ton of damage to 
Dormammu's combos 
when super jump-canceled 
fram the ©) launcher, 

the eruption and almost 

all of the meteors hit your 
competitor simultaneously and drag the opponent down, allowing you to continue the 
combo afterwards! 


Dark Hale: This move creates a vortex in an ШҮ 
area of the screen corresponding to the button Еш 
pressed: (B creates a Dark Hole directly in == 
front of Dormammu, (V) places one at medium = 

range, and @® creates a vortex almost all the 
way across the screen. It should be noted that ENS 
Dark Hole Н does not actually make contact 
against most characters who are all the way 
across the screen; for that, you have to use 

Purification H. 


Dark Hole is faster and can be hit-confirmed into Chaotic Flame, but other than that, itis 
almost always better to use Purification attacks for the same purpose. Purification covers 
the entire vertical length of the screen and leaves your rival floundering In the air, while 
Dark Hole can be jumped over and allows your opponent to safely around recover toward 
Dormammu if hit. 


Dark Hole has a small amount of frame advantage if guarded, but if Dormammu gets hit 
while a Dark Hale is in play, it immediately disappears. 


You can perform Dark Hole in the air, but its usefulness is questionable; Dormammu is 
completely vulnerable until he reaches the ground after using the attack, and cases where 
you would use an air Dark Hole aver a Purification are rare. 


Liberation (Destruction 3): Loading up 
three Destruction points gives Dormammu 
access to a fullscreen explosion, hitting 
nearly everything below super jump height! 
While noticeably slower than the one or 
| two-point versions of this attack, Liberation 
« (Destruction 3) covers a much larger area 
and allows an easy juggle into Dark Hole H 
6 before tacking on the Chaotic Flame. 


When Destruction 3 is primed, you can counter most attempts from opposing players to 
close the distance against you, as well as most projectiles, completely on reaction. Having 
this tool can completely change the tempo of a match because your opponent usually 
shifts gears to try to bait you into using the explosion at the wrong time. 


Liberation (Creation 2). Having two 
Creation points creates a row of three 
spikes оп the ground, but it still has 
the same usage scenarios as Liberation 
(Destruction 1) and (Destruction 2). 


Liberation (Mixed): Having an even split 
of one Creation point and one Destruction 
point allows Dormammu io create a small 
meteor shower to fall in ihe entire area 
directly in front of him, creating a solid 
defensive wall. Of all of the Liberation 
attacks that require two Dark Spell points, 
Liberation (Mixed) is generally the most 
useful to have. 





Liberation (Creation Mix}: 
Requiring a cocktail of 
two Creation points and 
one Destruction point, 
Liberation (Creation Mix) 
creates a much larger 
meteor shower that 
potentially covers the whole 
screen, buying a lot of 
time while simultaneously 
attacking your adversary 
with chip damage. 


The meteors strike areas 
completely at random, 

so while they typically 
interrupt an opponent hitting 
Dormammu and allow for a retaliatory combo, this just isn't always the case. 





Purification. The OTG-capable Purification 
is the foundation of Dormammu's 
fullscreen control. It creates a pillar that 
extends across the entire vertical length 

of the screen, placed in an area dependent 
on the button pressed in а manner similar 
to Dark Hole. The @ version actually 

can make contact with an adversary from 
fullscreen, 


As opposed to relying on it for the purpose of inflicting chip damage against your rival, you 
should instead use Purification with the mindset of restricting forward movement. A wall- 
placed pillar cuts aff an entire section of the battlefield whether your foe is on the ground, 
at normal jump height, or at super jump height. 


The OTG-capable Purification is also а major component of Dormammu s combos—nearly 
every combo ends with an OTG pillar hyper canceled into Chaotic Flame. 








ў 
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Mass Change: Dormammu teleports to Flight Due to the newly air-enabled uU - f 
an area relative to the opposing character versions of Dark Spell and Liberation, flight da / = 
based on the button pressed: @ puts mode has a much more prominent role in 4 E = 
Dormammu in the air above and in front of Dormammu's gameplan in Ultimate Marvel - FA 
the target, @Л) warps him above and behind vs. Capcom 3; all of these factors cambined p | 
his foe, while @ places him directly above allow Dormammu to super jump high into За 5i 
his attacker. the air, activate flight mode, store three D | 
Mass Change M is one of Dormammu's x He poms then still remain safe on ү | 
most important assets because it allows ей one A nde t м, 
him to quickly get behind his adversary at As a result of this, the duration of flight Lo ES. NN 
relatively low risk. This is great both for mode has been reduced by 20 frames in the 
fullscreen cross-up offense using crossover current game. This prevents Dormammu 

assists or Dark Matter, but you can also employ it defensively to evade an incoming from activating flight mode at the peak of super jump height, flying higher out of enemy 

attacker while simultaneously getting away from the corner. reach, then storing Dark Spells with relative impunity. 


The @ version is primarily used a mix-up to the @) version, keeping Dormammu in front 
of his competitor. It's also the only version of Mass Change that keeps Dormammu within 
range to easily attack his rival, making it ideal for countering projectile-based characters. 


You can perform Mass Change in the air, as well, further increasing Dormammu's general 
evasiveness and unpredictability. 





“Hits | Damage | ‘Startup | Alle ‘Recovery Ad antage ‘Advantage. Note ote 


















Knocks down оролен, beam durability: 30 Irames 
x 1 high priority durability point, can be mashed tor 









Chaolic 







281,400- | 











uM 
| | | A 
E 












| d D d. j k 

f سب‎ naim | additional hits 

stalking Projectile homes in on adversary, disappears if 

( 256,300 Dormammu gels hit, dogs not expire aver time, beam 


xi: | durability: 20 frames x 5 high priority durability points 


Invincible during frames 1-38, OTG-capable, hard 
knockdown, beam durability: 5 frames x 5 high priority | 
durability points 














Dark coy ùU + OG 


atk 400,000 
Dimension (level 3 hyper combo) 

















L ‘Stalking Flare: This hyper compo: cred tas f slow-moving Dark Dimension Jormammu's level 3 hyper combig 
WESS wee cig tee homing proje atile that re Т secl folloy SS tanet unt isnot only invincible. but it's ЕП: TG capable! This 
. can be used on reaction to coun O ea ost I makes contact; it does not expire overtime. For most Makes шн үн General use, as Well as TON tacking 0 

















riers aT aware! 


There is a treme ndous: amount OF араара таваа 
frame 28 OT | the Stalking as larg [ГИ]: н ШИП аа! should 


E “anti-everyth ing“ attack! Try using i tto nuke both [р th Габ! rs чуп Oto avoid the Stalking F "lare 1S a POMHESS anugeameurnt OF unscaied damage atthe end ога long 
E mesg pass Point and d cro ossover assist characters: СЕ avor it - tyr Weal ү Ponty poss ible with lelaports or with к Ater Dormammu welcomes nis competitor tohi 
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fu EU Pon E Flare is in play completely negates the projectile O7G-capable Liberation and combo into a Chaotic Flame 
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E generally limit its i use | lo aS whe Uf Adversary 
ve Mi | Quz V At nol move fore Purification 
eR aar eder aie ДЫ. х, ы pillar, during Tk 1С ЧЕТИ гай te or Koc King c OUL ONE Of ThE 
5 pn UE eat ор ponents 5 Сага tiers, 
Ў: PEE eae ы "ОЛЕН Once Stalking Flare IS Salely in pay. it Guys you a huge 
LESE TEA EUM ESL. amount of timê to do whatever you like: store some Dark 
: КЕ ас. Spells, safely tag іп а teammate, call a crossover assis 
н Soe E | "ало Mass Change М behind the opposing characte er WF 
nuca DE 3 Se Neh ен x x | БЕН? even rev up another Stalking Flare! Adversarias fruities 
taa Mn S каЙ ep trying J to avoid the Stalking Flare just give you more time 
AVES MED ЕК ЫЛЕ AT. it's generally more prudent for them to just suck it up апо 
c 9:22 are К We КАО eee quick ly take the chip damage 











Most character match-ups with Dormammu 
involve the opposing character being the 
aggressor trying to close the distance, while 
Dormammu is used to keep them away to 
buy time. 


What should you be buying time for? The 
major examples are: 


—— ж... 


Flame Carpal now disappears if Dornamunu gets hit, 
sû be careful nat to leave him open to an obvious 
aerial апас, 


To lay down a Flame Carpet, 
completely closing off 

the ground route for your 
adversary 


To store Dark Spells, 
increasing your options and 
damage output 


To set up a cross-up mix-up 
using Mass Change M ar H 
in tandem with either Dark 
Matter or a crossover assist The new cancelable properties of Dark Matter greatly 
ii Increase is rale in Dormammu s qamenian. 

To allow crossover assists to 


recharge 


ah в, 
To pressure your rival with Bis er 
Purification attacks to inflict 8 = 
chip damage NE r 
To get Stalking Flare into ub | ET 
play, attacking your opponent зр. е | E 
while buying more time gsm m AINE. 


Super jumping into the air, activating flight mode, 
than staring multiole Dark Spel! paints 15 a real pain 
far any competitor to deal with, 


The priority order of the above items 
fluctuates depending on several factors 
in a given match: the distance between 
Dormammu and the opposing character, the distance from the corner, the crossover assists 
available, and the amount of Dark Spell points stored are several factors you should be 
accounting for when making a decision. 


Dark Matter G> + @ ) and Purification comprise the backbone of Dormammu's ranged 
keepaway options. Tossing out Dark Matter ensures that your opponent must take to the 

air to advance forward, limiting their movement options. Immediately after the Dark Matter 
projectile is created, cancel into a Purification pillar placed directly in front of your rival. 
This is important—inflicting an insignificant amount of chip damage is much less valuable 
in the long run when compared to the time you earn by restricting forward movement. Once 
your adversary becomes hesitant to move forward for fear of running inte a pillar, learn to 
recognize this and capitalize on it, and instead store Dark Spells and create Flame Carpets 
with the time that you have earned! 


If the opposing character is hit by a Purification pillar, you should try to predict which 
direction your adversary will try to air recover in. If they air recover forward, cut them off 
with a Purification placed in front of them, or simply lay down a Flame Carpet if their aerial 
movement options aren't strong enough to get behind Dormammu. If your foe air recovers 
backwards, you've earned yourself a huge chunk of time to play around with; store a Dark 
Spell, plop down a Flame Carpet along with a crossover assist, then plan your next move! 


Dark Matter becomes much more potent when used in tandam with a long range crossover 
assist: simply press G> + (D * to send out multiple threats on the screen at 
once! Depending on the assist used, this gives you much more flexibility on viable options 
for canceling the Dark Matter projectile into: Dark Spell, Mass Change M to cross up your 
opponent, Stalking Flare— the possibilities really start to open up! 


Flame Carpet has been significantly weakened in Lifiimate Marvel! vs. Capcom 3: it now 
disappears if Dormammu gets hit. This means that you can no longer act as if Dormammu 
is nearly invincible standing behind it, landing a huge combo from any attempt your 
competitor made to attack you. Flame Carpet is still an essential part of the Dormammu 
gameplan—it forces your adversary to take to the air їо approach Dormammu, slowing 
them down and forcing them into a more predictable movement pattern. As long as you 
don't commit to anything that puls Dormammu ina situation to be hit by aerial attacks, this 
successfully buys you time! Opponents who can't get behind the Flame Carpet typically 
have to use projectiles to attack, jump into it while guarding, or simply wait it out. When 
your foe resorts to projectiles, counter by dropping on top of their head with Mass Ghange 
H. If successful, this leads into Dormammu's massive new combos! See the Combo Usage 
section for details. Jumping into Flame Carpet while guarding is a bad idea, since it lets tha 
Dormammu player get away with anything: air throws, setting up a triangle jump air 
overhead, setting up a cross-up using both a crossover assist and Mass Change M— all of 
these options are difficult to defend against and lead inta big damage if successful! Trying 
to wait out the Flame Carpet is great for Dormammu users also: it gives you all the time in 
the world to do whatever you want! 












Dark Spells are an easy, low-commitment thing to spend your frea tima on. When faced 
with the decision of storing Creation or Destruction points, it all depends on what you re 
trying ta accomplish. You can't go wrong with storing Destruction points exclusively; all 
of the Destruction attacks are useful, and Liberation (Destruction 3) gives you access to a 
fullscreen attack that can be easily verified into a combo. Having Liberation (Destruction 
3) locked and loaded allows you to counter nearly everything your adversary can do on 
reaction. This forces your opponent to completely shift their focus to baiting you to use 
the explosion as they advance toward you while guarding. This sort of passive play results 
in (you guessed it!) more time you've just earned for yoursell! Most commonly, your 
competitors simply try to jump toward you while quarding to try to coax out the explosion, 
treat this situation the exact same way as you would if you had a Flame Carpet out. 


Liberation (Destruction Mix) has a much more specialized role. Save up for the volcano 
when your aim is simply to inflict massive damage the next time you land a clean hit on your 
foe. Having a volcano in your back pocket makes it very possible to take out most characters 
in a single combo; check the Combo Usage section for details. 


Liberation (Creation Mix) is great for more defensive-minded play, as it's essentially a 
Flame Carpet that covers the whole playing field! Once the meteors have been summoned, 
your adversary typically has no choice but to quard until the meteors have finished raining 
down. This lasts for a quite a while, and it usually allows you to store another two Dark 
Spell points! If your opponent hits Dormammu after you've summoned the meteors, they 
generally get snagged by a few rocks, which allows you to convert that into a combo. 

This isn't 100% consistent, however; the meteors land in completely random areas on the 
screen, so it's possible for your competitor to connect a full combo on you while escaping 
unscathed, especially if the combo involves a lot of forward movement. 


An addition to Ultimate Marvel vs. Capcom 3 makes it much easier for you to find time for 
Dormammu's Dark Spell. He can now store them in the air! But keep іп mind that simply 
jumping into the air and storing a Dark Spell generally isn't а good idea—Dormammu is 
completely vulnerable all the way until touching the ground, making this method much more 
time-consuming than normal. However, super jumping into the air and activating flight mode 
at the peak of the super jump allows you to quickly store three Dark Spells and still drop down 
safely! Since Dormammu is a huge threat with three Dark Spell points, the opposing player 
must make an attempt to stop you. If your opponent is trying to wavedash forward iirst, you 
can surprise them storing a Dark Spell, then teleporting Dormammu back down to the ground 
with Liberation, If your adversary runs into any of the Liberation attacks, you can easily verify 
the hit and hyper combo cancel to Chaotic Flame! The other main counter to encroaching rivals 
is to simply use Mass Change M to evade them, than reestablish your defense, 
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(айс Flame is incredibly fast; using it immediately 
after advancing guard can net you some free damage 
it your appanant likes {а perform ful! chain combos 
against guarding oppanenis! 


Crouching M hasa massive hitbax, making tt perfect 
for anii-airs ff given enough time. 


When an aggressor manages te get close, you have stronger options than Dormammu's 
slow speed would imply. Crouching has a huge displaced attacking hithox above 
Dormammu, making it one of the very few basic attacks in the game that is a truly reliable 
anti-air if performed slightly early. The hitstun on crouching (V) has been drastically 
reduced in Ultimate Marvel vs. Capcom 3; it used to be possible to easily verify that it hit an 
opponent before canceling into an © launcher for a combo. While that anti-air combo is 
still possible, you must immediately commit to it for it to work now. If your rival jumps Into 
the crouching and guards, they'll be able to easily punish the launcher with a full combo; 
only execute the launcher if you are absolutely sure that this won't happen! 


As an alternative, you can chain the crouching (М) to standing @ and cancel to Purification 
L. The pillar does not actually combo the target, but it does prevent them Irom doing 
anything but guarding after the standing ІН; hit. This leaves your foe in the air above you 
stuck guarding, perfectly setting up an air throw! If your opponent expects the air throw and 
tries to break it, simply perform anti-air with crouching WY again! 


As with most characters, relying on air throws is another solid way to counter air-based 
approaches with Dormammu. Jump forward and press) + ©; if you get the air throw, 
great! If an aerial (D attack comes out instead and makes contact with your opponent, 
perform a delayed chain inta air Ө: if the air @ hit your adversary, you'll be able to follow 
up with a full combo for huge damage; see the Combo Usage section for details, If the air 
(@® is guarded, the opposing character must also guard the air Ө on your way down. This 
gives you a lol of frame advantage to work with; call a crossover assist and cross your 
opponent up with Mass Change M! 





When you are unsure if your rival is going to 
approach by the ground or air, simply sticking out 
the @ launcher is a strong option. Like crouching 
(un. the launcher has a huge displaced hitbox 
covering the area directly in front of Dormammu, 
making it very likely that it can beat whatever your 
adversary is trying to do. Follow up with a combo 
for a huge chunk of free damage! 


Previously, Dormammu only needed enough time 
io just get the Flame Carpet in play; if the opponent 
hit him afterward they'd still get fried by the Flame 
Carpet and allow you to land a combo. This doesn't 
quite work anymore, making the Flame Carpet a 
much lass attractive option when your competitor is 
within striking range. 


Instead, try using advancing guard to push the 
opponent away, then immediately using Chaotic 
Flame. If your rival committed to performing a full 
guarded chain combo against you, the Chaotic 
Flame catches them while they are whiffing the next 
attack in their chain. Learn which attack patterns 
your opponent is using that can be punished this 
way, and take your free damage! 


Another option is to use Mass Change M to get 
behind your adversary whenever the opportunity 
presents itself. Evade an incoming attack with Mass 
Change M, airdash down-back to get Dormammu 
back onto the ground quickly, then reestablish your 
defense! 


Super jumping into the air is a relatively safe option 
and from there, you can activate flight mode at 

the peak of the jump. Once activated, increase the 
distance from the opposing character by repeatedly 
canceling up-forward and down-forward airdashes 
into each other to travel across the screen, then use 
air Ө to quickly drop down. 
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All of Dormammurs basic allacks besides (5 can nullily projectiles. 
Lise this to buy some time when being overwhelmed from alar! 


Dormammnu's long range attacks are slow and poorly suited to a firefight against other projectile-based characters. These character 
match-ups can create a situation where you can be overwhelmed from across the screen with the rapid output of projectiles that 
some characters can manage. Using Chaotic Flame is a simple way ta gain the upper hand in these matches, since most likely, vou 
won't have an infinite amount of hyper combo gauge bars to work with, If you do, stop cheating! Dormammu would never cheat! 


The simplest counter to projectile usage is ta just drop on your opponent's head using Mass Change Н. If successful, you'll be able 
to land a whole combo and possibly take out the opposing character in one shot. Use this judiciously, though: this is the expected 
behavior for a Dormammu user, and experienced players can typically counter with an air throw that leads into a combo, 


Another тоге stable answer is to simply super jump into the air, activate flight mode, then store three Destruction paints. Having 

access to Liberation (Destruction 3) at the ready almost forces your rival to stop tossing projectiles; if they don't, just nuke them! 
staring Dark Spell points from up in the air is something that most ranged characters have a lot of trouble dealing with, outside of 
simply caming after you. This will usually be much more in Dormammu's favor! 


some characters do have a strong answer to Dark Spell hoarding fram above: Ryu, for example, can simply super jump along 

with you and use air Shinku Hadoken. In these cases, you'll have ta do something that requires considerably more finesse: use 
Dormammu's basic attacks to buy yourself some time from across tha screen! All of Dormammu's basic attacks besides @ have 
the special property of being able to nullify projectiles. Standing WM is best for this purpose due to its quick speed and generous 
amount of active frames. Call a long range crossover assist simultaneously with the standing V) attack to protect their entry, 

as wall. Upon successfully nullifying a projectile, cancel the standing (MJ into a special attack to capitalize on the time earned: 
counterattacking with Dark Hole H or Purification H generally interrupts anything an opposing player tries, while canceling into Dark 
Spell: Destruction gets you one step closer to having access to a malch-altering Liberation (Destruction 3). 


|. (OPPONENT CLOSER THAN HALFWAY TO CORNER) CR. (D, ©, ST. O, > o (B) ex» «4 e ©, AIR €), LAND, 


FORWARD JUMP, AIR ©, ©, ©, LAND, CR. ©, ©, © => SUPER JUMP, AIR, ©, ©, @, ©, LAND, +4 u Мусу: 


m MASH ® 
738,100 damage, 6% meter gain 


Dormammu's new abilities of three-hit chains, cancelable Dark Matter, and mashable Chaotic Flame allow him to inflict truckloads of damage in UMvC3, albeit with a higher level of 
execution required. Dark Matter combos require constant awareness of the opposing character's distance to the corner, requiring one of three follow-ups to Dark Matter depending on that 
distance. If you're ever unsure, just omit the Dark Matter and use the reliable Combo VII instead. 


Cancel Dark Matter into Mass Change M as soon as the projectile hits your rival to create the proper timing. After the Mass Change M, hil your competitor with air (H) as late as possible to 
give yourself enough time for the subsequent normal jump and air w. You can also just omit the normal jump air DO, © ii that makes the combo too difficult. 


Crouching U goes right over many crouching characters: you can omit it from the initial hits entirely if you're not positive that the crouching (L) will successfully hit. If guarded, you can 
still salvage the situation with a strong set-up—simply call a long range crossover assist simultaneously with "® < (Н). then cancel into Mass Change M ог Н fora cross-up mix-up, If 
по assist is available, you can still cancel to Mass Change H to continue the offense, but an alert adversary can easily counter with an air throw. Canceling Dark Matter into Dark Spell or 


Purification is usually the more prudent option. 
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I]. (AGAINST CORNERED OPPONENT) CR. (D, ©, ST. (B, + © (B) ex» 4 v « o ©, AIR ©, (9), ©, LAND, 


JUMP FORWARD, AIR ©, @, ©, LAND, CR. ©, ®©, © ==> SUPER JUMP, AIR, ©, ©,@, ©, LAND, » V « o (9 ex 
+ ч c6. MASH @ 


755,400 damage, 19% meter gain 


The corner variant of Dormammu's new combo inflicts even more damage, using Hight mode to get an additional aerial chain. The distance requirement to the corner for this combo is fairly 
ganeraus—even if your attacker is a fair distance away from the corner, you can still perform the combo by simply flying forward after the flight cancel. 





Mass Change H is a iigherise bul high-reward counter fo projectile attacks. — | 
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700,500 damage, 14% meter loss 


Considerably more difficult than the other two variations of the combo, this combo requires you to cancel Dark Matter into Mass Change L with an unintuitive timing: immediately before the 
opposing character is about to hit the wall. After Mass Change L, immediately airdash down and press (Н) to lift your challenger before they hit the ground. 


I. (OPPONENT IN AIR, CLOSER THAN HALFWAY TO CORNER) AIR ®©, ©, LAND, CR. ©, ST.@, > ù (Н) ex^ «Vae o U, 
AIR ©, LAND, CR. 0, (Н), S ex» SUPER JUMP, AIR, ©, ©, 9, (S, LAND, >» $ а с © => $ф щ >» c 659, MASH 6» 
766,700 damage, 35% meter loss 


An air-to-air combo that also doubles as an air throw attempt and pays huge dividends if it hits! Like the above combos, the most optimized combos in this situation involve Dark Matter, 
which require an awareness of your opponent's distance to Ihe comer. 


I, (OPPONENT IN AIR, CLOSER THAN HALFWAY TO CORNER) FORWARD OR BACKWARD AIR THROW, 
AIRDASH DOWN-FORWARD, LAND, ST. (Фф, > à Qe « & у 2 (D, AIRDASH DOWN, AIR ©, LAND, 
CR. 0, 0, © => SUPER JUMP, AIR, ©, 0, 0, ©, LAND, >¥ « & OS V w- c GS, MASH €» 


565,800 damage, 15% meter loss 
This air throw combo only works when you air throw the opponent from over Dormammu's airdash height restriction. which is almost at the peak of his jump: 


lf the air throw was performed too low to the ground, the simply use Purification Mto Chaotic Flame: it still results in a solid 420,500 damage! 


Uf. CR.©, ©, &, S ex» SUPER JUMP, AIR®, ©, €, ©, LAND, >» ¥ м c Oc # щ > с CD MASH 69 
632,100 damage, 40% meter loss 


A much easier combo than Combo |, 11, and Ill, it doesn't require any fancy re-jumping ог spatial awareness. It's also great for online play in sub-optimal conditions! 





One of the greatest assats Dormammu can have is a crossover assist who fires 
a beam projectile, like Doctor Doom—« or Iron Man—ce. This gives you an 
incredible tool; the ability to put your opponent in a cross-up mix-up whenever 
they're on the ground! Simply call the assist immediately before performing 
Mass Change M or Н: if the beam hits your rival, you'll be able to capitalize 
with a full combo! See the Combo Appendix section for details! 


There are a number of common situations in which you can easily set up this 
mix-up: 
Perform a guarded chain combo to standing (D, use Dark Matter 
and crossover assist simultaneously, cancel ta Mass Change M 


While your adversary is worrying about Flame Carpet or 
Liberation (Destruction 3) 


After forcing your competitor to guard Stalking Flare 
As your opponent is coming down from a jump 


LS 


The only really reliable way for the opposing character to avoid this mix-up 
is to stay in the air, above the beam. Be ready to anti-air with crouching @ 


or air ( (which is also an air throw attempt). If your adversary is landing 
farther away, simply time your beam cross-up mix-up to hit as they land! 
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I! your adversary uses their X-Factor before you do, a huge window of b 


opportunity comes up—if Dormammu defeats the second character on | 
their team, he can set up a multitude of Stalking Flare projectiles that the 

Opponent cannot avoid. With the additional damage of level 3 X-Factor, each a | E: 
Stalking Flare guarded resulls in 216,000 points of chip damage. If you have She ME 3 
enough hyper combo gauge bars to burn, you can stack a hunch of Stalking 
Flares on top of each other for an unavoidable К.0. before your rival even 


touches the ground! 


When finishing off the opposing player's second character in a combo, end 
the combo by hyper combo canceling Purification into Stalking Flare instead 
of Chaotic Flame, then immediately activate X-Factor and perform another 
Stalking Flare. Try to get as many Stalking Flares as you can into play 
before your competitor's final character comes in. The first projectile roams 
| over and hangs out directly in front of whare the final character will spawn, 

It your opponent has used Mair X-Factor already, Dormammu with level 3 X-Factor cart gel a nearly guaranteed Bron ева 16 guara порою Merey me rest ofthe Stalking Flares Па " 

K.O. using multiple Stalking Flares! оп the opponent's character while they are guarding the first, resulting in a 
ridiculous amount of unavoidable chip damage! 





COMBO APPENDIX 


GENERAL EXECUTION TIPS 


Hyper combo cancel the final OTG Purification in a combo within its first one to two hits to reliably get the Chaotic Flame to hit 
Slightly delay the air © in any normal jump chain to give Dormammu more time to reach the ground before his adversary 


(AGAINST CLOSER THAN HALF-SCREEN TO THE CORNER) CR. (D, ©, ST. (Н), > > (H) Ex « V у о U, AIR (S), LAND. CR. (B), (S) ec» 
SUPER JUMP ==> фи 4 0), Qe SUPER JUMP, AIR, 0, 00, (80, (S), LAND; + & x 2 em Y aS 269, MASH 


Notes 


TTI 





i^^ Damage Z 
Requires 2 destruction points, 1 creation point. Jump-cancel Ihe © launcher into Liberation b ami F2«nVs e 886,300 damage, 59% meter gain 










(AGAINST CORNERED OPPONENT) CR. (0), ©, ST. (®, > c (Н e^ 4 ue « С (S), AIR, O ©, LAND, JUMP FORWARD, AIR ©. O (5), 
LAND, CR. (9), © ==> SUPER JUMP e^» 4 ¥ @ 3 (Н), (S) ==> SUPER JUMP; AIR, ©. (07 (Н), (5), LAND, > Vx <> (л) E 
Vw om. MASH Ө 


Notes » d | 3 Damage 


Requires 2 destruction points, 1 creation point. Super jump cancel the € launcher to Liberation before Dormammu leaves the E 
ground. Slightly delay canceling the crouching @ to Ө to ensure that your target is low enough for Liberation (Destruction Mix) | 940,900 damage, 91% meter gain 
lo hit 










MES, «x 2 0, ДІВО), LAND, Ones e (HE «Vut © (1), DOWNWARD AIRDASH, AIR (B), LAND, CR. 0, Н), (S) c» 
SUPER JUMP, | AIR@,@,@,@, LAND, & щ Oo (9 Ex Vw o 9. MASH 6» 


Noles — aeu Jes SA nae | Damage | 
Combo from cross-up beam as sist using Doctor Doom—ce | |! 356,100 damage, 3% meter loss 





(OPPONENT CLOSER THAN HALFWAY TO CORNER) CR. O, 0, ST. (6), > о (н) e» «e V va, AIR), LAND, FORWARD JUMP, AIR (0, (H), 
(©), LAND, CR. ©, ©, © ==> SUPER JUMP, AIR, ©, 0, (8), ©), LAND, > + x о "ow eS ow c me). MASH | 


Notes _ Damage 









4-bar combo using Dark Dimension | | [1,134,400 damage, 294% meter loss 


фи = о (9), a СЕЕ MASH 69 


Notes Wy Spear ye TEE N HATES — €: = 








Requires 3 Dark Spell points, fullscreen combo from any Liberation (Destruction 3) hit 460,500 damage, 63% meter loss 





(OPPONENT CLOSER THAN HALFWAY TO CORNER) > © © = «Vx © ©, AIRDASH DOWN, LAND, V * ж > uri # м» +S 


Notes ШЕ: 
Combo from cross-up Dark Matter E = 444,700 damage, 79% meter loss 
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“HULK SMASH! HULK WIN! 
HULK THE STRONGEST!” 














Bio 
REAL NAME OCCUPATION 


Bruce Banner Former Nuclear 
Physicist 
ABILITIES 1 A 





As Banner, h Henius-level intellect. As fhe 
Hulk, he is ong 0 the e maii powerful beingsestin- — 
the planet. His bod, le s withstan EVEN fie 
most extreme cond 


WEAPONS =< 


None 


PROFILE 
A genius scientist, Bruce accidentally absorbed 
huge amounts of gamma radiation during a bomb 
test. As a result, when his anger or negative 
emotions reach a boiling point, he transforms , 
into the green- -Skinned Hulk, complete with 
incredible power that sets the standard ar 
a strength. 


FIRST APPEARANCE | 


The Incredible Halk #1 11982) 2 | 
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*This i$ biographical, and. does 
in-game combat potential of thi ii 


ALTERNATE COSTUMES 





ССИ 1,200,000 
Chain Combo Archetype __|2-Hit Limited 
X-Factor Boost Damage 


Level 1 (3 teammates remaining) 140% 


Level 2 (2 teammates remaining) 170% 





Speed 





| Level 3 (1 learmmate remaining) 100% 


Hulk's main strength lies in his ability to plow through his opponent's attacks with his numerous 
super armor-enahled attacks. As such, your goal When using Hulk is simple: get within striking 
range of his fearsome standing (H) attack! 


What's so great about being in range of standing (DE 


Standing @ covers a large portion of the screen and has super armor 
properties to muscle through the opponent's attacks, often hitting both 
point and assist characters and leading into a damaging combo 


If the other player is wary of standing (9 they will behave much more 
passively, opening up opportunities to catch them with Hulk's long 
range Gamma Tornado throw attacks 


Opponents that run away from Hulk's mix-up of standing @ and Gamma 
Tornado will often voluntarily run straight into the corner 


If Hulk is so big and slow, how does one maneuver him into position to threaten with standing H) 


Pestering them from afar with Gamma Wave H, coaxing the opponent to 
voluntarily move into Hulk's desired range 


Calling long range crossover assists while dashing forward or using 
Gamma Charge | 


Paliently dashing and jumping forward while guarding attacks, 
attempting to push the enemy hack into the corner 
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T Vm $. Capcom 8 allow him io dt OVER 
FEE a mma Ci пом wall bounces the enemy, adding а 
ccr aR Rae ЕНЕД ‘combo, | шк can easily inflict more 
combo bar! — | 

harge now has super armor properties 
in opponent with projectiles. Gamma 
ellance on long range crossover assists 
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harga (Anti-Air). 
ed from 27 to 14 
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\ir) now wall bounces opponent 


> © ©: an attack that has armor 
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5, Starting from frame 9, also 
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Standing Basic) ET 


-— Command EH i Meter Gain Startup Active Recavery “on Hit. Guarded 









1 hit of super armor during frames 6-18, 
ground bounces opponent, hard knockdown 


Crouching Basic AttacKs 
Screen Command Hits Damage Meter Gain Startup Active Recovery үе Avantage Il Notes 


_1 соот. | 1 [58000 | # | = mE iE alta 
ИПИ Т EE E ПЕШ БЕШ ; 
Crouching @ 800 


Ground Special Attack—Launcher 


Screen Command Hits Damage  MeterGain Startup Active Recovery  "dvantege Advantage i 


on Hit Guarded | 
Launcher, not special- or hyper combo- 


© (while standing or 
cancelabie 


crouching) 


AAIR Basic Attacks 


Advantage Advantage if Notes 


Screen Command Hils Damage Meter Gain Startup Active Recovery on Hit Guarded 


Overhead attack 


Overhead attack, staggers grounded ioes Tor 
| 49 frames 
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Air Special Attacks—Flying Screen and Air Exchange 


Air(S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air 9 behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plis (&), are only possible during a launcher combo, Exchange hits initiate team aerial combos by tagaing in the next 
available character to continue the air combo. 











Screen Command Hits Damage itn Starlup Active Recovery RETE UE Notes 


Until Tags in next available ally while causing wall 
grounded | bounce, erases 1 hyper meter from foe 
Tags in next available ally while causing ground 
Dounce, generates 1 hyper meter 
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Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain imo a command.attack from basic attacks; but most command 
dtiac«s cannot be chained trom or canceled themselves. 


Tunes Meter Advantage Advantage if 
Screen Name . Command Hits Damage бап Startup Active Recovery THE Guarded Notes 


Шы Punch 115.000- gai- EM x Knocks dawn, fully charged hit causes wall 

(can be 140 000 1120 5-46 : 2B H4 bounce, 1 hit of super armor during frames 10-1 
SATANI J 

charged) ' $ (uncharged) or 10-48 (charged) 



















ШЕЕ 


Throws are far snagging passive or blocking opponents, Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offensa. Combos 
are usually possible after throws, one way or another. 










Serean 

















Command Ju Hits Damage Mean qan Startup Active Noles 
E + 0 ground } 1 100 000 E MERE Hard knockdown 
<п + © (ground) 
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pum Crossover | Meter Recovery (this ауну 
Combination Description Hils Damage Gain Startup Active crossover (other 


Hyper Combo 885151) рагіпег) 


E OTG-capable, knocks dawn, projectiles are in 

Gamma Tsunami -— "OT 108,300 — play a total of 28 frames, each projectile has 5 

4 : low priority durability points 
| Hulk— B Gamma Quake En 137,400 dues | 9» hit of super armor during frames 23-32 
3 |Hulk— alm Gamma Crush Ecos p. 137400 DONERER 1 hit of super armor during trames 27-36 


S: - 
——— 
ZZ. 
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le dined projectiles, n With-5 low priority durability points. This assist is useful for chewing through enemy projectiles, pushing your opponent 
ae The main drawback of HU is ich slow. E time, which tends to Wass it impractical fc for axtandad projectile battles or 


Hulk upwards wherever he was called, It has the fastest startup of all of Hulk's assists, and also has super armor properties that activate 
| (Anti Аг}. assist an excellent defensive crossover assist that can be us ad in a similar manner to the dreaded Haggar—c 
has a single hit of armor, which can Sometimes result in situations where he will get stopped by mulli-hit attacks. It is also much more 
it into. 8 combo when compared: {0 Haggar— а. of a powerad-up Hsien-Ko— y. Regardless, having a dependable defensive crossover assist is an 


-armor prope nies to чы through attacks; but unfortunately Hulk is vulnerable for 2 frames before the effect kicks in. While this (5 still a strong 
| st. Having much more horizontal range and being easier to combo from is а huge asset however, and these factors should definitely be 
ssover assist type to choose for Hulk. 


Advantage Advantage 


T Screen Command ШЕ Damage Meter Gain Startup Active Recovery an Hit if Guarded 


ne . м Г 


| On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also lacked 
|| out for 4 seconds 


500 - (-7 hyper 
REESE wees ШЕШ ES Е 2 | 


Meter 


Advantage Advantage 
Gain Notas 


Screen Name Hits Damage Startup Active Recovery an Hit. i Guarded 


| OTG-capable, knocks down, projectiles are in 
Gamma | | play for a total of 23 frames, charge time required 
Wave L п (charge), | " | is 45 frames, each projectile has 5 low priority 
durability points 


| | DTG-capahble, knocks down, projectiles are in 
Gamma Be play for a total of 28 frames, charge time required 
Wave M Ramet | Бы is 45 frames, each projectile has 5 low priority 
durability points 


OTG-capable, knocks down, projectiles are іп 
play for a total of 32 frames, charge time required 
is 45 frames, each projectile has 5 low priority 
durability paints 


Knocks down, 1 hit of super armor from frames 


dius down, 1 hit of super armor irom frames 


EIE H | | Knocks down, 1 hit of super armor from frames 
Charge HM H 204,500 2000 


- | 1 hit ol super armar during frames 3-15, must 
am i | ; 
р 2nd L @ ИК “ШЕМ ШОО 10 | inpul command during frames 9-25 of Gamma 
= i | E Charge, knocks down 3! 


Gamma 1 hit of super armor during frames 3-15, must 
| Charge es Gamma Charge) input command during frames 9-25 of Gamma 
| end M Charge, knocks down 


1 hit of super armor during frames 3-15, must 
input command during frames 8-25 of Gamma 
Charge, knocks down 


Gamma (During Gamma Charge} 
Charge 2nd H| J 
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screen Name 









Meter Advantage Advantage 





Hits Damage startup Active Notes 








отта баїп Recovery on Hit if Guarded ; 
Gamma ` | | 
Charge L 3 | 135.400 | 1200 | ir super armor during frames 6-11, knocks 
(Anti-Air) | i 0 






Gamma 

Charge M 
(Anti-Alr) 
Gamma 
Charge Н 
(Anti-Air) 
Gamma 

Charge 2nd L 
(Anti-Air) 
Gamma 
| Charge 2nd 
M (Anti-Air) 







1 hit of super armor during trames 6-11, knocks 
down 


-39 
Until grounded, | 
10 frames of +6 
feCOVery 


Until grounded, | 
10 drames of 
recovery 
Until grounded, 
10 frames ol 
recovery 






-29 


р 171,800 










1 hit of super armor during frames 8-11, knocks 
down 





















(During Gamma Charge 


(Anti-Air)) (B 


Must input command during frames 5-25 of 
Gamma Charge (Anti-Air), knocks down 







































| Wall bounces ioe, must input command during 
frames 5-25 of Gamma Charge (Anti-Air), knocks 
| down 








(During Gamma Charge 
(Anti-Air)) fj) 






















Ground bounces opponent, causes hard 
Knockdown, must input command during frames 
2-23 of Gamma Charge (Anti-Air) 


Throw attack, hard knockdown, can be mashed far | 
additional damage — | 
Throw attack, hard knockdown, can be mashed for 

additional damage 


| Gamma : 
Charge 2nd ul (During Gamma Charge 


P 6 
n (Anti-Air) (Anti-Air)) (D | | n 
Gamma | 92,000~ | 920- | 
КЩ parae = o fen ЕЕ 
Gamma 92,000- | 920- 

a | 
Ferm (SO 2e * @ al Se жю ®_ 


| 560 | 10 




















| Gamma | ..| 82.000- | 920- 
on05« o [pil Fins 





Gamma Wave: As one of his few long 
range options, Gamma Wave is one of 

ihe greatest tools in Hulk's arsenal. Each 
projectile in Gamma Wave has 5 low 
priority durability points—enough to chew 
up a majority of standard projectiles in the 
game. Gamma Wave serves many different 
purposes: hitting foes from almost a full 
Screen away, pushing characters back into 
the corner, or using its OTG properties to 
extend combos. Surprisingly, long range 


characters that are primarily based on the ground have a lot of trouble beating a Hulk 
player that is simply using Gamma Wave Н repeatedly. If these characters don't have 
strong aerial projectile options they will have to take the initiative and move towards the 
Hulk, getting the dirty work done for you! As а combo ender, Gamma Wave is great for 
getting a few last hits in when either Gamma Tsunami or Gamma Quake is not viable. In the 
corner, Gamma Wave can be canceled into Gamma Crush for mega damage! 





E e AES 
Gamma Charge 2nd L: After visually 
confirming the hit of Gamma Charge, you 
can use Gamma Charge 2nd L for an extra 
hit of damage and a knockdown. It can also 
ре canceled into Gamma Crush to apply 
extra damage to your foe. While Gamma 
Charge 2nd L has super armor properties, 
it's impractical to try to leverage that in an 
actual match: having to first perform the 
preceding Gamma Charge makes it nearly 
impossible to properly time. 
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Gamma Charge 2nd M. This variation 
of Gamma Charge 2nd causes Hulk to 
attack straight up. You can employ this 
move to hit adversaries attempting to jump 


over Gamma Charge, but it is easily blocked 
and punished. 





i 
“у; 
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Gamma Charge 2nd L (Anti-Air): lí 
Gamma Charge (Anti-Air) hits and your foe 
is too high to hit with Gamma Charge 2nd 
M (Anti-Air) or Gamma Charge 2nd Н (Anti- 
Air), use the L version to score a free extra 
hit. With same practice, you can generally 
use Gamma Charge 2nd M (Anti-Air) as 

late as possible for a much high payoff, 
making it difficult to utilize to justify using 
this attack. 


BH 










| Throw attack, hard knockdown, can be mashed for | 
additional damage 










Gamma Charge: Hulk rushes forward 
toward his target, with the distance traveled 
dependent on the attack button used. You 
can use Gamma Charge to shore up Hulk's 
defensive positioning on a blocked normal 
hit: most of his normal attacks are vary 
unsafe on block, so canceling into Gamma 
Charge and retreating with Gamma Charge 
2nd Н can give Hulk some much-needed 
breathing room. Attacking with Gamma 
Charge is a little trickier, but on hit, it can 


be canceled into Gamma Crush for some serious damage. 


Arguably Hulk's biggest improvement in Ultimate Marvel vs. Capcom 3, the Gamma Charge 
attacks now have a single hit of armor starting from frame 9, This makes Hulk much 

тоге able ta approach opponents that are trying to keep him out with long range single- 

hit projectiles: call a crossover assist for backup, then plow through the projectile with 


Gamma Charge H! 








Gamma Charge 2nd Н. Gamma Charge Gamma Charge (Anti-Air): Hulk 


опа Н causes Hulk to dash back in the 
direction he came from. This move is 
most useful for retreating when Gamma 
Charge is blocked, but fast, long range 
hyper combos can easily punish it. If this 
happens, react to the situation and hyper 
combo cancel into the invincibla Gamma 
Crush to inflict huge damage on them 
instead! 





launches straight up with a powerful attack, 
the distance and damage determined by 

the attack button pressad. Gamma Charge 
has super armor properties, but they do not 
apply until the active frames have started, 
While this attack is serviceable as an anti- 
air, you'll generally want to use the trusty 
standing attack instead for the same 
purpose; standing @ covers a much larger 
area, activates super armor more quickly, 
and more consistently leads into a combo. 
As such, Gamma Charge (Anti-Air) is mainly 
used for its QM) and Ф) follow-up attacks. 


Gamma Charge 2nd M (Anti-Air) The 
M version of Gamma Charge 2nd (Anti-Air) 
has gained an enormous boost in Uitimate 
Marvel vs. Capcom & rivals are wall 
bounced on hit, opening up a whole new 
world of combo opportunities for Hulk! 


/ Á 239 








Gamma Gamma Tornado L & M. 

Charge Gamma Tornado L and M 

2nd Н are throw attacks with great 

(Anti-Air). range and can be mashed 

Gamma for additional damage. All 

Charge 2nd versians of Gamma Tornado 

H (Anti-Air) leave the opponent in a hard 

is another knockdown state, allowing 

very you to add one of Hulk's 

important om | MERE OTG-capable hyper combos 

tool for or an OTG-capable assist | 74 
Hulk, serving a few different purposes in his gameplan. From to lead into a big combo. The main differences between these two versions Gamma Tornado Н. Utilize Gamma 
an offensive standpoint, it around bounces a competitor, of Gamma Tornado come down to range and speed. Gamma Tornado L is Tornado Н as a mix-up to the L and M 
leaving them open for huge combos. Perhaps more faster, but батта Tornado M has much longer reach. Both versions are versions when you think your opponent 
importantly, it is completely safe if guarded. When Hulk's horrendously slow however, so you must sufficiently scare your opponent will try to jump to avoid being grabbed, It 
basic attacks are guarded, if going for a Gamma Tornado into not pressing bultons to establish this threat. eat al ле Kei олон. 
ШМ aS ш risky, cancel Валира Charge end H pni If your adversary is guarding naar Qu and expecting one of Hulk's super Grab quarding targets who are jumping 
Air) to leave Hulk right next ta the opponent's character with 
frame advantage. While this will typically result in the Hulk  — "™or-atlacks, such as standing . Or Impact Punch, it can be a away from you, or use it in situations 
getting pushed ACTOGS the strean by advancing guard, it’s great opportunity to surprise them with ‘Gamma Tomado. Whenever your where your foe has used air recovery. It can 
still easily the safest option at your disposal challenger relies on advancing guard to push Hulk away, don't give them also work as an effective anti-air against 

aaa anything to guard in the first place: grab ‘am with Gamma Tornado M! adversaries super jumping toward you. 


Hyper Combos ES 
Screen Name m Hits MEE startup Active Recovery advantage [T Notes 


E = ; OTG-capable, knocks down, each projectile 
baal | -— IHE Jee 


OTG-capable, knocks down, rocks begin | ^ 

hitting a standing foe 34 frames aller quake р ü j 
saw is is initiated, each projectile has 3 high priority В 

durability points je: 


pi M 
o ا‎ ТК 


> 

Mu Ча iE = 

zi Гро Ж T uF 
i Wa fF 

Coy М mm 
г vin ых 


E م‎ r r. 


Gamma Tsunami Gamma Tsunami is a projectile Пур батта. Crush With Ga Gamma Crush, Hu | 
combo that quickly covers the bottom of the screen and - 

can be used to easily hit your opponent in many situations. 

It deals more damage the closer Hulk is to his foe, but it а 
misses several hits if used while your rival is In the comer: _ combinations, dealing а | whopping 400, 000 а 
This hyper combo is OTG-capable, making it the perfect _ m Successful hit. Ш а combo ends in the comer 
ender for midscreen combos, In the corner, however, you'll бап 
want to.go with Gamma Quake or land an OTG-capable _ 

Gamma Wave and hyper combo cancel into the massive ly 

damaging Gamma Crush. 
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Hulk's standing (М) and) atiacks have Super 
armor thal can absorb allacks, Take agvaniage of (his 
proparty fo cauniaratiack competitors and transition 
Anio deadly combos. 


Gamma Wave H can beal out most ranged atacks, 
ana itis great far pushing grounded foes Back inio 
ite commer, 


As the old saying goes, “Hulk's the strongest one there is!" With his high damage output 
and super armor attributes on a large number of his moves, Hulk is one of the heaviest 
hitters on the Ultimate Marvel vs. Capcom 3 roster. However, adding Hulk to your team 

isn't without some drawbacks: Hulk is slow when it comes to mobility, attack speed and 
recovery, and his ability to gain meter, But with a bit of knowledge and proper assists (and a 
whole lot of standing @!), Hulk can strike fear into the hearts of many opposing players. 


The first priority is to learn how to maneuver Hulk around the screen to cover large 
distances. His dash is great for covering ground, but you cannot cancel Hulk's dash into 
basic attacks or guard, leaving jump cancel as the only option. Simply dash forward, jump 
forward when you see an incoming threat, then immediately tap <2 on the controller to 
guard in the air. Not only does this let you guard while dashing, guarding attacks in the 
air will almost always substantially reduce the amount of quardstun placed on a character; 
as Soon as Hulk touches the ground he'll have recovered and be able to move again! This 
is Hulk's most stable way of advancing against opponents that are trying to keep him out; 
atherwise you'll have to resort to super jumping forward and hoping for the best. 


An alternative method to cover ground involves canceling Hulk's pre-jump frames into 
Gamma Charge. Input Xy TEZ + QD during a dash to cancel the dash straight into 
Gamma Charge Н, allowing you to make contact with an opponent from full-screen quickly, 
A slow, long range projectile assist Rocket Raccoon— 0 works great here: call the assist 
while dashing, then perform the jump-canceled Gamma Charge Н to make contact with the 
enemy. The projectiles will connect with your foe soon after, effectively giving you frame 
advantage after the Gamma Charge, 


In the air, Hulk doesn't have any special attacks or movement options to rely on. In fact, the 
only way you can change his trajectory at all is by using air (D which stops all of Hulk's 
forward momentum. You can use this technique te more precisely control Hulk's jumping 
height. Be sure to follow up an air (D attack with ©, which covers a huge area below Hulk 
and results in a ground bounce on hit—and lets you combo your opponent into the corner. 


Against some characters you won't even need to approach them; Gamma Wave can be an 
excellent tool to coax opponents into moving forward. Each rock on screen also has 5 low 
priority durability points, allowing Hulk to beat out most projectiles, even from a fullscreen 
distance. The startup is very slow, sometimes forcing Hulk to jump backwards to avoid a 
projectile before responding with Gamma Wave. However, once you get the rhythm down, 
you can output a successive string of Gamma Charge H projectiles that can triumph in 
firetights. Your challenger eventually gets forced ta jump to avoid the rocks, to which they 
can respond by either throwing an air projectile (if they can) or jumping in for an attack. If 
they jump toward Hulk, respond with your armor-enablad standing (D attack for a clean 
anti-air counter! 


Many of Hulk's moves have super armor attributes—allowing him to soak up a hit of 
damage without going into hitstun, which completely changes the dynamics of a match 
when Hulk gets within striking distance. Standing (D is much reliable overall due to its 
enormous area of effect. Opponents that refuse to respect these armor attacks will find 
themselves repeatedly getting bopped in the head, leading into Hulk's high-damage combos. 
See the Combo Usage section for details. 


Standing (M) is Hulk's fastest super armor normal attack, having only three vulnerable 
frames before the armor kicks in. Compared to the mighty standing @ attack standing 

is best used in a pinch, where speed is of the essence; disregarding link combos 
and punishment situations, this attack can essentially be considered a 3-frame move! 
Unfortunately, standing (v) can be crouched under by the large number of the cast, making 
it best reserved for last-minute anti-air situations against them. The following characters 
cannot crouch under Hulk's standing (y): 


Akuma Strange M.0.0.0.K. She-Hulk 
Captain Ghost Rider Nemesis Spencer 
pelle Haggar Nova Taskmaster 
Chris Hulk Ryu Thor 
Бошо пош Iron Man sentinel Wesker 
Doctor 












Always buffer at € v [2 <> motion when using armor attacks as anti-air: if the attack 
hits the opponent, verifying the hit and pressing Ө to continue with a combo is a simple 
matter. If the attack is guarded, use the S> A чу £2 <S input and press (WD to perform 

a delayed cancel into Gamma Tornado M, grabbing the enemy right as they land. If your 
opponent wises up ta this and starts immediately jumping after quarding, simply cancel into 
Gamma Tornado H to grab them out of the air instead! 


Impact Punch has a completely different role in Hulk's toolset: aside from adding a bit of 
damage to Hulk's combos, it allows you three hits to visually confirm that Hulk's attacks 
are hitting the opponent before canceling into the proper attack. If your crouching Q, 
combo starter is guarded, chain into Impact Punch and hold the button down. Any attempts 
lo attack will get eaten up by the armor-enabled Impact Punch, which you can capitalize on 
by letting of the button to get a free retaliatory combo. Letting go of the button early also 
catches opponents trying to jump away; even if they guard Impact Punch in the air, you 
can cancel inta Gamma Tornado for an immediate mix-up! If the opponent is respecting 
the charging Impact Punch and is sitting nearby, you can perform a gooty mix-up: cancel 
Impact Punch immediately after release into Gamma Tornado M or H. If performed properly, 
Hulk will grab your rival before the punch full extends! 


The downside to Hulk's super armor attacks is they are all unsafe if guarded, and for 

good reason! To mitigate this, verify that your opponent is guarding, then cancel into 
Gamma Charge H (Anti-Air) H to Gamma Charge 2nd H (Anti-Air), leaving Hulk right next 

to the enemy with frame advantage. Opponents that use advancing guard against your 
armor altacks will leave Hulk all the way across the screen however. To mitigate this, 
simultaneously call a slow, long range crossover assist when armor attacks, then cancel into 
Gamma Charge Н and Gamma Charge 2nd L; the assist will make contact immediately after 
Gamma Charge 2nd L, allowing you to resume pressure on your opponent. 


The following characters can crouch under Impact Punch, rendering this tactic almost 
useless: 


Amaterasu Hawkeye Rocket Trish 
Arthur Magneto акш Viewtiful 
Deadpool Morrigan ppoe MAR M 
Felicia Phoenix P Wolverine 
Firebrand Phoenix ШИ) 128 
Frank West Wright super-Skrull 


Your challengers may simply try to guard Hulk's super armored attacks when he's within 
range. Now is your chance to psych them out and grab them with Gamma Tornado instead! 
Opponents jumping backwards are a little trickiar to deal with: dash forward, then jump 
cancel and catch them with a surprise air throw. If this proves difficult to pull off, continue 
pushing towards the opponent while decreasing their distance to the corner, 
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Gamma Charge And (Anti-Air) H is ame of Hulk's best tools fo keep the pressure on in the corner, 


Once you get your opponent in the corner, if can land a hit with Hulk, the opposing character 
is as good as knocked out. The bast way to have Hulk apply corner pressure and keep his 
options open lies in Gamma Charge 2nd H (Anti-Air). Gamma Charge 2nd H (Anti-Air) is safe 
against a blocking opponent, allowing you to constantly loop VY “+ (5, @ to keep 
your competitor pinned down. Any attempt to let ga of a block or attack will result in a hit 
and a ground bounce, allowing you to unleash one of Hulk's powerful combos. Should your 
adversary attempt 10 use advancing guard to escape, the trajectory of Gamma Charge 2nd 

H (Anti-Air) keeps Hulk within striking distance of the target. Snould they continue to block, 
mix it up with Gamma Tornado M, followed by a hyper combo, and pile on the damage! 


Gamma Charge 2nd H pressure is countered by quarding it in the air, allowing the opponent 
to immediately move upon landing. Depending on the timing, this will allow them a free 
combo, or at the very least the initiative to interrupt your next attack. When your opponent 
begins trying to do this the answer is simple: jump up and grab them an air throw fora 
quick combo while keeping them stuck in the corner! 
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(MIDSCREEN REQUIRED) CR. (D, @, > © (D => К м © © (DURING ANTI-AIR GAMMA CHARGE) ©, FORWARD 
DASH, FORWARD JUMP, AIR ©, @, ©, LAND, ST. ©, > = O, (S) => FORWARD SUPER JUMP, AIR ©, ©, ©, ©, 
AME LAND, (IF ENEMY IS MIDSCREEN, CHARGE + , > = (B) Vw > Ge} OR (IF THE ENEMY IS LEAD TO A CORNER 

anaes Ў FROM MIDSCREEN, CHARGE <, > ¢ © &> + и NUNC 


793,000~913,000 damage, 26% meter gain 


Hulk's new bread and butter combo takes full advantage of the buffs he's received in Ultimate Marvel vs. Capcom 3, including his new three-hit chain with = «a W) and wall bounce 

Y. + abilities of Gamma Charge 2nd M (Anti-Air). This combo requires a slight modification when fighting smaller characters such as Rocket Raccoon or Amaterasu (See the Battle Plan section 
е UR | far a full list of characters who can crouch under Impact Punch). Both of these characters can simply duck under = & (0). so replace this command attack with crouching (BOETIUS: 
| canceling into Gamma Charge L (Anti-Air). 




























When Hulk is three-fourths of the way from the corner or closer, Gamma Charge 2nd M (Anti-Air) can bounce his rival over his head, making it very difficult to juggle with the following 
air n ) @).@. From this position, use Combo Wl instead. 





re Ss a = = Tuit a == E gy PER zu T È را‎ а E а س مہ سوس ج چو سے‎ os ee а анара" а) UENIT rm " { LX E 2 же ar £ 


(CORNER REQUIRED) CR. (D, ©, > = @ => > & a > © (DURING ANTI-AIR GAMMA CHARGE) (9, ST. (D, ©, 
+ > @,@=> FORWARD SUPER JUMP, AIR ©, ©,@, ©, LAND, CHARGE €, © O@> д ДЕЧ. 
854,600 damage, 11% meter gain 


This combo should be your go-to when you've got your adversary pinned in the corner. The ground bounce ability of Gamma Charge 2nd Н (Anti-Air) ensures that your enemy stays in the 
corner and allows you to easily follow up with the highly damaging Gamma Crush hyper combo. 





+u ¥ # + © @, FORWARD DASH, FORWARD JUMP (CALL SHE-HULK—c), LAND, FORWARD JUMP, AIR (Н), (S), 
LAND, ST. ©, > 2 Q, © => FORWARD SUPER JUMP, AIR ©, ©, (Н), ©, LAND, {IF ENEMY IS MIDSCREEN, 
CHARGE + , > c @ ==> 4 ù> c (909) OR (IF THE ENEMY IS CORNERED, CHARGE + , > 2 (0) ==> e « c Eol 


609,000~729,000 damage, 2% meter loss 


Hulk's command throw can lead to some decent damage by simply performing + щ np Ж but with the right assist and mastery of his limited ability to move around quickly, you 
can increase Hulk's damage output dramatically. For this combo, you'll need to utilize She-Hulk—c for her lang range OTG capability, Spend some time in the training room to det down 
the timing, and make your opponent fear tha damage potential of Gamma Tornado. 
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Hulk's dash has many drawbacks, but it does offer one distinct benefil— Hulk 
can dash straight over a large chunk nf the cast while they're crouching. This 
gives you the opportunity to perform tricky cross-ups using assists, which can 
then lead into combos. 
A slightly more realistic way lo sel this up is to force your opponent to guard 
an assist first, then dash over them al the last second. Since Hulk cannot 
altack normally out of his dash, perform a jump-canceled Gamma Charge 
(Anti-Air) by immediately inputting a 27 /? motion and pressing ® while 
hopping over the opponent. If it connects, follow up with Gamma Charge 2nd 
M (Anti-Air) ar Gamma Charge 2nd H (Anti-Air) to begin a damaging combo! 
Hulk cannot dash over the following characters while they are crouching: 
Akuma Doctor Doom M.0.D.0O.K. She-Hulk 


Captain Haggar Nemesis Spencer 
zu LT. Hulk Ryu Thor 


Hulk s unique dash allows him Ip hop aver many characters when they are crouching. Use this ability wil a ri 
crossover assist 10 cross up your opponent. Chris Iron Man Sentinel Wesker 


Some characters are easier to cross over than others: Rocket Raccoon can be 
crossed up from almost any point in Hulk's dash, while Taskmaster can only 
be cleared if the dash is started at a very close distance. 
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FRONT OR BACK AIR THROW, LAND, CHARGE + = = (De ф ves 
444,300 damage, 86% meter loss 


This basic combo from Hulk's air throw is nothing to sneeze at. Begin holding ® io charge for Gamma Wave as soon as the throw animation begins to ensure that the move comes out in 
time. With an OTG-capable assist, you can transition into a variation similar to Combo IIl for even more damage. 





ST. ©, © => FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, {IF ENEMY 15 MIDSCREEN, CHARGE +, + > @ 
Vw e (991 OR (IF THE ENEMY IS CORNERED, CHARGE + , > > @e=> V 4 o ED] 


569,400~706,700 damage, 47~40% meter loss 


The super armor and ground bounce properties of standing (H) makes it one of Hulk's most important normal attacks. Should your opponent fall victim to its impressive hitbox, this simple 
combo leads to a massive amount of damage, To ensure that you land the final portion of the combo, begin charging as air connects with the target. 


(AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR ©, ®, ©, LAND, ST. ©, > 2 ©. FORWARD SUPER JUMP, 
AIR ©, ©, @, ©, LAND, (IF ENEMY IS MIDSCREEN, CHARGE +, > 5 @ => 4 u > + (99| ОН ПЕ THE ENEMY IS 
CORNERED, CHARGE +, > 5 (Dex» ¥ « 5 @@} 


749,600~810,800 damage, 17~13% meter loss 


Airborne opponents are not safe from the mighty Hulk! If you suspect that the opposing player is anticipating the attack, you can forgo the first air) in the combo and hold = or% to 
option select air (H) with an air thraw. If r connects, continue with the combo; if you connect the air throw instead, proceed to Combo IV, 


(MIDSCREEN REQUIRED) CR. (D, ©, > € © = + ¥ x о © (DURING ANTI-AIR GAMMA CHARGE) © EA , 

LAND FORWARD DASH, FORWARD JUMP, AIR ©, ®©, ©, LAND, ST. D, 9 o 00, FORWARD SUPER JUMP, 
AIR ©, ©, ®©, ©, LAND, (IF ENEMY IS MIDSCREEN, CHARGE + , + o (ex^ ¥ u > 2 659) OR (IF THE ENEMY IS 
CORNERED, CHARGE + , > > (De 4 r « & GR} 


1,018,300~1,391,000 or 1,222,700~1,603,000 damage, 68~124% or 64~118% meter gain 


This meaty combo takes advantage of Hulk's new tools and air X-Factor cancel to ensure a KO. against pretty much every character in the game. The trickiest part of this combo is landing 


ТОТАМ (H), chain after the forward dash following Gamma Charge 2nd М (Anti-Air). Ta ensure you have the maximum amount of time to get in, delay pressing МЛ ihe last 


possible moment of 6 *u & (1) This way, your competitor reaches their maximum height from the wall bounce, which allows Hulk to connect all three hits of the alr chain, 






COMBOAPPENDIN EO 


GENERAL EXECUTION TIPS Xm tS ide p эн 
When performing Impact Punch ( © Œ) in the middle of a combo, don’t hold down © at all. Otherwise, the delay caused by charging E 
the attack drops the combo. АЗУ. | SY ce Ges a ve S PERI MEE 









AS HULK COMES IN: AIR ©, (Н), (S), LAND, FORWARD DASHES фав д Oo OD f | р MM E | 
Notes | zi Ppp ea es me DANS aise Tua iius EN + 
4} + O wc^ + Ө оч + O TAC lo Hulk | | | d оп damage scaling ا‎ a _ К 
AS HULK COMES IN: AIR ©, @), (S), LAND, CHARGE = ‚> С) фт бб) О E ITI CRT A PM EE 
Notes ET ELE: 











Requires corner, 4 + Ө orc» + Ө очу + Ө tac io Hulk | | = | hk v [Veries based on damage scaling L 
WHEN HULK'S BACK IS TO A CORNER, > * V ut 4 c (69, ST. 0,» + Oya O (DURING ANTI-AIR GAMMA CHARGE) (Н), ST. D, 
> o O, © => FORWARD SUPER JUMP, I (Н), (S), LAND, CHARGE +, > 2 O ex» V tece) ۲ E 
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эчи + o0, LLL V x o (Н) (WHIFF, BEGIN CHARGING + FOR GAMMA WAVE), Е) ey ace: 
Notes | : z ڪڪ‎ TETUER арар Tu = ay rs z | 
id-screen combo from Gamma Tornado E x 





Requires corner, works only against large characters like Sentinel, Dormammu, S 
segment of the combo can go on indefinitely 
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FIGHTING ABILITY Н 


"This is biographical, and does nol represent an evaluation of the 
in-game combat potential of this nero. 









ALTERNATE COSTUMES Overview 
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Chain Combo Archetype Hunter Series 
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| Level 2 (2 teammates remaining) i 
| Level 3 (1 teammate remaining) | 7556 12556 


Your purpose when using Iron Man is to attack your opponent f rom mid range, and (in keeping with his attire) 
preferably from up above. 


- Why should an Iron Man player strive to control mid range? 
Iron Man's attack set is tailor-made to totally control the area that is about half the screen 


away, particularly below and in front of him 


Iron Man's ground dashes cannot be canceled for 11 frames, and any of his sideways 
airdashes aren't cancelable for 10 frames (and blocking isn’t possible while airdashing, . 
ОЕ) Iron Man doesn't have the best maneuverability for up-close fine positioning or 
Sparring d | | | 
‘On the other hand, the hitting area of all of his attacks is fantastic, and although his airdash 
| needs some space to get going, Iron Man travels a huge distance once it’s underway 

Why should Iron Man be used above an adversary? | 
BEL air basic attacks have maro ranga than those of almost anyone else (Se tinel and Ghost 
И ШТ ГОП; and that's about the end of the list), especially his air(H) which can be 
.. Uiracla i : | | ESNE 
Using flight and airdashes to cancel air basic attacks allows Iron Man to out-poke almost 
any ling in the air and convert stray hits to combos depending on positioning 
Smart Bomb allows Iron Man to hover in midair and attack in safely from a unique position, 


above and їп front of his rival 


+. By using flight and airdashes to improve air mobility and follow-up options after Smart Bombs — 


—S — کے کسی د‎ aii ee سکوی کک سا س 65 س‎ СЇ шыгы = CI APR 


TUNING SINCE ORIGINAL IUCS 


Tony Stark has been tinkering with his armor quite a bil! 


Airdashes in directions other than straight up or straight down now have a period of 10 frames at the 
beginning during which Iron Man's suit jets are firing up. You cannot attack during this time, and 

Iron Man doesn’t actually start moving until the 10* frame. This ends up looking like a “hitch” at the 
beginning of his airdashes. You can still perform triangle jumps and square jumps with Iran Man, but 
you'll have to delay your button presses to be outside that window, or nothing happens. This also means 
his alrdashing overhead attacks are slower by default. However, his airdash travels farther—iron Man 
бап airdash all the way back to the ground from super jump height! So, while Iron Man sort of lost a low 
altitude triangle jump in the Magneto/Storm tradition, he gained something no one else has: a triangle 
Jump from super jump height. 


The increase in size of the hitbox on standing (9) makes chain combos after crouching Œ. sweep 
much more consistent. The drastically reduced recovery of grounded Smart Bombs makes them a more 
appealing clase range zoning weapon, resulting in new combos entirely. Repulsor Spread now causes 
а brief hard knockdown, which also opens up new combo opportunities. Shorter Startup on flight makes 
linking after flight in combos easier; it also makes Iron Man's aggressive use of flight more effective. 


iron Man, like Dante, has experienced enough small changes to make him almost like a new character, 
even il everything looks and acts about the same. The changes to his air mobility mechanics encourage Iron 
Man players to take full advantage of the reach and screen control his atlacks produce air-to-air and air-to- 
ground, rather than trying (о shoehorn him into being an inferior version of Doctor Doom or Magneto. 


Double jump removed (so that's where Captain America got it from...) 
Air basic attacks are airdash-cancelable 


Airdashes travels farther; diagonal and lateral airdashes have a 10-frame dead period 
before momentum begins. Up/down airdashes start up much faster and have a brief 
hovering period at the end 


Crouching) is now cancelable and can also chain into © 


Aire aa frames increases to 10 (from 6); air@ recovery shortened to 27 frames 
ram 2 


Standing © startup increased to 14 (from 13); recovery shortened to 30 (from 31) 
Hitboxes on standing (E) , air © , and Repulsor Spread increased slightly in size 


Repulsor Blast can be canceled into Repulsor Spread 3 frames sooner: Repulsor Spread 
causes brief hard knockdown; command simplified (just(H) , rather than $ J + & H) 


smart Bomb damage increased; recovery on all versions of air Smart Bomb reduced by 1 
frame; recovery of all versions of ground Smart Bomb reduced by roughly half 


Flight startup reduced to 12 frames (from 14); flight duration increased to 108 frames (fram 106) 
Proton Cannon (both versions) and Iron Avenger are now mashable for more hits and damage 
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& (while standing or 
crouching) 


400 
560 
640 


NIIT Pa ie п | 
at 
3L e FE Eel 


EE Low TERE knocks down 


Projectile has 5 low priorily durability points, 
| deals chip damage 


Launcher, not special- or hyper comio- 
cancelable 








Air Special Attacks—Flying Screen and Air Exchange 


Air (S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used.outside of'a launcher combo, air (8) behaves mostly like another 


basic attack. Alt exchange attacks. performed by inputting.a direction plus (5), are only possible during a launcher combo: Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


-- = Ln 


ШЕШЕТШ 


— l Е Causes 
90,000 | | вез 
60.000 | 1 Until | Tags in next available ally while lofting toe 
a grounded | upward 
Until Tags in next available ally while causing 
wall bounce, erases 1 hyper meter bar from 
opponent 


50,000 ; 
grounded 


| [4004 | | Until _ | Tags іп next available ally while causing around 
1 | 50000 [Ыт p | eni | с 
| | 10,000 grounded bounce, generates 1 hyper meter bar 
=. m M = =- и | | 1 - = T Е = 


Command attacks resemble basic attacks but have different chaining and canceling properties, It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 


Throws 


Throws are for snagging passive or blocking opponents, Since throws are active so quickly, you can also use tham to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 
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As a Partner—Crossover Assists 






Beam is fullscreen in 56 irames, beam 
| durability: 8 frames x 1 low priority durability 
points 3 - - 
Knocks down foe, beam durability: 5 frames x 3 
low priority durability points — 

OTG-capable, two beam-like projectiles with 5 
frames x 3 low priority durability points each. 













| 
| | | Angled Proton Repulsor 


| Smart Bomb H 








Each Iron Man assist has potential depending on the needs of your team, but Iron Man—4QX is easily the best all around. The Unibeam assist is one of the hast in the game, period—it's 


d relatively quick and not very telegraphed before it's active, it doesn't drastically increase hitstun scaling in combos, and it gives you plenty of time to combo ог pressure your opponent. Any 


he Y teleport or rall-capable character can easily use Iron Мап Се to create cross-ups with their pass-through tricks, and any ranged character will love having Unibeam backing up their own 
MK firepower. The only mean thing to say about itis that eight hits from an assist naturally ramps up the damage scaling ina combo quite a bit, so if you.employ Iron Мап—0 in combos, try to 
—— use it after you've already scored the brunt of your hits so that damage scaling is capped already anyway. 


3, | Iron Man—B returns from (к? where it was easily Iron Man's best assist then, but that's mostly because beam and projectile type assists weren't quite as useful in MvG2 as they are in this 


e. It also happened to do outrageous damage—the most of any assist in the game, if all possible hits were scored. Неге, i's more sedate. It can be useful to take up a large portion of the 
screen, especially nice as à preemptive defensiva measure against aggressive teleporters, but beware if they anticipate this and just bait out your Iron Man calls so they can punish him safely from 


|. Ў fullscreen instead of teleporting in the first place, Repulsor Blast’s built-in juggling of the opposing character for several moments can also enable easy combo extension for any character. 


te “iron Man—y is OTG-capable, which can be nice if Iron Man's teammates utterly Jack any other means to pop competitors up from hard knockdowns. This assist version of Smart Bomb also 
t packs ап absurd amount of projectile durability points— three times more than Smart Bomb H on point While ground Smart Bomb's limited trajectory makes It tough to utilize this practically 
c .to outmuscle opposing projectiles, it's at least worth pointing out. Like Tron—p., it sometimes happens to obliterate incoming projectiles without being called for that express purpose. 
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54 On hit, snap back forces the opposing point charac 
ШИШ out Tor 4 Seconds 










500 - (-1 hyper 
meter bar) 
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Beam is fullscreen in 26 frames, beam durability: 5 
frames x 1 low priority durability points _ 

Beam is fullscreen in 31 frames, beam durability: В 
frames x 1 low priority durability points | 
Beam is fullscreen in 36 frames, beam durability: 11 
frames x 1 low priority durability points j 
Knocks down foe, beam durability: 5 frames x 3 low 
priority durability points 
Knocks down opponent, beam durability: 5 Iram 
low priority durability points 

Knocks down adversary, beam durability: 5 frames x 3 
low priority durability points - 

Hard knockdown, explosion has 8 low priority durability 
paints 

OTG-capable, two projectiles with 1 low priority 
durability point each Ў. | 
OTG-capable, two beam-like projectiles with 3 frames x 
1 low priority durability points each 


Unibeam L | | 
gup+e@ |; 
Unibeam М 
(їп air OK v с> + (0 
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Repulsor Blast 
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Smart Bomb M >t (W) 6 | 102,900 | 1056 





















OTG-capable, two beam-like projectiles with 5 frames х 
| low priority durabilit points each 


Flight lasts 108 trames 


| 3 OTG-capabla, wo beam-like projectiles with 5 frames х 
Шы EE 1 low priority durability points each 
; || : OTG-capable, two projectiles with 1 low priority 
= ЕЕЕ ЗЕЕ durability point each - - 
| | OTG-capable, two beam-like projectiles with 3 frames х 
JS MD ЕЕЕ Е. low priority durability points each 
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Repulsor Blast L 








Unibeanr. You can fire Iron Man's main projectile on the ground or in the air, Heavier versions have longer startup, but 
they also have more hits and damage. At 18 frames of startup, the L version is slightly faster than Doctor Doom's Plasma 
Beam but significantly slower than Magneto's Electromagnetic Disruptor, as examples of where Unibeam stands in 
comparison to other beams. It’s a terrific beam, but you aren't going to win firefights on the strength of it alone unless the 
other team simply has no answer. Unibeam H is obviously much more durable and damaging, but it also occupies a lot 
more of Iron Man's time, making it less appealing unless your opponent is pinned by an assist. 


If your competitors are capable of putting several slow-moving projectiles onscreen at once. like Ryu's Hadokens or 
Morrigan's Soul Fists, use Unibeam H to plow through these threats and hit the opposing fireball slinger; Unibeam L is 
fragile enough to just trade with most standard projectiles. With something like Rocket Raccoon’s Double Spitfire, multiple 
Zero Hadangekis, or Sentinel Force drones, Unibeam L destroys one minor projectile before losing out to the rest. If your 
rivals have projectiles so fast that they can just shoot Iron Man before any of his Unibeams actually fire, such as Wesker 
with gunshots or Magneto with Disruptors, stick to using Unibeam L when you have a slight fullscreen advantage, such as 
after your competitor has quarded your Smart Bombs or crossover assist, or after the opposing player has performed a 
fullscreen action with minor recovery. 


A 


Repulsor Blast: Iron Man gathers energy in a warping cross around his raised hands, This en ergy is a beam rather than a direct physical attack, and it clashes with incoming projectiles 
and beams. As with beams, Repulsor Blast disappears instantly if Iron Man gets hit while performing it. By pressing GJ after a certain period of time during any version of Repulsor Blast, 


you can execute Repulsor Spread. 


Successfully perform Repulsor Blast without being interrupted, and Iron Man is more or less immune to physical attacks until recovery. Along range beam or beam hyper combo may cut 
through, as do invincible attacks, but traditional aggressive actions like triangle jumps and dash in crouching @ are cut off briefly. This means you can use Repulsor Blast as a poke from 
mid range with few repercussions. This can preempt and punish enemy movement or shield your own assist calls; call the desired assist, then perform Repulsor Blast. The closer the foe, 

the lighter the version you should use. Note that if your rival is at mid range, the forward-arcing tip of Repulsor Blast Н actually hits them before heavier versions of Unibeam would! 


Apart from its use as a mid range zoning tool and a shield for assists and Iron Man himself, Repulsor Blast can also be inserted into Iron Man combos; after just about any chain inte the 
crouching С) rocket, cancel to Repulsor Blast H to drag the opposing character on top of Iron Man after the rocket hits. If you're too far away for the crouching rocket, cancel standing 
(2) to Repulsor Blast M. From here, you can cancel directly into Proton Cannon for an easy finisher, or cancal to Repulsor Spread. 


Aepulsor Spread: Repulsor Spread is 

the built-in, instant follow-up to Repulsor 
Blast. Repulsor Spread is executed by 
pressing @ after a certain amount of time 
has passed during Repulsor Blast: this is 
20 frames for the L version, 25 frames 

for the M version, and 30 frames for the 

H version (this is 3 frames faster than 
Repulsor Spread could be executed for any 
version of Repulsor Blast in original MvC3; 
Repulsor Spread also used to require a repetition of the 7 fF <> motion before the O 
press. Like Dante's alternate specials, this was simplified in the transition to !/MvC3). 





If Repulsor Blast hits the target, wait until just before the foe would fall out of Repulsor 
Blast to cancel to Repulsor Spread to attain the maximum number of hits. If Repulsor 

Blast doesn’t hit your rival, use Repulsor Spread to make Iron Man much safer than after а 
Whiffed Repulsor Blast; you're just trading Repulsor Blast's recovery for Repulsor Spreads, 
but it's still a decrease in vulnerability. By delaying the cancel to Repulsor Spread, you 
might even bait your opponent into rushing in, as they expect to punish Iron Man during 
the end of Repulsor Blast. 


Like Repulsor Blast, Repulsor Spread is technically a localized beam attack, so it has projectile 
durability and can nullify incoming projectiles. If Repulsor Spread hits the adversary, they're 
sent spinning to the turf. New to UiMVC3, this causes a brief hard knockdown! If you end up 

In position to get Iron Man close to the opposing character right away, you can start an OTG 
combo with Smart Bomb. You can also just cancel Repulsor Spread late into Iron Avenger to 
drag your competitor across the playing field for huge damage. 


Smart Bomb: Iron Man releases two sets of 
bombs in a downward sloped path. These 
bombs are OTG-capable, and combos 
after OTG Smart Bomb are more flexible 
now that the recovery on grounded Smart 
Bombs has been reduced by a noticeable 
amount. Smart Bomb L shoots two distinct 
projectiles, while Smart Bomb M and H 
behave more like beams: two distinct 
bomb clusters are launched, each of which 
depletes opposing projectiles of their durability over time, Unlike beams, Smart Bombs do 
not disappear if Iron Man takes a hit while they're active. 





Every version of Smart Bomb has identical startup; heavier versions have longer recovery 
periods, but they deal more damage with multi-hitting bombs. There is seldom a reason 
nat ta use Smart Bomb Н, which builds roughly three times more hyper meter than Smart 
Bomb L while dealing more damage. You might use Smart Bomb L early in combos il 
you're trying to keep damage scaling down, but every Iron Man combo ends in Proton 
Cannon or Iron Avenger for a gajillion hits anyway, so it's not the biggest issue. And 
although Smart Bomb L has less recovery, Smart Bomb Н holds and hits your opponent 
for longer, so speed comes out a wash. 


Smart Bomb is a foundational tool for Iran Man. Other characters have better beams or 
faster airdashes, or both. But no other character has a ranged tool that controls quite 
the same bombing corridor as Smart Bomb, and Iron Man's tweaked airdash is totally 
complementary to converting Smart Bomb rain into aggressive air-to-ground offense. 


Flight. Flight is used tor mobility, for escapes, for secondary offense, and for combos. During flight, there is no restriction on the amount 
of times you can use special moves or airdashes. 













































Flight is crucial to Iron Man's combos, whether to fly cancel standing or crouching @ into a low altitude air chain, or to extend air 
combos after a launcher. You can also utilize it ta have Iron Man hang in the air tossing Smart Bombs for longer than otherwise possible, 
or to have him retreat from or advance upon his rival unexpectedly. And you'll end up using poke sequences like fly, air @ canceled with 
unfly, falling air ©), and crouching @ canceled into flight, quite often. 
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Name. a et 1 | Command wat А E D ma a Siar T | Note 
| 3571 000 Knocks down ioe, beam durability 35 frames x 1 high priority | 


тееп. 

zu Praton Cannon aaa - T 

NU ГРЕЕТ Uo + @@ | 326,000 | durability points, can be mashed for additional damage 

"o Angled Proton 276, 800- |. Knocks down adversary, beam durability: 35 ігатез х 1 high 

e. Em coy + 326,500 | priority durability points, сап be mashed for additional damage 
M 430.000- Level 3 hyper combo, hard knockdown, unaffected by damage 


ag eese scaling, frames 1-22 invulnerable, can be mashed for 
460,000 ааа 
additional damage 
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ion. ror. TS s main hyper combo | beam tan be directed either КОК ahead Iron Avenger. Iron Man's level 3 hyper combo travels 
0 ' і |: ае “degree slope with aA тү motion. lithe hyper beam strikes successfully almost the fullscreen distance with 22 frames ої 
ae (s Ri ae Proton Cannon, Tash @ toi increase the hits and damage, The startup of either version is invulnerability. Its primary purpose is to push long combos 
ja ^ identical the Proton Gannon itself hits ир close during frames 3 to 9 of startup in a circle all around Iron Man, but the over the top for a knackont—lron Avenger is immune to 
E _ hyper beam is. Hawes until the 30° frame after Input. So, its the reve 58, 0 а gorr assume rol е damage scaling, and li can even be mashed for a bit more 
415 wicked ) clas damage. Iron Avenger's long reach and invulnerable period 
anything fie t the beam hypers of. Дүп, Ашта, Banana NU itis » also mean that you can use it as a reversal ta snag your foe 


After the Proton. Cannon’ s up-close hit (which, if successful, quaranteas the hyper beam will also hit, as long as nothing out of almost anything they do. 


;), there’ 5а "dead. period | between frames 10 and 30 during which Iron Man is just readying the beam. Even After Iran Avenger, wavedash forward afterward and OTG 


















ЖЕ: e UE sen Cantey ‘has no invincibility, the 3 frame startup up close makes for an appealing hyper combo to use as the opposing character with Smart Bomb H... meter 

б ч a zm у #5 is, bi beware if your competitor blocks; they can easily start a chain combo in between quarding the permitting, cancel to Proton Cannon! It’s not the most 
E — "initial h forthe в hyper | beam to actually fire, Be ready to THC to a teammate s safe hyper combo if this gamble _ efficient use of four meters, but 700,300 off a reversal 15 
-NE pa en Li pay ay off, Not Not that it's ral really reco mmended that you frequently guess on hyper combos up close; it's justsomething _ plenty good in many situations, and that already increases 
E to keen. mue ‘Remember, if you c сап get your opp опепі ta Worry about a dangerous but risky trick, then you no longer ta 873,400 in only Iv. 1 X-Factor... in 1v.3 X-Factor, It's 
E br. ЕЕ  Raveto it ually do it the effect | has already been. achieved. 1,177,900! (And, of course, that's just assuming a naked 
ie SB i Cannon's primary purpose | isto fi nish combos: for heavy damage, You can accomplish this most easily by using Iron Avenger, with no combo leading up to it.) Of course, 


adding Iron Avenger into Proton Cannon an the end of any 


TT to 0TG before canceling to Proton Cannon. "Any combo that leads into Repulsor Blast can end | | | 
| combo guarantees a К.О. against anyone, 


со too. Virtually any basic attack chain into Proton Cannon works, provided your adversary is close 
ani excellent THC and crossover combination tool. The long range and different angles of Proton Cannon Iron Avenger travels laterally so quickly that you have to 






т ID with just about any hyper combo. And the hiton frame à for Proton Cannon be careful when trying to combo it. If you cancel into Iron 
ES stes ovar o crossover combinations Whether Iron Man is on point or on the sidelines, resulting in a crossover Avenger immediately after attacks like crouching. (D. or 
oe ation that hits | up close MUCH sooner than usuall Repulsor Spread, Iron Man passes under his rival harmlessly 


at the cost of three bars of meter. Instead, take your time 
before canceling Into Iron Avenger after those attacks. On the 
other hand, if you want to combo OTG Smart Bomb Н into 
Iron Avenger, cancel as swiftly as possible. 





уо ave the m eter to spend and you really want to K.O. a target (especially if you catch two opposing characters at 
д олсе}, combo into Proton "Cannon, then X-Factor cancel just before the end, and either immediately perform Iron Avenger 
е E V B gage: with the early hit of another Proton Gannon! 
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iron Man is a character who isn't suited to total rushdown or keepaway; your goal with Iron 
Man should be te toe a line in the middle. The ideal place ta begin operating from is a little 
closer to the opposing character than the edge of the range of crouching @. This is close 
enough to threaten with crouching (5 the tips of air (D) attacks, the edges of Repulsor 
Blast, aerial Smart Bombs, and Uniheams. 


You want to keep adversaries at around half-screen so you have enough separation 10 Super 
jump and throw Smart Bombs to either build meter, stall, or transition to offense. If your 
rival is too close, you'll likely just get hit while jumping, or air thrown before Smart Bombs 
fire; even if you're able to release Smart Bombs, they'll probably land behind the target. 
So, you'll have to work at controlling ground level before you can control the sky. From far 
away, Unibeam alone can stalemate many characters who don't have their own dominant 
ranged tactics, forcing them to either try to jump over Unibeams, or to use their assists to 
iry to close the gap. From mid range, these same characters can fall victim to crouching 
@ which you can fire much more liberally in ШАС. than before, secure in kno! wing that 
you can cancel the rocket into a number of other things depending on the situation (in 
original, crouching (©) was not cancelable and was generally only seen as an execution 
accident from Iron Man players who wanted standing (D. which was easy to tell from their 
T unprintable exclamations; now, a tiny bit of the glory of War Machine's “crouching fierce’ 
Newly cancalable, crouching С is. now much more useful ior bolh zoning and combos from МИСТ has been restored). 





Crouching (D is just slightly slower than Unibeam L while dealing comparable damage even if guarded and giving Iron Man more versatile follow-up options (whereas if your foe evades 
Unibeam, you might be in serious trouble, especially at mid range or closer). If competitors immediately get up over the path of the rocket, cancel it into Repulsor Blast to cover the area 
above and in front of Iron Man, preventing them from airdashing or teleporting in aggressively for a moment. If your adversary runs into any segment of Repulsor Blast, they'll be dragged 
on top of Iron Man, in position for you to cancel to Repulsor Spread (and then either a corner OTG combo if close enough, or a hyper combo anywhere else), If the attacker isn't baited by 
Repulsor Blast, hang onto Repulsor Spread and perform it with awkward timings to deter opponents who want to run in late ta punish Repulsor Blast. Hépulsor Spread isn't technically safe 
if whiffed or if your rival guards it, but by varying the timing, you can usually assure that the opposing character won't be ready to hit Iron Man properly right atter. 












Air) is one of the ton gest reaching basic atfacks in ihe game, and ft fs consequently excetlent for keeping opponents away at tow altitudes, 


When you feel more in control of the situation (such as when adversaries are not immediately leaping over the rockets), cancel crouching al to flight. From here, depending on what your 
foe is doing, you have a few options. If they went over the rocket, you can easily strike at them with enormous pokes to keep them at bay: perform flying air lal (direct it up or down as 
necessary, if the enemy isn't level with Iron Man), cancel it with flight deactivation, then perform falling air Û before Iron Man lands. Opponents jumping or airdashing forward frequently 
run into this, which causes a two-hit combo and gives Iron Man plenty of time to land, confirm, and jump forward to continue juggling them (see Comba IV). 


li your competitor doesn't react to crouching 48) canceled Into flight by jumping forward, then immediately fly forward behind the rocket. If your challenger is in the habit of allowing 
rockets to actually hit them (lucky you), you can link after they're bounced upward by the explosion with forward-flying air MJ, (D. + O, Ө froma huge distance away, causing Iron 
Man to auto-land and again leading to a situation where you can immediately keep juggling them (see Combo V). 


Remember that crouching @ is a basic attack, so assists can be called concurrently, Iron Man's zoning is vastly strengthened if vou give him assists that can complement crouching б) 
and his other zoning tools, such as Doctor Doom—cx or Doctor Doom—B. Depending on the assist, this can also help protect Iron Man against teleporting characters who can somewhat 
negate the threat of rockets and Unibeams by simply warping past them, 
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КЕРШ! Blast is a useful too! for controlling space around fron Man, as well as for pra viding cover for assists, 








If your adversary is eager to stay in the air and continually attack with air attacks, triangle jumps, or flight, using rockets and other projectiles to control ground level is obviously a less 
useful strategy. They're handing you an opportunity in another way, however: even though Repulsor Blasts take a long time, being able to discharge the energy with Repulsor Spread makes 
ita relatively low-commitment attack for Iron Man. If the screen shilts upward slightly as your rival takes to the sky, you can use this as your cue to activate Repulsor Blast and see what 
happens. The closer the foe is, the lighter the version you should use. If your competitor opts not to try to close in, cancel Blast with Spread as fast as you can to regain control of Iron 

Man. If thay DO clase in, wait for Repulsor Blast to either put them in hit or guardstun before canceling to Spread. At the very least, "poking" like this with Repulsor Blast to Spread reminds 
your opponent that Iron Man can control much of the screen around him, and although his up-close mobility is poor, he is not a soft target for rushdown-orientad blokes. Repulsor Blast's 
control area also means you can safely call an assist right before performing it; Iran Man himself provides 360-degree cover for assists that land near him (this is obviously not applicable if 
it's an assist that travels a long way from the point character, like Iron Fist—"y or Phaenix—"y ). 
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If you can keep opponents out fram under Iram Man, Smart Bomb fs very difficult for them to dea! with. 


You're also able to transition from this range to offense when the opportunity presents itself, such as right after you've dropped Smart Bomb H on your target from super jump height, or as 
they are forced to quard one of your crossover assists. 


The point of all this, assuming you can't just outright bully your opponent to death with your ground-level zoning, is to gain clearance to have Iron Man take to the skies with your rival 
stuck behind the trajectory of Smart Bombs. Remember that teleport-capable characters can make instant short work of Smart Bomb use, and force Iron Man to go another direction, 
Against anyone else, though, just getting past a Smart Bomb wall can be difficult. 


If you just want to harangue your opponent with Smart Bombs, the ideal way to take to super jump height to dump Smart Bombs on your challenger is to normal jump, airdash straight 
upward (this can be easily performed by double-tapping 4? ), then call an assist that can cover ground level and prevent foes from dashing, such as a projectile or pinning assist. Iron Man's 
vertical airdash doesn't have the 10-second momentum-building period at the very beginning, and he also lofts briefly as the top of it, so it's perfect for ascending and hovering quickly. Once 
Iron Man is at super jump height and you have called an assist, you can fire Smart Bomb Н at your fos once or twice depending on their position. Smart Bombs deal great damage (improved 
since original!) and the version especially builds huge amounts of hyper meter, whether they hit or are guarded. You don't want to use all three air special actions on omart Bombs—save 
one for activating flight. Now Iron Man is at super jump height having just bombarded his opponent, and you're ready to bomb two or thrae more times. Since you had Iron Man normal jump 
to take to the air, assist calls are still available, 


Having a ground-level assist with lots of lateral range is immensely helpful for trapping and chipping the opposition even when they evade Smart Bombs (virtually any beam or projectile 
assist works for this purpose: even better are assists that force your adversary to guard in separate places, like Captain America—, Rocket Кассооп— OL and Sentinei—cy). If you re 
worried about competitors going over or under Smart Bombs, you might also consider an assist like Dante—4X or Dormammu—B, which cover infinite vertical space and help prevent Iron 
Man's position from being compromised. 


Calling an assist during flight also buys you a moment to decide where to have Iron Man touch down. If you're still in contro! af your side of the screen, you can simply have him dascend. 
Like Iron Man's vertical airdash, his airdash straight down has no lag at the beginning. Airdash straight down near the ground, and Iron Man lands right away; airdash straight down irom 
high altitude, and Iron Man hovers briefly at the end of the dash, as with the vertical airdash. Use any basic attack to skip over this hovering period and make him land more quickly. 


If you aren't in control of your side of the screen, you'll want another landing zone. Iron Man's lateral airdashes travel quite far. Because of the 10-frame hitch at the beginning of any af 
Iron Man's airdashes that aren't straight up or straight down, you don't want to cancel airdashes into other airdashes right away while flying, like with other fliers; this makes him slower, 
not faster, since you're just forcing more 10-frame dead periods into his transit time (this is also true of Nova, who has a similar airdash). Instead, wait until Iron Man's airdashes during 
flight are almost totally over before starting up another one. With two or three airdashes across the top of the playing field, you'll have a chance to get Iron Man out from over an aggressive 
enemy so һе can fall more safely, making him less susceptible to air throws or last-moment cross-under tactics. 
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Айег triangle jumping fram super jump height, either strike with air) ore + © before landing, then go for а combo, W... 





Peppering enemies from mid range with rockets, Smart 
Bombs, and assists create opportunities to get in close and go 
for Iron Man's devastating combos. Опсе your rival expects 
you to bomb from above, change things up and super jump 
(instead of normal jumping then airdashing upward) to throw 
one instance of Smart Bomb Н aimed squarely at the target, 
then airdash down-forward. Iron Man's airdash is so long now 
in UMvC3 that he can effectively triangle jump from super 
jump height! What is a liability at normal jump height (his 
airdash hitches and distance) is a boon fram farther up. The 
mix-up here is that you can either perform air € + (2) for 
an overhead (which also doubles as an option select air throw, 
in addition to continuing a combo off the Smart Bombs if they 
hit), parform late air as an overhead, or do nothing, land, 
and immediately go for crouching (B into Combo I. That's 
right, being able to triangle jump fram the top of the screen 
also means you can have Iron Man empty triangle jump from 
the top of the screen, and it's not possible for your competitor 
ta react reliably to this! If they block correctly between airdash 
attacks and empty airdash into crouching (B in this situation, 
it was basically luck or anticipation. It's Marvel, baby, 





You can add another layer to the point-blank mix-up by 
sometimes having Iron Man land without attacking, then 
ана = De —- jump forward and airdash straight down with air 
-do nothing, fand without using an overhead attack, then strike with crouching O immediately! immediately. This is ong of the fastest overheads in the 
game—the only caveat is that Iron Man must be right next 
to the opposing character, since this isn't a triangle jumping 
overhead that gains any ground. To attack with this, you must have essentially already earned close range position, either through an empty triangle jump, or by making your opponent 
guard an assist so that Iron Man can move in. Of course, you can perform this straight-down airdash without an attack so you can have Iron Man land and go low immediately tor the same 
kind of trick as empty triangle jumping in. 
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Remember that you can't block while using airdashes, so make sure to precede airdash attempts with either assist calls or Smart Bombs in order to score Iron Man same frama advantage 
to airdash in behind. Airdashing in with € + @ is at least a little safer because of how far Iron Man's air basic attacks reach, but you won't get away with many empty triangle jumps (at 
least without eating a hyper combo or getting launched or air thrown) unless there's nothing your opponent can do about them. 


Dif a successful close range hit, Iron Man gets to deal tremendous damage while building lots of meter. If your rival guards correctly, they'll almost certainly use advancing guard to push Iron 
Man back out. Iron Man's fast flight startup is very useful here: if an attack like standing ÛÛ is pushed out, Iron Man remains vulnerable for a long time, but by flight canceling, you can avoid 
this period. Simply unfly or perform air to return iron Man back to earth quickly. If you happen to fly cancel in the right place, Iron Man won't lose any ground at all! (See Advanced Tactics 
tor more information.) If your competitor doesn't use advancing guard for soma reason, you can ground chain to your heart's content (all the way up to crouching @ rocket if you like) before 
activating flight to go for an overhead. Air &) simply makes Iron Man fall back to earth, but air + (D , Ө can also be used fora double overhead that catches toes if they try to block just 
one air attack, then return to crouching guard. Be careful about spacing: depending on where you fly canceled and fall on the target with air © , combo follow-ups will be limited. When in doubt, 
the most consistent solution is to chain crouching f. standing €) > Repulsor Blast M. Flight combos like Combo Il also work and are much better, but they are more difficult to perform, 
especially on short notice. 


Iron Man has such good assists (Unibeam especially; Repulsor Blast on certain teams) that you might end up with him as your anchor, using X-Factor in a last-ditch effort. If you realize Iron 
Man is going to be the beneficiary of X-Factor, try not to just use it cold; try to confirm into il. If you have bars stocked for Iron Avenger, you can wait for the opposition ta do something 
foolish that Iron Avenger can successfully plow through: activate X-Factor first and buffer Iron Avenger during the X-Factor screen freeze. During lv. X-Factor, dashing forward to tack on 
smart Bomb Н into Proton Cannon after Iron Avenger leads to 1,234,600 damage off what is basically a reversal! If it's ever down to one-on-one and you have at least four bars of mater left, 
you can just wait for the right moment to end it, basically. 


If you happen to combo into Proton Cannon and it's not going to К.О. a character, mash Proton Cannon fora while, then X-Factor cancel it and dash (or wavedash, distance depending) 
forward to juggle your adversary with an X-Factor-boosted Proton Cannon! For this to work, you must get close enough for the frame 3 hit of Proton Cannon to juggle them after the first 
one. For a simpler but much more costly X-Factor cancel, pop X-Factor toward the end of Proton Cannon and perform Iron Avenger. 


The speed boost of X-Factor also makes Unibeams much more appealing, especially if your rival has already used up their X-Factor, which means they won't be able to negate the huge chip 
damage X-Factor Unibeam spam can inflict. Smart Bombs also travel faster and ina longer arc, making them more useful from farther distances. Bombs away! 


GUMBO TAGE 
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и сап ге place the Proto 1 Gannon at the end with Iror Avenger (cancel OTG Smart Bomb H to lron Avenger 
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_ CR. ©, ©, 380192 4r е © O ARO, 0,0, 4 о Юе фи е е ©, FALLING AIR (9), LAND, IMMEDIATE 
FORWARD JUMP, AIR 0, ©, + 2 ©, ©, LAND, CR. ©, © ==> FORWARD SUPER JUMP, AIR ©, ©,@, 4 (9, Ө, 
LAND, FORWARD DASH, + u © @OTGS> +s © (MASH ES) 


687,900 damage, 21% meter gain 


This is a standard combo from crouching CL) or QU . Unlike Combo 1, this isn't dependent on Iron Man being close, which makes this much more reliable after jump-in attacks. This combo 
is required if the opener doesn't strike an adversary who is right next to Iron Man; farther away, trying to chain into crouching (H) will miss and cause the combo to fall. Linking alr Ww’ after 
fly canceling standing (H) is tight, but necessary; air (L) is a much, much easier link (Iron Man has one of the only four-frame air (L) attacks, after all), but it’s only possible up close (in 
which case you might as well do Combo |, which is both easier and more damaging), апо the whole point of this combo Is to work from far away and more universally. The hardest part of 
this combo is probably working in every possible air H); if you're having trouble, tha easiest thing to da Is to drop any instance "TET A 


































cce After unity canceling air +o H) (or plain old air Н), for ease of use), IMMEDIATELY perfonm falling air (Н) again. The key is to not really treat unfly and air (H) as distinct commands. 
ESTHER Instead, think of it as one unbroken sequence, like plinking: $ # e <> (5). (B). When air actions are canceled with unfly, there is only one frame of recovery, so you сап input H 
Esas immediately, It may not seem like this is even possible at first, but it's definitely doable with consistency; just work on getting air (Н) out instantly after Iron Man drops down from flight. 
You'll want to practice this anyway for one of Iron Man's best poking sequences. You have to use unfly air (H) in order to make the combo consistent (rather than just chaining to АС 
for the easy-mode method of dropping out of flight; air (H) allows Iron Man to land slightly faster and pops the opposing character up justa tiny bit higher than air (S), which allows the 
follow-up jumping attacks to work). As for the rest of the combo, simply perform it as quickly as possible, except for a (very) subtle delay between air + © (H) and аг (б) during the 
jump as during Combo |. 





CR. ©, CR. ©, ST. @, CR. @ => + # + o ©, &) (REPULSOR SPREAD) => $ « c (MASH €) OR 
iuo (MASH @), WAVEDASH FORWARD, + ¥ u 2 @ ОТО > V we 2 (MASH ү 


582,300 damage, 59% meter loss (or 1,004,300 damage, 349% meter loss) 


Here's an easy combo into Proton Gannon from close range. Wait for all five hits of Repulsor Blast H before canceling to Repulsor Spread. Cancel Spread to Proton Cannon immediately; the 
beam must catch your competitors before they hit the ground. If you're near the corner, doa ! cancel Repulsor Spread to Proton Gannon: instead, dash forward and OTG the foe with Smart 
Bomb H, then cancel that into Proton Gannon. 


If you have enough meter to go for Iron Avenger instead, then cancel from Repulsor Spread to Iron Avenger very late. If executed too early, your opponent may not have descended enough. 
After Iron Avenger, wavedash and OTG with Smart Bomb Н; if you have meter, cancel inta Proton Cannon! 





I. ANTI-AIR FLYING AIR @ => ¥ £ + > ©, FALLING AIR @, LAND, IMMEDIATE FORWARD JUMP, AIR O, O, & © (Н), 
©, LAND, IMMEDIATE FORWARD JUMP, AIR (D, ©, ¥ © ©, ©, LAND, CR. ©, © FORWARD SUPER JUMP, 
AIR ®, ©, @, о @, ©, LAND, DASH, > $ ч о O OTGe=> фм е MEC (MASH ®) 


725,400 damage, 20% meter gain 


Between the speed of Iron Man’s flight activation, his newfound power to cancel crouching (H), and the indomitable nature of his air М, and (H) attacks, it’s common far opponents to be 
shot out of the sky at low altitude. How much you can actually embellish after landing from the flying alr (Н), unily air (Н) poking sequence depends on your competitor's actual position, 
the lower they are to the ground at first, the less you'll probably get. Cut off the last jumping loop, or go fora launcher or à combo inta Rapulsor Blast immediately upon landing if you're 
uncertain about the appropriateness of rejump juggles. As long as you get a loop of something or other into an air combo that leads to Proton Cannon, any anti-air sequence nets over 
600,000 damage easily, and that's before considering the X-Factor, Iron Avenger, ar follow-up THE possibilities, 





CR. ©, ©, ST. ORS S.O => & ә € 2 G, AIR 0, 0,0, t © (Н), ©), LAND, FORWARD JUMP, AIR O, ©, 
¥ о @, ©, LAND, FORWARD JUMP, AIR O, ©, ¥ 2 ®, ©, LAND, ST. D => ue о 653 (MASH 9) 


1,009,000 damage to point with Iv.1 X-Factor, K.0. vs. any assist, meter neutral 


Although crouching (H) rocket is improved, it can't hit both a point character and an assist simultaneously, so you'll have to omit it from combos if you realize you've caught two characters 
at once. That said, Iron Man doesn't need crouch пп (Н) to severely damage or destroy two targets simultaneously. Even during Iv. X-Factor, this is able to destroy any assist and deal over 
one million damage to point characters; at |v.2 X-Factor, the only point characters who'll survive are Hulk; Thor, and She-Hulk. During lv.3 X-Factor, no one survives! 
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After your rival guards an attack and uses advancing guard, Iron Man normally 
gels pushed far away and must work to get in all over again. You can avoid 
this, Ihaugh, if you activate flight just after your adversary uses advancing 
guard! This is because causing certain state changes just as advancing guard 
is taking effect negates the backward momentum il causes. In this case, 
advancing guard does actually push Iron Man backward for a frame or two, 
but then flight takes effect and stops the backward movement. Activate flight 
quickly enough after advancing guard, and Iron Man just stays right next to 
ihe opposing character. From here, going for an overhead of air Ө or airs 
+ O, © will he very surprising for a foe who expected some relief fram Iron 
Man's assault. 
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-iron Man wont be pushed anywhere! 


GENERAL EXECUTION TIPS 


Take care not to accidentally get an air exchange hit when chaining to air © just after using4* + (D ors? + @ in air combos 


When canceling OTG Smart Bomb Н into Proton Cannon, you want the opening physical hit of Proton Cannon to strike just after every 
bomb has hit your opponent; cancel too soon, and the last bombs hit after the third-frame Proton Cannon hit, and your adversary 
inevitably flips out and gets ready to block the beam 


On the other hand, you must cancel OTG Smart Bomb H to Iron Avenger immediately 
And on yet another hand (you sure do have a strange body configuration), you must cancel Repulsor Spread to Iron Avenger late in order 
for it ta work 


THROW INTO CORNER, FORWARD DASH, U M + © OTG, CR. @,@, ST. O, CR. © => 0/223 + 9,0 (REPULSOR SPREAD), 
FORWARD DASH, PUES * © OTG ==> уы + OS (MASH 2) 





481 1900 cama 31% meter г1055 





AS ШТ MAN COMES IN: AIR @ => CTO (8), O © => FORWARD AIRDASH, ©, © (IF ENEMY IS к гыт 3 CORNER. LAND, 
oust + © => elas + 22 QUSE 


| теа T ig |0 damage scaling | 
AS IRON MAN COMES IN: AIR@,@,A+@ => As $$ (UPWARD AIRDASH), @,@,@ => Ху? <р + © , DELAYED ® , © 
=> FORWARD AIRDASH, (0, © => FORWARD AIRDASH, (9) , @ => FORWARD AIR DASH, ©, LAND, > + O => 
XE * c SNS) 
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Varies due to irm scaling 
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“THE TIME FOR SUBTLETY IS PASSING. 
NOW IS THE TIME FOR CHANGE.” 


Bin 
REAL NAME OCCUPATION 


Мах Eisenhardt [born] Conqueror, 


: Mutant Terrorist 
Erik Magnus Lehasherr 


[public] Í 
Has the power to manipulate magnetism and metal | 
at will. He ean create magnetic barriers that 


are able to withstand nuclear explosions, and by 

altering geomagnetism, he can cause changes in | \ | | 
the Earth’s crust, and even ignite volcanoes. : | / \ 
WEAPONS | 


Anything that can be controlled through magnetism. — | 


PROFILE | / 


A survivor of the Auschwitz concentration camp | j 
during World War Il, he developed the idea that ! Ў 
genetically superior mutants should be the ones 4 
fo rule over mankind. Fighting for the sake of | : 


mutantkind, he is a calculating character who 
Stops at nothing to achieve his goals. 


FIRST APPEARANCE AB 


The X-Men #1 UL. | / 
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ALTERNATE COSTUMES 














Overview 
СТО Заоа 850,000 
Chain Combo Archetype . |Maryel Series 





X-Factor Boost "ЕЕЕ Speed 


Level 1 (3 teammates remaining) 


Level 2 (2 teammates remaining) 122.950 | 





Level 3 (1 teammate remaining) 130% 


Your goal with Magneto is to push your challenger's character into the corner, and look for chances 
lo connect with a throw, Вщ if Magneto has beams, shockwaves, gravity things, and all this other 
stuff, why would you wantto play him like a really mobile wrestler? 


Clean hits with Magneto lead to combos that carry adversaries to the corner 
While building over a bar of hyper meter 


Scoring a throw deals half as much damage, but still results in a cornered 
toe and Magneto gains at least one bar via the combo after the throw 


Magneto's offensive momentum midscreen is killed by advancing guard 
without assists to help him, but throws can't be guarded and pushblocked, 
and advancing guard is less helpful to a cornered competitor 


Magneto’s corner combos inflict terrific damage: at least 700,000 if youl 
spend опе bar of hyper meter, and possibly well over 900,000 if you use a 
lv.3 hyper combo or THC to a teammate 


How do уой push adversaries into the comer with Magneto? 


Using Electromagnetic Disruptor L, Magnetic Blast, Magnetic Shockwave, 
zoning assists, and the new Repulsion special move to create a wall that 
repels his opponents backward 


Attacking aggressively with throws and the tip of air(H) , backed by 
interfering assists, when his foes are deterred from advancing 


Using а carner-carry combo off of any successful hit, including throws 
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have differently in ОИС, the "ROM" combo (super jump rising 
iirdash (H) x8; it was more complicated in terms of timing/positioning, but 
olo midscreen. It’s also harder (depending on the size of 
dying airdast(H) air combos midscreen. (Both the 

n the corner and sometimes midscreen, mostly on big 

û breaks lately, are they?) AC 
ill rushes with the best of them. Triangle jump air 
га possibile; the change in airdash acceleration 
and (B). now, especially fram a normal jump (in. 
| backward with air) , which is a good close range 
ompelitor into the corner fram anywhere with the 

s with the Hyper Gravitation corner loop, and finally cap 


at ЕА 


jockout off a self-sufficient combo. Although that was only 
ch, and so it's gone. Magneto is still Pringles, though. 
lisru plor have 5 and 4 more frames af recovery, | 
less abusable from fullscreen, but many characters still 
(Magneto is, after all, a sort of mutant demigod who can 
gar is... uh, a determined politician with a pipe. It’s not David 


‘of a new class of special move that allows the momentum of 













gneto’s hest friends, at least as lar as lighting games 
is). Competitors can he pushed out, pulled in, or 
considerable capabilities at both close and long range and 
ге of these moves serves only fo strengthen the leader of the 
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Flight duration de ta 106 frames from 120 frames 

hs New move: Fata | Hye ОЈ pulls opponent toward Magneto 
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Air Special Attacks—Flying ocreen and Air Exchange 


Air (8 causes a hard knockd own when used in а launcher combo (this is sometimes called flying scree 


basic attack. Air exchange attacks, performed by inputting a direction plus Ө), are only possible during 
available character to continue the air combo, 


п). When used outside of a launcher combo, air) behaves mostly like another 
a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 





Screen Command Hits Damage Jd Startup Active Recovery e age if Guarded Notes 
Al | 75n К | n Overhead attack, causes hard knockdown if used MAMI / 
Are | | ici | - - | in launcher combo i | 
Tags in next available ally while loting 
Opponent upward ro 
Tags in next available ally while causing wall 
Dounce, erases 1 hyper meter bar from foe 
Tags in next available ally while causing ground 
| bounce, generates 1 hyper meter bar _ 
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Throws 


Throws are for Snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 
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5 E game; raid beam. assists are ‘generally wonderful: Magneto—ce is no exception (and, although Magneto had some recovery added 
his assist took no such hit). Pair this with any character who relies on zoning to bolster their long range assaults; pair this with any 
ups when you. call Magneto—cv on ong: side, then immediately teleport to the other. With characters who can self-OTG, you can also 

| ckdown es after flying screen), then са Magi g {nen using an 918 move, Magneto's Electromagnetic Disruptor only hits 


r combinations, hk it 5 ‘not as. useful as it would seem for being a counter assist, Magneto is a low-vitality character to begin with, and he's 
ertorms Force Field. It the ЫШ has KARIL active when Magneto touches down, Magneto just takes damage for no reason. 
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Knocks down, beam durability: 1 frame x о 10w 
priority durability points 


Knocks down, beam durabil ty: 2 frames x 4 low 
priority durability points: 


Knocks down, beam durability: 3 frames x 4 low 
priority durability points 


Knocks dawn, beam durability: 1 frame x 5 low 
priority durability points 


Knocks down, beam durability: 2 frames x 4 low 
priority durability points 


px down, beam durability: frames x 4 low 
NOM durability paints 


Captures foe, 2nd hit is inflicted if opponent is 

nat struck while captured, 2nd hit knocks down, 
projectile active for 15 frames, projectile has 3 low 
priority durability points 


Captures adversary, 2nd hit is inflicted ЇЇ competitor 
is not struck while captured, 2nd hit knocks down, 
projectile active for 15 frames, projectile has 3 law 
priority durability points — 

Captures opposing character, 2nd hit is inflicted if 
rival is not struck while captured, 2nd hit knocks 
down, projectile active for 15 frames, projectile has 
3 low priority durability points 
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i Advantage Advantage , 
Active eco Very on Hit if Guarded Notes 


Captures toe, 2nd hit is inflicted if opponent is 
nat struck while captured, 2nd hit knocks down, 
projectile active for 15 frames, projectile has 3 low 

| priority durability points 

Captures adversary, 2nd hit is inflicted if competitor 
is not struck while captured, 2nd hit knocks down. 
projectile active tor 15 frames, projectile has 3 low 
priority durability points 


| Captures opposing character, 2nd hit is inflicted if 
rival is not struck while captured, 2nd hit knocks 
| down, projectile active for 15 frames, projectile has 
| à low priority durability points 


Knocks down airborne foe, recovers immediately 
| when grounded, projectile has 5 low priority 
durability points 


Knocks down airborne opponent, recovers 
immediately when grounded, projectile has 5 low 
| priority durability points 


Knocks down airborne adversary, recovers 
immediately when grounded, projectile has 5 low 
priority durability points 

30 total frames, counter attack, active counter 
frames also nullify medium priority projectiles 


52 total frames, counter attack, active counter 
frames also nullify medium priority projectiles 


| BO total frames, counter attack, active counter 
frames also nullity medium priority projectiles 
Triggered if active frames of Force Field are struck 
with a physical attack, invincible from frames 1-75, 
spinning knockdown | 
Activates flight mode, flight mode lasts far 106 
frames 


Unblockable, pulls competitor toward Magneto, loe 
is free to act while being pulled 


Unblockable, pushes opponent away rom Magneto, 
adversary s free to act while being pushed — 
Unblackabla, pulls airborne rival dawn to the 


ground, opposing character is free to act while 
being pulled down 
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Electromagnetic Disruptor. Magneto's beam has slightly more recovery at the end than it did in MvC3, but it's still one of the best ranged 
attacks. His EM Disruptor L starts traveling on frame 7 after input, and it crosses the entire field by frame 16, For comparison, most 
overheads aren't even that fast. When trying to control your challenger from fullscreen, or to preempt or stay even with zoning-oriented 
adversaries, EM Disruptor L should be the foundation of your efforts. 


Because of its speed, grounded EM Disruptor is particularly good for hit checking opposing assists. If any EM Disruptor happens to knock 
down your competitor's assist, you have plenty of time to decide whether you'd like to cancel to Magnetic Shockwave to beef up the red 
damage inflicted (this doesn’t work on point characters, since EM Disruptor doesn't cause a hard knockdown on them, but any hit is a 
brief hard knockdown on assists). This assist-punishing trick is more valuable if the assist is in the middle of the field, so shockwave can 
carry them farther and hit more often. If the opposing assist is knocked down to the back of the screen, Shockwave only hits them once or 
twice; if EM Disruptor knocks them OFF screen, Shockwave might not hit at all. 


If your opponent makes you nervous as you fire EM Disruptor, such as by airdashing just over it toward Magneto, cancel into Magnetic Shockwave to make Magneto safe against any 
character who doesn't have an invincible attack or quick teleport that can pass through Shockwave on reaction. 


If you don't want to spend hyper meter or go fora reset at the end of air combos, finishing with standing GJ canceled into EM Disruptor H is always a decent option (and can be canceled 
into Gravity Squeeze from anywhere, if you want to spend the meter). 


Note that Electromagnetic Disruptor can only be used once per airborne period, after which Magneto will fall to earth unable to act or guard. Activate flight first if you want ta shoot EM 
Disruptor repeatedly, or if you want to prevent Magneto from being helpless on the way down afterward, 


Hyper Gravitation. Magneto sends a 
magnetic snare out toward his rival; 
the heavier the version, the farther the 
magnetic snare travels, but the slower 
Magneto releases it. 


hyper Grav is a mainstay in corner 
d. х. е combos, where it's possible ta reliably 
E Ae а ——" juggle airborne foes with standing O 
Hyper Gravitation M ©) Hyper Gravitation H into Hyper Grav L leading into more 
i CE Ww i = : corner shenanigans. In fact, you can make 
Magneto perform a so-called "Hyper Grav loop" on cornered competitors; see Advanced Tactics for more details. This can work midscreen, as well, but it's much harder. 


The natural follow-up to Hyper Grav is either Magnetic Tempest (and then maybe a THC), or a short combo that leads into Gravity Squeeze (like the one mentioned in the EM Disruptor entry). 


You can add Hyper Gravitation to combos midscreen either through the use of assists in combos (cause а hard knockdown, call an ОТС assist and perform Hyper Grav), or by using air 
exchange to tag Magneto into the middle of a team aerial combo, letting him perform the auto-hit on the way in, then IMMEDIATELY airdashing down-forward and performing Hyper Grav 
L. (There are other ways, too; see the Combo Appendix.) Otherwise, it can be useful to occasionally "poke" with Hyper Grav H from mid to long range just to remind your opponent that 
уси сап send random snares their way. However, since Hyper Gravs themselves are easily destroyed by enemy projectiles, and because Magneto is wide open if Hyper Grav misses, this 
is nat a baseline strategy that you can rely upon. 
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Hyper Gravitation L D 





Magnetic Blast This move is а diagonally- 
aimed magnetic projectile that can only 

be thrown while Magneto is airborne. The 
motion is unusual: while \? $^ c» fireball 
motions are secand-nature to any fighting 
game player by now, Z* £j G> can be 
deceptively awkward, especially if youre 
trying to do something like use Mag Blast 
as soon as possible after a forward jump. 
Spend some time in Training Mode doing 
nothing but tossing Magnetic Blasts to get 
used to it. For another tip, whenever you're 
planning ta throw a Mag Blast, try doing ê + @ in midair first. One reason for this is to 
simply to sort of both "center" yourself and Magneto; since you're intentionally canceling 
air @ into Magnetic Blast, the results are more predictable than if you tried ta do Mag 
Blast by itself, failed, and somehow got another move on accident. The execution failures 
are then on your terms if they occur. Done correctly, and the air С) barely even animates 
before Mag Blast, and starting at VS. means that not only does the air (2) double as an 
option select air throw if your target happens to be in range, but it also makes it a natural 
motion to roll V5 4» 27 ®>. 


The angle of Magnetic Blast makes it very useful, since most characters can't deal particularly 
well with ranged threats that descend on them at a 45-degree angle. This is the same reason 
Akuma's air Go Hadou projectiles end up being so strong in any traditional Street Fighter title, 
where almost no one but him has that kind of ability. Get above your challenger and toss Mag 
Blast diagonally down at them, and Magneto is free to airdash in behind the projectile, Unlike 
beams, Mag Blasts do not dissipate if Magneto receives a hit after tossing them. You can also 
use Magnetic Blasts in variations of Мадпеїо s air combos. 





Magneto releases lighter versions of Magnetic Blast more quickly, Dut the projectilas travel 
more slowly, Heavier Magnetic Blasts take longer to toss, but they traverse the screen faster. 


Flight: Magneto's flight mode is invaluable for his mobility and air combos. Flight mode has been reduced slightly in 
duration since MvC3 to cut down on Magneto's ability to stay airborne, flitting around with repeated flying airdashes. The 


duration reduction also slightly shortens Magneto's flight moda air combos. 


Only with flight can Magneto airdash more than once per jump. This is done in one of two ways. You can cancel different 
directions of airdash into one another using normal inputs + 09.5 + @ с> + DD and so on). Or, 
you can airdash in the same direction over and over using plink inputs (@ -®, © -@, drumming two attack buttons 
on consecutive frames repeatedly while holding the direction you want to airdash—use (O as the first button so your 
airdashes double as air throws! See Advanced Tactics for more details). You can use this іп all sorts of ways, especially 
combined with using air © to drop from the flight whenever you want. From a flying position at normal jump height 

in near your rival, for example, you can airdash up-back then immediately back down-forward with air Ө to feint the 





Force Field: For Magnato's counter move, пе counters any physical hit that strikes him 
during active frames with his Force Field counterattack. The counterattack isn't assured; 
if vour opponent triggered Force Field with an attack that recovers quickly, they may have 
time to guard the counterattack. 


On hit, the Force Field counterattack causes a spinning knockdown, you can hyper combo 
cancel the recovery of the Force Field counterattack to capitalize. (You can also activate 
X-Factor.) During both the Force Field and the counterattack, Magneto is invincible to 
physical attacks, and incoming projectiles of medium priority or less become nullified. He 
can still be thrown, however. 


In terms of application, you can use Force Field effectively against obvious assaults, 

such as repeated dive kick-type attacks (like the ones Wolverine, Trish, and others love 

to usa) or square jump (2) spam. When your ground chains are guarded, you can also 
cancel crouching @ into Force Field occasionally... most opposing players are aware 
that Magneto is punishable after a blocked slide, but you can deter this by occasionally 
mixing in Force Field. Overall, it's a better approach to just not have your slide blocked and 
to not play “chasing the queen” adding high-risk escapes to high-risk maneuvers, but it's 
worthwhile to do this kind of thing occasionally just to remind your competitors that you 
might do it, 


backdash into a forward triangle jump. Air Ө makes Magneto land automatically, so if it hits, you'll be able to confirm and 
continue the combo from the ground. This is also extremely useful after taking a hit that causes Magneto to recover in the 

air: activate flight, then airdash away rapidly (while calling an assist that provides cover fram the ground, if you have опе), 

or feint airdashes away, then airdash aggressively at your foe with attacks. 





Fatal Attraction, Repulsion, and Reverse 
Polarity: Mong with Storm's new Fair and 
Foul Wind specials, these actions allow 
Magneto to push and pull adversaries 
around on a whim. Between Fatal Attraction 
and Repulsion, as with Storm's Foul/Fair 
Wind, the version that pulls oppanents 
toward Magneto has both a slightly 

larger effect and occupies slightly lass ER 
of Magneto's time than the version that m c 1 derei 
pushes away. For Reverse Polarity, the Fatal Attraction 
move forces any competitor airborne 

between frames 16 and 26 to the ground. 
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Aepulsion 


These actions have по effect on assists, and they don't put your challenger into any actual kind of “stun” state, so they're still free to act. This means you won't want to use them for just 
any old reason, since that only gets Magneto into trouble. Depending on your team, you can couple the use of these actions with particular assists to make Magneto relatively safe and 
open up new avenues of opportunity. 


For example, if a competitor such as Chris takes to the air to fire his Uzi, you can call some sort of assist that hits a long way laterally (like beams or Sentinel —Qc), then perform Reverse 
Polarity to haul him right back down and into the path of your assist. You'll be able to tack оп an EM Disruptor to pile on, hit or guarded, and you're both back at fullscreen square one. 


Or, from long range, you can call an assist like Chun-Li—y, Chris—y, or Dante—cx, then perform Fatal Attraction. If your competitor is careless with their movement while Fatal 
Attraction sucks them in, they just may get clipped by the assist, giving you plenty of time to verify, dash forward, and launch them. As with Storm's Foul Wind, Fatal Attraction is also 
very useful to mess with adversaries who think they're going to fall or airdash onto Magneto. Perform an early preemptive Fatal Attraction after the opponent Super jumps, and they'll be 
pulled clear over Magneto, and their air basic attacks whiff (unless it's something omnidirectional like Zero's air QD ). 


These moves work at ANY time—while Reverse Polarity won't do anything to challengers who aren't airborne, Repulsion and Fatal Attraction can even push and pull competitors lying 
prone or recovering from a knockdown! In this manner, these moves can be very usetul for devious resets. Fatal Attraction also allows you to squeeze a little more damage out of OTG 
Magnetic Shockwave by repositioning the opposing character closer to Magneto right before the hyper combo hits them off the ground. 











startup 


Magnetic 
‘Shockwave 






279,400- 
330,700 


Magnetic Tempest 
(in air ОК) 





Gravity Squeeze 
(level 3 hyper 
comba) 


400,000- 
448,000 


Magnetic Shockwave: This creates 
"a'sertes of infinite-Height energy 
“Columns that travel away from 
“Magneto, I these pillars contact 
vadversaries along the way, they'll 
"be carried along with the wave. 

— Thus, Magnetic Shockwave ends 
"up dealing a lot more damage 
"midscreen than near comers, where 
со ао trate off the 
“Side of the playing field. 

‘Magnetic Shockwave Is most important for its defensive and anti-assist uses. When 
using Electromagnetic Disruptors to prod your challenger from faraway and keep 
them out, they will probably eventually jump over your beam barrage. Here, they 
Thightalrdash or fly forward and threaten Magneto, but you can just cancel the 
-recovery of EM Disruptor to Magnetic Shockwave in order to insulate Magneto 
from most harm (your foe might still blow through with a teleport or a move that's 
‘invincible for a good period of time, like Iv;3 hyper combos; in this case, you'll have 
to blow X-Factor to be safe—this can actually be bait against a teleporter—or just 
fat the punishment witha smile, You can't win ‘em all). Your EM Disruptors also 

‘Inevitably sometimes snipe opposing assists as they try to come on screen. On 
"reaction to this, И the opposing assist is close to Magneto’s side of the screen or in 
the middle of the playing field, cancel to Shockwave to punish the assist further and 
"perhaps coax а bad mistake out of the opposing player's point character. 


"Shockwave can also end midscreen combos, and it is indirectly better at this than 
їп оппа MVES thanks to Fatal Attraction. After all, the closer your opponent 
isto Magneto When Shockwave hits, the better. Alr combo your rival and cause 
йй screen, then perform Fatal Attraction to pull their body toward Magneto. 
‘Cancel to Magnetic Shockwave before they get ир for the OTG. If you cause a 
— hard knockdown in the corner, and you don't have an OTG assist handy to enable 
уш pop your competitor tip into Hyper Gray ==> Magnetic Tempest, then 
_ batkdash away from the corner and perform Fatal Attraction canceled into Magnetic 
‘Shockwave, This ekes about ~55,000 more damage out of corner Shockwave than 
‘Was possible in original Муса. : 





Active 


severe In a combo by now, but you can use Magneto to immediately hand off to another character 
via a TAG, and then hitstun decay won't matter. Your next character can finish off both the team 
aerial combo and the current challenger character in X-Factor, and then be ready to mix the next 
competitor up. 














Advantage Advantage 
on Hit if Guarded 10168 


Frames 1-10 invincible, OTG-capable, hard 
knockdown 

Knocks down, each rock has 1 high priority 
durability point, can be mashed for additional 
hits 

Frames 1-10 invincible, OTG-capable, hard 
knockdown, unaffected by damage scaling, 
can be mashed for additional hits 















Magnetic Tempest Magnetic Tempest is used in 
combos, usually after Hyper Grav. Juggling into 
either Magnetic Tempest or Gravity Squeeze Is the 
ultimate goal of most corner combos. Mash an 
attack input for increased damage. 


IF X-Factor is activated during Magnetic Tempest, 
the rocks dissipate right away. Since Magnetic 
Tempest combos involve the challenger being right 
next to Magneto, he'll be in position to dash and 
launch immediately. Hitstun decay becomes pretty 





Gravity Squeeze. Magneto's lv.3 hyper combo 
strikes wherever the opponent is on the 21st frame 
after input. An attack input can be mashed on hit 
lor a little extra damage. Afterward, your foe is 
lobbed backward in a hard knockdown. Magneto 
can follow-up after this at the very least by juggling 
the opposing character with EM Disruptor; near 
comers, Magneto can actually dash in and use 
standing G) , © to launch the challenger before 
thay hit the ground, Hitstun decay is high by the 
time you getto an air combo afterward, so the 


best you can usually do is to cause a hard knockdown in the corner. (With some assists, you can 
do better—for example, dash forward after Gravity Squeeze and juggle standing С) == EM 
Disruptor H while calling Dormammu-—cx, then cancel to Magnetic Tempest!) 


Gravity Squeeze is OTG-capable, which makes it an excruciatingly easy way to add 400,000+ 
damage to any hard knockdown, It also combos after any standing Ga), EM Disruptor, Hyper Grav, 
Or Force Field counterattack. You might even choose to cause a long-lasting hard knockdown with 
one of Magneto's teammates, then tag him in to finish their combo with an immediate OTG Gravity 
squeeze, Magneto's flexibility with adding Gravity Squeeze ta any of his combos means he's 


always extra dangerous when he's packing surplus hyper meter. 





Battle Plan 


Magneto has a terrific air @ and air ® for rushing down challengers, but his ground 
attacks are actually not quick compared to the fastest pixies. So, you'll generally only want 
to attack on the ground behind the frame advantage that is provided by either a jump-in 
attack or an assist. Magneto works best with pinning assists, or assists that take up a lot 
of lateral space (and the longer they stay active, the better). Beam assists help Magneto's 
ranged gama, as thay do with anyone, but they don't tend їс last long enough to give 
Magneto several free shots while his opponent guards, and they tend to keep vour rival 
stuck in guardstun, which reduces the amount of ways they could screw up against an 
aggressive Magneto. 


Ultimately Magneto works best with assists like Akuma—[ and Sentinel—cv. Backed by 
an assist like Akuma's projectile-invincible Tatsumaki, Magneto can be played ina proactive 


manner оп offense; with Sentinel's drones, the play should be more laid-back and measured. 


[This is just as true if you select assists other than these, though your actual tactics may 
have to be altered slightly.) Bath assists mentioned here are fragile and have to be covered 
in different ways, and Magneto is no Sentinel Thor, either, sa the low vitality of the team 
also dictates how you should aperate—carefully. 


Magneto has an ideal means to cover Sentinel calls—standing with his back to the screen 
edge and performing EM Disruptor after calling Santinel. If your foe does anything that 
makes you nervous, you can cancel to Magnetic Shockwave to protect both characters. 
Alter the drones are on screen and traveling, Magneto can catch up to tham easily if you 
wavedash while they travel to your opponent's character. (Once Sentinel leaves, you are 
also safe to use Fatal Attraction to pull your adversaries forward into the drones, or execute 
Reverse Polarity to suck them down out of the sky into the drones.) As the opposing 
character is forced to block the drones one way or another, Magneto can then be made to 
alternate between dash-in crouching Ё, triangle jump air (B , or empty triangle jump into 
crouching V9. Because Sentinel's drones force your competitor to sit still for so long, you 


have time to take two or three cracks at breaking down your rival's defense here. If your 
opponent weathers the storm and pushblocks Magneto back successfully, then it's time to 
create another space to call Sentinel and repeat the process. Other assists such as Captain 








Magnelo's ranged powers are supplemented by new 
moves that fet him reposition his adversary. 


By geting your challenger fa guard an assist hal 
hoids them for a while, you'll buy yourself a chance 
fo crack their shall 


America—C and Rocket Raccoon—cx can бе used for more or less the same purpose, 
although they occupy much less of the playing field. 


With an assist like Akuma— Û, you can play more aggressively because Akuma cuts 
through so much stuff with his body (whereas Sentinel assist cuts through nothing, the 
robot just stands there beckoning for the drones—do robots need the pointing ?—waiting 
for your challenger to nuke a giant, fragile target if you don't stop them). Instead of covering 
the assist call itself, your goal is to call the assist when you're already relatively close 

to your targel, then react accordingly. Don't commit to an attack while you're dashing in 
and calling Akuma; wait to see the results of Akuma first. Otherwise, you might get both 
Magneto and Akuma caught at once. On the other hand, if Magneto isn't committed, you'll 
be able to block and pushblock if your adversary starts hitting Akuma; from here, you'll 
possibly be free to employ EM Disruptor, Hyper Grav H, or Magnetic Shockwave in order to 
stop them. 


If Akuma starts hitting the opposing character, you can react in time to continue with a combo: 
If Akuma is guarded, your job is to force your challenger to keep guarding with either EM 
Disruptor, dash-in crouching (5, or a triangle jump mix-up so Akuma can leave safely. 


Magneto also works well when paired with OTG-capable assists: the master of magnetism is fast 
enough and his combos are flexible enough to make just about any assist work. Off any OTG hil, 
you can continue the comba or easily link Hyper Grav ta Magnetic Tempest te cap off a combo. 





One big plus ta landing a row is thal your 
challenger's incoming assist ends up whiting 
harmless. 


Magnete can be played {б stalemale some characters 
wilh Electromagnetic Disrupfars alone. 


Without being backed by an assist who takes up a lot of space and gives Magneto chances 
to stage mix-ups without much risk, you'll have to take more advantage of Magneto's ranged 
tools, since rushing in mindlessly without cover is a good way to lose. 


When in doubt, there is nothing wrong with attempting to zone your challenger with 
Electromagnetic Disruptor L and Magnetic Blast L. Shoot EM Disruptor at opponents who 
are directly across from Magneto; toss Mag Blasts down upon them from up above and far 
away. If you super jump backward and throw Mag Blast L as soon as possible, you'll have 
plenty of time afterward to either: 


Airdash up-back and throw another Mag Blast L, then possibly 
activate flight to stay in the air longer, or fall to earth to get 
another bead on EM Disruptors and rushing in 


Airdash down-forward, and attack behind the cover of Mag Blast L 


Activate flight and airdash forward and down-forward repeatedly 
to either fall directly on a competitor with air © or pass over 
them to the other side 


Mag Blasts are also very useful at normal jump height, if your challenger's team isn't 
constituted to completely dominate ground level (you're not going to get away with throwing 
many jump height Mag Blasts if Racket Raccoon or Arthur are spamming projectiles while 
calling a Doctor Strange assist, for example). When he is this low to the ground, you 

have time to dash in with Magneto and combo after a Magnetic Blast hits from mid range 
(or, if Mag Blast is quarded, to triangle jump air (5. or empty triangle jump into throw 

or crouching ® and so on). Throwing Magnetic Blast in this manner works as a sort of 
pseuda-assist, giving you a brief chance to attack without the risk of just running forward. 
At the very least, getting a Magnetic Blast aut there assures you of adding an EM Disruptor 
H for your opponent to block right afterward, for a little chip damage and hyper meter gain. 


Without an assist to help pin or Magnetic Blasts to attack behind, throws become especially 
important while playing Magneto. He's a fast character, extremely air-mabile, who can 
corner a competitor off any throw; whether you ground throw your challenger or air throw 
them, Magneto can manage to catch up and hit them while they're encased in magnetic 
rocks, and then it’s corner carry combo time. Throws are important because without an 
assist to help him out, Magneto is fairly susceptible to being pushblocked. His overheads 
are good, but they're not really as fast as thay look—characters who can jump and perform 
rising attacks as overheads are actually impossible to react to, while Magneto is merely very 
difficult. Magneto has a version of this, with instant overhead jumping air WU, canceled 

into triangle jump air O, but it's difficult and misses many characters, especially if they're 
crouching (which they probably were, if jumping air AY managed to hit them in the face). 
Your mix-ups between dash-in crouching (B and triangle jump air (B, Û take on a totally 
different complexion once you can mix in surprise throw attempts reliably. Opponents 
waiting to use advancing guard to buy space end up getting snagged. Dashes can be crouch 
canceled into a throw attempt (be precise with your input to avoid accidentally getting an 
up-close? € o> + (2) ), while empty triangle jumps can naturally lead to a throw upon 
landing. (See the Advanced Tactics section for a means to install more than one air throw 
attempt into what looks like an empty triangle jump!) 


So you've chased your challenger into the corner, either by pushing them back with Magnato's 
projectile prowess or with a corner carry combo. If the combo is still in progress when you 
get to the corner, try to find a way to finish with Hyper Grav L so that you can transition to the 
Hyper Grav loop (see Advanced Tactics) before tacking on a hyper combo or going for a reset, 
Depending on how the corner carry ended and whether Magneto has an OTG-capable assist 
handy, the best you can do may be to score a hard knockdown in the corner. 














With careful timing, you can use the new Renulsian 
special against a fos you've knacked down into Ifa 
comer ta prevent them from rolling out. 


You can force incoming characters inte situations 
where they re susceptible fo an air throw or combo 
regardless of wal {hey aa. 


Once the opposing character rises, they'll be able to roll forward during ground recovery, 
but Magneto can be made to correct for that in multiple ways. If you have an assist like 
Sentinal—cu handy, call it so the drones are occupying the space your challenger will roll 
forward into, then backdash as they roll forward. This gives them just enough room to 

put themselves into a confusing situation, while you still keep their backs to the corner. 
Alternatively, you can simply call an assist who can cover Magneto and pin the adversary, 
and then you can perform Repulsion as the target starts to roll forward. Magneto simply 
holds them in place, and then they'll be forced to guard the assist covering Magneto... and 
they'll still be in the corner, with Magneto right next to them with frame advantage! 


Catching one or two sequences correctly with Magneto against a cornered competitor 
should result ina knockout, The next character falling in fresh also gets cornered. To cover 
a number of bases, the most consistent thing to do is to jump to meet them just as they 
come in with air ©) canceled into Magnetic Blast L. If thay fall in mashing an attack trying 
to beat you out, this combos and allows you plenty of time to land and juggle with standing 

, © into an air combo. If they block, you'll still be right on top of them. If they use 
advancing guard, unless they do it immediately as air @ hits (which is as likely an accident 
as anything else; using advancing guard against single attacks on reaction isn't reliable), 
Magneto lands before them! They're still stuck in the advancing guard animation in midair 
briefly, so Magneto is free to dash forward, then jump to air throw them before they land. 
Naturally, an air throw into the corner should mean a minimum of 450,000 damage, not 
counting THC or X-Factor possibilities. 


Any of Magneto's combos can end with either standing @ or a Hyper Grav; that means 
you can manufacture this scenario (new character falling in) with a snap back at the end of 
any combo (cancel st. QJ into snap back, or follow up Hyper Grav with st. @ ` snap 
back), If you are really in your challenger's head, and if they have assists with lots of red 
damage, then going for snap backs aggressively has more potential than taking guaranteed 
damage, provided you make your mix-ups pay off. 


All this assumes all things go according to your Magneto gameplan, which won't be all 
the time. Your challenger may turn the tables and go after Magneto aggressively, banking 
on taking him out with just one solid combo into hyper combo, followed by THC. So you 
can't afford to be cavalier with Magnato's below-average vitality. The best anti-air against 
airdashing, jumping, and flying characters going for overheads and cross-ups is often to 
just try to air throw them. Failing that, Magneto’s standing & actually makes a terrific 
hit-contirmable anti-air/anti-jump attack. The little energy flash Magneto creates with 

his hand is actually invincible (his hand and arm are vulnerable), like the similar effects 
created by Storm or Iron Man during basic attacks. On offense, use it instead of crouching 
(B whenever you anticipate an adversary trying to jump away, or when you're attacking 
airborne challengers at low altitude. On defense, you can use it to try and tick incoming 
competitors out of their airborne attacks. As with crouching Q, just press the button two 
or three times whenever you use it to give yourself a chance to confirm whether the light 
attacks have caught your rival, If you do shoot an adversary down with standing &9 x2-3, 
launch immediately and go for a normal air combo or TAG. Be advised that standing 
whiffs over the heads of small crouching characters. (And over Amaterasu, Arthur, Rocket 
Raccoon, and Viewtiful Јов while they're standing!) Finally, if you can manage to jump 
backward, air V3 + Magnetic Blast L buys solid separation and a chance for 
Magneto to regain control, and backward triangle jump O actually comes out faster than 
forward triangle jump air QJ because of the new “hitch” in Magnato's down-back airdash. 
Even from a backward triangle jump, the attack still has good range. 
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|; MIDSCREEN; CR. (D , (D , MOOS FORWARD SUPER JUMP, IMMEDIATE AIR & , PAUSE, => DOWN-FORWARD AIRDASH, 
PAUSE, AIR (9, LAND, FORWARD DASH, ST. ©, © => FORWARD SUPER JUMP, AIR (H) ==> FORWARD AIRDASH, 
AIR@ => pt ect O, ARO, ® FORWARD AIRDASH, [AIR (9 FORWARD AIRDASH] REPEAT BRACKETS Х5, | | 


| AIR (S, LAND, OTG-CAPABLE ASSIST, ў x © Wey + ere CE (MASH (®) OR ST. Ю = ж u > o H) / 
' => + ¥ щ о ED (MASH @), DASH IN ST. O, © => «42% 2O 4 
Requires O1G-capable assist (damage varies slightly based on assist), ~ 720,300 damage, ~124% meter gain (ог 945,000 ro 


damage, ~140% meter loss with Gravity Squeeze) = 


This combo carries your challenger corner-to-corner, and it requires an OTG-capable assist (if you simply end tha combo at the hard knockdown, it still corners them while dealing а 
respectable 462,000 damage and building 117% hyper meter). From the middie of the playing field, this combo will already have your adversary in the corner by the time you get to the 
flight portion, and:so it can work on every character; from closer to your own corner, they won't be in the other corner quite yet. This makes the air(L) link after activating {light late in the 
combo unreliable or impossible on some mid-sized and almost all small characters: 


Midscreen air(H) to flight air combo unreliable on: 


Arthur Chun-Li Deadpool Doctor Strange Felicia 
| Firebrand Frank West Phoenix" Phoenix Wright 

Rocket Raccoon Spider-Man Strider Trish 

Viewtiful Jog Wolverine — X-23 Zero 

* Nat that it matters; this combo K.0.5 Phoenix before the portion that doesn't work on her! 


After the launch, you want to hit with air (H) on the way up as soon as you can, but you want to pause betore airdashing down-forward. This allows Magneto to risa as his victim drifts 
down slightly. After your late diagonal airdash, you then want to pause again, and link RM) on the way down as late as possible. After landing, you want ta be able to have Magneto dash 
right into an opponent who's not very high off the ground, sa standing TIC) combos properly. This part can take some practice; it's easier (and trivially less damage) to simply land 
and perform crouching © instead. If this misses, you didn't position the rising and falling air heavy attacks properly, Take your time! (Оп big characters, you can squeeze in а second 
rep of super jumping air Into airdash down-forward aire), before dashing forward to relaunch.) 


OLINIVW: - 


If the opening light attacks are quarded, then halt the combo and go for a throw, triangle jump air (L) toran overhead, or Combo | again. if you think your challenger might try to jump away 
on the ground, or if they're airborne at low altitude already, open with standing (L) x2 instead. If standing LE) x2 strikes against an airborne competitor, just launch with (SJ immediately 
and proceed 10 the air combo portion without more ground attacks for the sake of consistency. 


On small characters, you can perform everything up to where flight is; then do air (S) fora hard knockdown instead, From here, dash forward and call the OTG assist, then perform Hyper 
Grav Н into Magnetic Tempest. This is less damage, hyper meter, and pushback, but it’s still totally worth doing, at around 696,100! Alternatively, see the Combo Appendix for a midscreen 
corner carry. flight combo that does less damage, but is much easiar. and works on-avery character consistently. 


Ending it with a hard knockdown short of the comer also opens up the chance to command dash upon landing with EAT, then perform Fatal Attraction canceled to Magnetic Shockwave, 
The dash, followed by Fatal Attraction, puts Magneto and his challenger right next ta one another, making the most of Shockwave. This combo doesn't require the help of an OTG assist, and 
it allows Magneto to deal a relatively easy 548,900-576,900 damage on anyone in the cast. 
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ii. CORNER ONLY: CR. (D, (D, ©, ®, (S => FORWARD SUPER JUMP, AIR (9), PAUSE, => DOWN-FORWARD AIRDASH, 
AIR (9, LAND, {UPWARD SUPER JUMP, AIR (9 => DOWN-FORWARD AIRDASH, AIR ®, LAND] REPEAT BRACKETS X7, 
STANDING (B) => 4 x « c (De x © o 69 (MASH 63) 


703,100 damage, 32% meter gain 


The so-called "ROM" combo (a name appropriated from a similar up-and-down MvG2 combo) is still around, but now It'S only reliable in corners, where it still works on every character. 
After the launch, the first super jump repetition is not about speed, it's about position; as with Combo I, you want to hit with air) ASAP on the way up, then let Magneto drift upward 

for a moment before airdashing down-forward. The difference пеге is that affer airdashing down-forward, you want to strike with air (Hl immediately, so Magneto kind of wedges himself 
between them and the ground and pops his foe back up. From here, perform the seven follow-up reps as fast as you can; if they're in the right position, it's just about speed. (This combo 
is, strictly speaking, more work than absolutely necessary for this amount of damage, but hey, iE looks. rad—start off with triangle jump alr (HY to or. before the launch; and you end up 
with a combo that is literally 22 heavy attacks in. a row. In MVC2, he got by with a 5-fierce combol) 


After the final standing (Н) ta Hyper Grav L, you can also opt to perform standing H) to EM Disruptor H to Gravity Squeeze; Or, you can just jab your opponent out of the Hyper Grav with 
standing М), then go for an air throw back into the corner against their air recovery, 


Whenever super jumping upward during this combo, it’s most lenient to super jump up-back... but, this may increase your likelihood of accidentally performing a worthless Hyper Grav Н 
instead of just getting upward-moving alr H. Super jumping straight up works fine, but it makes the timing slightly more exacting. You can use alr O) in place of air during upward- 
moving portions of the combo, but this diminishes the usefulness to be less than much easier alternatives: 
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f. THROW / AIR THROW, WAVEDASH, CR. ®, FORWARD SUPER JUMP, AIR 9 ==> FORWARD AIRDASH, PAUSE, 
AIR ©, (Н), LAND, [FORWARD JUMP, AIR © ==> FORWARD AIRDASH, AIR ©, (Н), LAND} REPEAT BRACKETS X2, ST. (Н) 
ex» ¥$ ue © (Ю (ОВ ІМ CORNER {ж «€ o (0) => # « c @® AND MASH ©) 


229,900 damage, 95% meter gain (or 468,100 damage and 9% meter loss with Magnetic Tempest ender in the corner) 


Magneto can always follow up after а thraw—you just might have to do it a bit differently depending on the position, After a forward ground throw, wavadash forward and slide into 
launcher with crouching (Н), (8). After a backward ground throw, you can do the same thing, or simply use Hyper Gray H ta pull your competitor over (backward throws, ground ог air, 
keep them trapped longer than forward throws; on the ground, this gives Hyper Grav H time to retrieve them). 


After low altitude air throws, you have time to land, dash forward, and slide into launch. If you didn't use up your airdash before the air throw, you can speed this up by airdashing down- 
forward and whiffing an attack to land faster. 


score an air throw above normal jump height, and you'll need to be quick ta catch up ta them. Again, if you didn't alrdash before the alr throw, airdash down-torward immediately while 
whiffing an attack, On landing, dash forward immediately to slide into launcher. If you already used up the alrdash before the air throw, you'll have to Use flight (airdashing closer {or an air 
throw is very useful, so this is not unusual). After Magneto recovers fram actually throwing them, activate flight. From here, you'll need to airdash two or three times ina row before using 
air (S) to fall on the challenger and start a combo before they escape their magnetic shackles. To just airdash normally, you'll have to alternate directions (for the most consistency, use 
> 0 Ge ERR € v (oem), alr (§) on nearby challengers, and CE кш > л ee > Ащ г} бз), air) on faraway adversaries). If you can plink alrdash 
consistently, hitting attack buttons on consecutive frames, you can Just plink airdash down-forward back to the ground very quickly, and be ready to fall with LOE then land and slide, 
and 50 оп. 


After launching a thrown challenger at midscreen, you can also proceed to the air combo portion of Combo |; Against а cornered opponent, you сап proceed to either the ROM loon, the = 
Hyper Grav loop (sea Advanced Tactics), ога hybrid of the two. 
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CORMER LOOP 

When you combo into a Hyper 
Gravitation in the corner, you'll have 
a chance to go for a demanding, but 
rewarding, modular combo. Between 
the built-in capture period of Hyper 
Grav and the hardly-dwindling hitstun 
of air G and standing @, this loop 
usually works for al least three 

reps even after lots of hits. Juggle 
into Hyper Grav somehow, then 
immediately super jump up-back as 
soon as Magneto can act after the 
Grav. Allow Magneto to drift just to 
the beginning of super jump helght, 
then airdash down-forward with air _ 
(D, land and juggle with standing a) 
canceled to Hyper Grav L, super jump 
up-back immediately, and lather, 
rinse, repeal. 

The relatively simple three-hit combo 
portion inta super jump must be 
performed very rapidly, but you must 





Air throws are possible even 1 frame 
after leaving the ground, 1 frame 
before landing, and just as airdashes 
begin. By using a couple of tricks, 
you can install two air throw attempts 
into your empty Magneto triangle 
jumps, which helps tremendously 

ee when advancing on your adversary 
By making a habil eut of executing your airdashes, and trying ta crack their shell. Jump 
triangle jumps, and emply ulangie jumps а Certain forward, then airdash down-forward 
MINH MOI ааа ANTNS es TG as soon as possible by inputting 

“ + @-@. As Magneto descends, 

continue holding A and tap @ again before Magneto lands. Da this as 
quickly as possible. 
This works because by delaying the non- button press in the airdash 
command by only 1 frame, the game briefly thinks you are going for an air 
throw by holding a sideways direction plus G) in midair. The other $2 input 
опе frame later then reintarprets that command as an airdash, as a form of 
leniency. Go inta Training Made and turn on the input display and airdash over 
and over again, and you'll be surprised how often you're plink dashing already 
on accident! It's really difficult to hit two buttons on identical frames all the 
time, which is why this leniency is there to begin with. 


Perform the command quickly, and input > + O ior crouching (B when you пакао оаза ш ache 
land. (Or, land and do 5> + G) tar a third throw attempt!) Magneto should s EUNT Vin E dis eet 
look like he's just empty triangle jumping forward spastically with no attack, olas ME arabe te a ЕИ и ES Mem | 
before landing and going for a law combo (or throw). It's only natural thal a AE CREE ын ОЕ IP QNSE EO to actually drift up with him, just 


eneral corner bread and bulter, =e | 
competitor's reaction to overhead/empty jump mix-ups will be to try to get f А меле depms сора сата 
the heck outta dodge, but with this trick, you'll snag them automatically if super jump height. If you don’t let them drift upward slightly, Ihe combo falls 
they try to jump away. If you score an air throw, of course your crouching @ because the foe is too low in altitude for Hyper Grav L to snara him or her. 
will never happen, and you'll have time to prepare to follow up post-throw 
with a combo. If you happen to get your rival into the corner properly, you can 
proceed to the... 








il ceases to work (Ihe mare hits in the combo, the 

harder it becomes to loop, and in original MvC3, il While Magneto's 
could be looped twice as much), but in the meantime, combos can be 

it provides lots of extra damage and hyper meter for ended with hyper 
Magneto. Cap off the last Hyper Grav by canceling into combos, you may 
Magnetic Tempest or Gravily Squeeze. also opt to cut 


If all else fails for you in performing this combo, combos short on 
you're probably not hitting air ©) fast enough after purpose in order to 


down-forward airdashes. This combo is hard, but irs — Sel UP situations 
worthwhila. where you can put 


your adversary right back into a combo with a throw or reset. 


corner can be accomplishad by: After snaring your challenger with Hyper Grav in a corner combo, for example, you can simply finish 
Air combo near the corner into down-forward the combo with standing (9. Your rival gets forced to air recover right in front of Magneto; if they 
zi dash €), land, standing O => Н : air recover neutral or backwards, jumping forward to air throw them on reaction is easy. Against big 
argas 3 , Standing yper characters, you can air throw them no matter which way they air recover; against smaller foes, you 
Grav L won't be able to cover all your bases without also calling an assist to cover the space behind you in 
Air combo to flying air ®, cancel with case they air recover forward over Magneto's head. 
“unflight,” juggle with falling air@, land, You can also combo into Hyper Grav, perform standing (B while calling an assist who can cover a 
standing @ ==» Hyper Grav L lot of space in front of you, like Dante—c or Rocket Raccoon—‘y, then cancel to Repulsion. Your 
Throw the target into the corner, Hyper Grav adversary won't go anywhere if they try to air recover forward, though they might expect to... and so 
(better: throw the foe, then perform an air they might try something that gets them hit by your assist. 
combo into standing @ into Hyper Grav L!) While performing a combo for 400,000 damage isn't as beely as going for 700,000+, if you can end the 

А E smaller combo such that you get a shot at another combo immediately, you can end up dealing much 

Ending an air combo with a hard knockdown, more damage overall. Meanwhile, you're not spending hyper meter on these “unfinished” combos, so 
calling an OTG assist, then using Hyper Grav {here's more for Magneto and your whole team to play with. 


This loop can be repeated four times a! mosi before (Og VOY FOP... 


Putling your competitor into a Hyper Grav in the 
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GENERAL EXECUTION Гре 


Getting better with Magneto combos is, in a way, about getting better at airdashing and moving around in UMvL3i in general. He is a 
prototypical “Vs.” character. 


Practice attacking immediately after alrdashing; fast enough to normal jump and triangle jump with Т9 and have T hit T a solid 
indicator. If you can’t do that, you won't land the ROM or Hyper Grav loop consistently. 

n HORN ОЛО est» FORWARD SUPER JUMP, AIR (9), PAUSE, ^ DOWN-FORWARD AIRDASH, AIR), LAND, (FORWARD JUMP, To 
=> FORWARD AIRDASH, AIR ©, (9), LAND] REPEAT BRACKETS ХЗ, ST. (H) > V. щ > + (Н) 


Notes — А | | ТҮТИ Шш 
simpler corner сатту/депега! purpose combo than Combo |. Also a reliable X-Factor combo. Can replace EM Disruptor Н ender 438,800, 113% meter gain (674,100 with Magnetic Tempest |= 


with 7 A> + BOD midscreen, ort} (2 <b + Ө => Û 2 < + SS incomes | oS = in comer) — 
СА. (D, (D, D, O, © ==> FORWARD SUPER JUMP, AIRG ==> FORWARD AIRDASH, AIR © М > y x = о 26, ‘AIR jo uo 
FORWARD AIRDASH, {AIR (9) ==> FORWARD AIRDASH} REPEAT BRACKETS xs, AIR) йе 


Noles Damage | 
384,800 damage, 105% meter gain (before possible follow- 
Corner carry fly combo that works on everyone. Same enders are possible as Combo |. ups with OTG assists or Magnetic Shockwave/Gravily 
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CORNER ONLY: CR. ©,©, ©,@, © => FORWARD SUPER JUMP, ARO > DOWN- FORWARD AIRDASH, ARO, LAND, ST. © =5 





Vat (0), (Б) E => FORWARD SUPER JUMP, AIR (9) ==> FORWARD AIRDASH, AIR 9) => $ ae = Ө] AIR CO, G 0,0 a> 
FORWARD AIRDASH, AIR (H) ==> FORWARD AIRDASH, AIR (H) => c> exo oar € o (5), FALLING AIR (Н), LAND, ST. POE + 2 - ск) S 
=> ¥ e o (59 (MASH ®) 


Noles | _ Damage | EHED RT EE à 






2.100 damage, 15% meter jain 
GROUND THROW, DASH, JUMP, AND AIRDASH FORWARD, AIR O, (Н), LAND, CR. jon MO) uds FORWARD SUPER JUMP, AIR E) eto 
DOWN-FORWARD AIRDASH, AIR (9), LAND, (FORWARD JUMP, AIR@ est FORWARD AIRDASH, AIR (0), (Н), LAND] REPEAT BRACKETS X3, 
5Т.(Н) к= > Vat +o OE Vat e o6 (MASH 63) 


Notes i | Damage 


Sees Se SS ES = Te meter gain 


AFTER MAGNETO COMES IN: CANCEL AUTOHIT WITH IMMEDIATE DOWN- FORWARD AIRDASH, + (> CL) V. eee сој (MASHC)). 


Notes ТЕШЕТ 
TAC combo to Maaneto's Magnetic Tempest Varies due to dam age scaling | 


AFTER MAGNETO COMES IN: AIR 0), 0.O => V x c+ (S), ARO, G os FORWARD AIRDASH, inna ien 
REPEAT BRACKETS X5, AIR © (OR ANOTHER AIR EXCHANGE) 


Notes 3 | SE et Damage 
TAC combo to Magneto using + Ө огу + © E ag | Varies due to damage scaling. 
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"THEY ONCE CALLED ME M.0.D.0.C. —BUT I'D. 
MUCH RATHER BE "KILLING" THAN ‘COMPUTING 


Bia A 
REALNAME | 


George Tarleton 


OCCUPATION 


leader of ALM, 
Would-Be Eongueror, 
Terrorist 


ABILITIES NN 
He is capable of various — | " (а 

types of attacks using psionic \— | 
abilities, and he also has — | ® 
superhuman calculating ability. eser 


WEAPONS 
Various weapons designed for killing еи into 
his hover-chair. | m. ч 


PROFILE 


Formerly justa regular human, George was ТА, 


І Фа" A Я ГА ы, 3 ў AN i 
‘to become a living human experiment and was бә Р? ` j J / к | 
subsequently turned into M.0.0.0.K. [Mental a aint " р. 
Organism Designed Only for Killing). Calling himself ps Won | 
` he Scientist Supreme and using his vast intellect and psionic m ) 


he annihilated all those who were involved in his experiment, ° 


FIRST APPEARANEE 


Tales of Suspense LM 


Agmen ed EE 


POWER GRID 


4 (ў a 





Єў Eme ыштыш 

E — —— 
AR 

Єў = TTT 


€) ‘SPEE 





(тг ENERGY PROJECTION 
e» Eas ae 





“This is biographical, апо does nit ie ne ШЕ 
in-game combat ШЕШ of ihis ess E 
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X-Factor Boost Damage Speed 
Level | (3 teammates remaining) 
Level 2 (2 teammates remaining) 





Level 3 (1 teammate remaining) 


Your main goal when using M.0.0.0.K. is to push your opponents into the corner. 


Why do you want to push the opposing character into the corner while playing as 
М.0.0.0.К.? 


Placing M.0.D.0.K.'s Barrier (+ © @) in front of a cornered 


opponent allows for mix-ups that are almost completely safe from 
retaliation 


M.0.0.0.K.’s attacks give him great combo opportunities in the 
corner, including the chance to land a large number of Analysis 
Cubes to power him up 


How does one push a competitor into the corner as M.O.D.O.K.? 


Utilize moves to knock your rival off their feet, such as crouching 
(Н or- (Н) 


Rely on low altitude fast airdashes, which give M.0.D.0.K. great 
opportunities to apply pressure 


Use assists and М.0.0.0.К.'5 space-controlling projectiles to 
push opponents back 


Your secondary goal with M.O.D.O.K. is to control screen space and prevent your target 
from pressuring him inta a corner. 


Why do you want to prevent М.0.0.0.К. from being put in the corner? 


M.0.0.0.K.*s slow movement speed and startup оп most of his 
moves make it very difficult to maneuver when he’s on the defensive 


How do you prevent М.О. D. OK. from getting in (пе corer? | 


M.0.D.0.K.'s Various projectiles. can make any advancement 
unsafe fora an adversary 


Use. assists, such as Dante—c, to make competitors second- 
guess their а toward M.0.D.0.K. _ 
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MO GING IENE Л ДИДЕ 


M.i 0.0 O.K. has re CBIVE в ғ | їв aw minor Upgrades їп Uitimata Marvel vs. Capcom 3 lhe mos 
ssignific cant of | which is Ihe reduced recni гегу time jn Analysis Cube. This projectile is the 
key to unlocking M.0.D.0.K, 5 damage potential and ine readucer recovery time makes [ 
easier to link after a successful Analysis Cube. Other changes include minor {frame twea 
to his standing and û аго: attacks гапа the ability la mash his Killer-Iiiuminatinn hyp 
for added damage. i 

Air basic ай lacks Can now. te cance ed into airdasnes 


Active frames on sta ШЫ, reduced by half 
Air © gains 5 one frame of startup, but loses one frame of recovery 


Flig ht startup renl ced by ҮЧ ) frames 





Analysis Cube ha 15 {i VE a fe WEF recovery frames 
Ki ill er Illumin ation can be mashed for extra damage 
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StandingBasicyAtlacks 


screen Command Hits Damage Meter Gain Startup Active Recovery КОШЕ Advantage i Noles 


ти LER ю_ !_ 


| | inflicts chip damage, fires 5 projectiles with | 
Standing @) | low priority durability points each 








a CT RC n Е 





MOBI HEBD MEGS 


‘Advantage ‘Advantage 


marar Slartup Activa Recovery ‘on Hit if Guarded Notes 


Gain 


| [euin @ Dt pep ГЫН ЖЕЕ SET ` TE 
n DTG-capable, projectile has 3 low priority durability points, the puddle 
Crouching @ BALES |) Gull er upon landing hits low, projectile is active for 60 frames 


| 5 [ом attack, jump cancelable 


| Screen Command Hiis Damage 





ШЇ rectal Attacke launchen 





Sereen Command Hits _ Damage Meter Gain Startup Active RENE TTG Eh ЇЇ Notes 
| | Launcher, not special- or hyper combo- 


[Ет 
| 
E Ө (while standing or 
[ | cancelable 














Ai BasicyAt tacks; 


Screen Command Hits Damage MeterGain Startup Active Recovery Advantage ЕЩ Notes 


` Overhead attack 
| 177,000 _ 
550 


640 











Air Attacks—Fiying Ain EK 


Air O causes а hard Knockdown When used in a launcher combo (this is sometimes called flying screan). When used outside of a launcher combo. air Ə behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus Ө; аге only possible during а launcher combo. Exchange hits initiate team aerial combos by tagging [n the next 
available character to continue the air combo. 





F i | | Е e Advantage Advantage 
Screen Command | on Hit if Guarded Notes 


| Causes hard knockdown if used in launcher combo, 
causes ground bounce when performed at a low height] 


Until - | Tags in next available ally while lofting opponent 
grounded upward __ 


Air o<p + Ө Until Tags in next available ally while causing wall bounce, 
gr 


(during launcher combo) pounded erases 1 hyper meter bar from foe 


Until Tags in next available ally while causing ground 
15 | 
grounded] _ | bounce, о hyper meter раг 


+18 





Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possibla to chain into a command attack from basig attacks, but mast command 
attacks cannot be chained from or canceled themselves. 





Meter 


Advantage Advantage if 
Gain 


Screen Name Command Hits Damage Startup A Recovery on Hil Guarded Noles 


ar MINNIE: 


TAMA | 
Force Beam | *3 









| Wall bounce, jump- cancelable 
Creates a shield that negates most attacks thal 
are not hyper combos, projectile stays active for 

| 122 |гатез zt | 
Creates a shield that negates most attacks thal 

are not hyper combos, projeclile stays active for 
1BO frames 
























Throws are for snagging passive or blocking opponents, Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of thelr offense. Combas 
are Usually possible after throws, one way or another. 












Screen maar | Hits Damage Meter Gain E Active Notes 


Cm E 
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Crossover Meter + i 
Screen Type Combination Description Hits Damage gajn Startup Active crossover 


| Hyper Combo 155151) 
M.0.0.0.K.—@ 

2 M.D.D.D.K.— 
EE 


ET EZ I ï etr ا‎ [7] T FELH a | LI lg Ti zi | ET 


THEE 






















Beam durabilily: 4 frames x 3 low priority 
durability points. 








"n я 
| 
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M.0.0.0:K—te deploys as 





inthe comer, this ass: 












in an Opponent in the corner. Thi 


attack from a distance 
when calling him in. - 


ts to the center of 


! While not particul 





M.0.D.0.K-— [5 releases a Balloon Bomb that Ilo: 


Ча. uel | pea me I Тү Мылы кш, Пер нышан. ag 
it ignores projectiles and even hypercombo beams 







gives vou more control over the arena. - 


Жет, з E cu, a ea eh ae ЫЬ ri Е РРА Aly quick startup time, - ^ 
M-0:D.O.K.—^y unleashes a Psionic Blast M at your foe. The mo: a qM d Vie dol de 


| ЕЕ о Riain е а. г utilize itto pick | 
and eats through most normal projectiles with tts durability. Use t x р КУ 
up rivals after an ОТО hit. Th the Ta C RUND js a 


æ te 
Advantage A T 


EL if Guarded Wd EC a) ЕШ 3" 
ERTUTOIUICHOCIENERERENEN _ 2. 
Notes Е 


On hit, snap back forces the opposing point charactar to be replaced by an assist. Opposing assist calls or tag outs are also locked 
| out for 4 seconds 


Screen Command 










500 - (-1 hyper 
meter bar) 





| 


— 5 —— — ——— à 


| | З | Advantage Advantage | 
Screen Name Command Hits Damage Gain Startup Active Recovery ^ n He if Guarded Notes d 


ea EK 
Psionic Blast L | | 
so. VINCE: 81,200 12 


2 
Psionic Blast М 
платою 19 52+ @ 103,000 | 960 | 2 














Meter 










Airborne {rom frame 1, can be performed in any 
direction | 
Knocks down, beam durability: 3 frames x 3 oi 


EE low priority durability points 


7 
| Knocks down, beam durability: 4 frames x 3 low 
+17 








10 








20 
| 20 





m3 


priority durability points : 

| Knocks down, fires diagonally downward in 
-4 air, beam durability: 5 frames x 3 low priority 
durability points 
Beam durability: 5 frames x 5 low priority 
durability points, staggers І | 
| Charges Level of Understanding on hit, projectile 


=f 
-À 

bus has 1 low priority durability point, projectile Stays 
+1 








23 

14 

16 
Psianic Blast Н 18 
(їп air OK) 


Psionic High — | (With Level of LL MP TIE E 
5 | 163,600} 2000 | 28 | 20 
a | уў + Ө | | | 
Analysis Cube | m ч 1 | so000 | 400 


Analysis Cube M 
(in air OK) 





5 | 122,600 2 









а 
c 






0 25 







Charges Level af Understanding on hit, projectile 
has 1 low priority durability point, projectile stays 
active for 60 frames - 

Charges Level of Understanding on hit, projectile 
has 1 low priority durability point, projectile stays 
active for 60 frames 
Knocks down, projectile has 1 medium priority 
durability point, projectile stays active for 180 
frames 

| Knocks down, projectile has 1 madium priority 
durability point, projectile stays active for 180 
| Frames 
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Analysis Gube H | 
| (in air OK) 


n3 
— | 


ro 
| Cn 


400 


= 
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active for 60 frames: 


BH 
cn ыл 


80,000 | 





STAR Al Lores cantina] 


Screen Name Meter 


Command Gain 











Balloon Вотһ Н 


| Air Balloon 
Bomb L 









Air Balloon 
Bomb M 


(in air) 









Air Balloon (in-air) 


Bomb H cyt) + @ 





(With Level of Understanding) 
оу + Ө 








Jamming Bomb 


Battering 
Найт. 
M.O.D.O.K. 
charges 
forward 
with a head 
attack. You 
can also 
determine 
the 
direction by pressing the corresponding direction with 

the input. Outside of combos, you can employ it to move 
M.O.D.O.K. around the screen quickly. You may perform 
up to three Battering Rams during a jump or flight to keep 
M.O.D.O.K. in the air. It removes one attack repetition from 
Hyper Battering Ram if combined together into a comba. 





safety of the skies. 
















Advantage Advantage 


an Hit if Guarded “oles 


Knocks down, projectile has 1 medium priority 
durability point, projectile stays active for 180 
irames 


Knocks down, projectile has 1 medium priority 
durability point, projectile stays active for 180 
lrames £ 

Knocks down, projectile has 1 medium priority 
durability point, projectile stays active tor 180 
irames a Р | 
Knocks down, projectile has 1 medium priority 
durability point, projectile stays active for 180 
irames 



























Reverses opponent's controls, homes іп on 
target, projectile has 1 medium priority durability 
point, projectile slays active lor 300 frames 


Lasts 300 frames | 


Psionic Blast and 

Psionic High Blast. This 
beam attack is great 

for controlling ground 
movement and countering 
an opponent's low priority 
projectiles. The (B version 
has the fastest startup and 
chews through many low 
priority shots like Ryu's 










Hadoken or Taskmaster's arrows. For shots with higher durability, such as Arthur's Ax Toss, Psionic Blast M is your go-to 
attack. In the air, Psionic Blast Н fires al a downward angle, enabling M.O.D.O.K. to hit grounded competitors from the 


You can perform Psionic High Blast after hitting a foe with an Analysis Сире, It is very similar to Psionic Blast Н, except it 
cannot be performed in the air, it deals more damage, and it staggers the target. This stagger allows M.O.D.O.K. to follow 
up with a hyper combo attack or airdash in to begin a more damaging combo. All versions of Psionic Blast can be canceled 


into Hyper Psionic Blaster, but keep in mind that you cannot verify if the beam hits or not before doing so. 


Analysis Cube: M.O.D.O.K. summons a 
small projectile that hovers in place for 60 
frames. The button pressed determines the 
area where the cube appears: (B deploys 
a cube at M.O.D.O.K.'s feet, (М) places а 
cube in the center of the screen at around 
jump height, and (a) places a cube at 
M.D.D.O.K.'s eye level an the opposite end 
of the screen. In the air, (B places a cube 
immediately in front of M.O.D.O.K. below 
his feat, M) places a cube at his eve level 
directly in front of him, and (3) places a 
cube above his head. The recovery time on this move has been reduced in Ultimate Marvel 
vs. Capcom 3, giving M.0.D.0.K. the ability to keep two cubes active on screen at once for 
a brief period of time, 





The most basic use for Analysis Cube is to control screen space, while its secondary 
function is to power up M.O.D.O.K. Scoring a hit drains information from the opponent and 
gives M.0.0.0.K. one Level of Understanding (LOU). Up to nine LOUs can be stored, giving 
М.0.0.0.К, access to the Psionic High Blast, Jamming Bomb, and Big Barrier moves (each 
uses Up one charge when performed), along with powering up his Hyper Psionic Blaster. 
With a full nine charges, Hyper Psionic Blaster can hit for 441,100 damage and leave a foe 
in a hard knockdown state! These benefits make landing Analysis Cube the foundation for 
most of M.O.D.O.K.'s gameplan, 














Balloon Bomb and Jamming Bomb: This attack fires a slow-moving bomb that stays 
activa for 180 frames. Jamming Bomb L tires a bomb at M.0.0.0.K.'s feet that floats to 
stop right above his head. Jamming Bomb M launches a bomb above his head that floats 
down diagonally to almost the opposite corner of the screen. Jamming Bomb Н homes 

in on the target for its entire duration. In air, Balloon Bomb L travels straight forward 
instead of floating upward, while the M and H versions behave the same. All bombs have 1 
medium priority durability point, meaning it can stand up to most basic projectiles without 
exploding. Its long startup times mean that you can't haphazardly release bombs, so be 
sure to cover their deployment with an Analysis Cube or crouching (m. 


Jamming Bomb requires one Level of Understanding to deploy, and once tired, it homes in 
on your rival and stays active fora whopping 300 frames. A successful hit places the foe in 

a special state that reverses their control scheme for nearly four seconds. This can be Very 
difficult for an opponent to compensate for, making it a valuable method to cripple their 
defenses for a brief period of time, Jamming Bomb is a risky move: it cannot be performed in 
the air, and its large startup time means you need a great assist, such as Dante—cy, to safely 
cover its deployment. 


Flight. М.0.0.0.К. is unique among the flying characters of the cast. You can initiate flight with him by inputting $} [2 «2 + © orby 
pressing 15 4 „or č- . The major difference is that with the standard flight input, you can cancel basic attacks into flight or initiate flight 
mode after a super jump. Performing an airdash or Battering Ram cancels flight moda, but M.O.D.O.K. can reenter flight mode one time 
before touching the ground if you input the flight command again. At 300 trames, M.0.D.0.K. has the longest flight duration in the game, 
enabling you to perform an unlimited number of aerial special moves during its duration. 
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Hyper Combos 


Screen Name Command 


Hyper Psionic 
Blast (in air OK) 


2 Hyper Battering 
Ram (in air OK) 
| Killer 
d re 
Illumination 


Hyper Psionic Blast: HSB is a fairly standard beam super 
unless it is powered up with Levels of Understanding 
obtained from Analysis Cubes. It's very useful in ranged 
combos or to punish opponents firing projectiles of their 
own. When powered up, Hyper Psionic Blast gains a 
considerable damage boost, but unless you've acquired 
seven to nina LOUS, Hyper Battering Ram is probably a 
better option for ending combos. 


Advantage Advantage 


on Hit 


129.100- 
441,100 


Hyper Battering Ram: M.0.0.0.K.’s second hyper combo 
is primarily his go-to combo ander. After activation, press 
(х) and any directional button to move M.0.0.0.K. in 

that direction and continua the attack up to five times. In 
nearly any situation where you can OTG an opponent with 
crouching 6», following up with Hyper Battering Ram is 
an excellent damage option. However, remember that you 
lose one repetition of Hyper Battering Ram if the standard 
Battering Ват is used in the same combo. 


| t т. 
| i . 1 ` vy 
I] 

| п 

Д p= = 

ví 

| m - -— -— 


Mates 


Each charge of Level of Understanding up to 9 increases the 
number of hits and amount of damage Hyper Psionic Blaster 
deals, uses all existing charges of Psionic power, beam durability: 
22 frames x 5 high priority durability points, hard knockdown 


Pressing @ repeatedly with a direction allows more hits 
and control of flight path | 

Frames 1-24 invincible, throw, hard knockdown, can be 
mashed for additional damage 


Killer illumination; A throw hyper combo with a very slow 
startup period, this is difficult to Use for aggressive throw 
set-ups since an opposing character can simply jump away 
after activation. Instead, use its large invulnerability window 
to counter close range ground attacks, or THG into Killer 
Illumination from a hyper combo that leaves the opposing 
character in a hard knockdown state and use crouching 


(Ж to continue to the combo. If it lands, you can OTG your 


foe after he or she recovers to add additional damage апо 
possibly link into Hyper Battering Ram or Hyper Psionic 
Blast. In Ultimate Marvel vs. Capcom 3, Killer Hlumination 
can be mashed to add additional damage. 








The right assist, such as Hulk, can help speed up the push to the corner. 


With his wide body, unique flight mode, and a wide range of projectiles focused on space control, M.O.D.O.K. definitely ranks as опе of the most unorthodox characters on the Ultimate 
Marvel vs. Capcom 3 roster. M.O.D.O.K.'s moves can be very slow, giving him a difficult tima against faster characters. However, M.O.D.O.K. excels when he's in control of the momentum 
of a match, and he can decimate challengers in the corner. To fully realize M.0.0.0.K.'s potential, you need a good understanding of his projectiles and utilizing assists to make up for his 


weaknesses. 


As discussed earlier, your goal with M.O.D.O.K. is to get his adversary into the corner. Accomplishing this goal can seem rather daunting the first time you take control of the floaling chair 
because of M.0.D.0.K.'s slow rate of movement, so the first key is knowing how to get M.0.D.0.K. around the arena. 


press (M) or ©). If the hit connects, you can follow up crouching (D orc + GG and guarantee that the opposing character ends up іп the corner. if the hit is blocked, you should have 
plenty of frame advantage to begin another attack or call an assist to continue pushing your target back. Either way, you're closer to your goal. 





dattle Plan continued 


ndis occ rr 












=== — "€ 


T Level of Understanding 
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Max (8) Levels of Undersianding. Pay attention to M.0.0.0.K.’s headband fo help Каар frack of your curent 
LOU charges 
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LOU is the key to unlocking MOD OKs more us 


"es. 


Assists that knock an opponent back or push them on block are also very helpful to getting your їое where you want them. Any beam assist or Hulk—cx is great at this. Place an Analysis 
Cube M or Balloon Bomb M/H as you call the assist to prevent your competitor from jumping, and then have M.O.D.O.K. dash in as the hit connects to follow up with another altack. 


Now that you have your opponent in the corner, your first focus should be to keep them there, With the cover of an assist or Balloon Bomb in tha air, throw up a Barrier in + o 
preferably a Big Barrier if you have LOU charges, to prevent your adversary from attacking М.0.0.0.К. This forces your challenger to jump if they want to escape; in this case, just have 
M.0.0.0.K. jump alongside them and hit them with a forward throw or Killer Illumination. From there. use crouching (fu) and follow up with VW 12 <п + G == V [2 <‘ + 9] 
lo deal a good chunk of damage and gain an extra Level of Understanding. 


Once you've conditioned the other player to stop jumping, the real fun begins. Any atlacks your foe does (besides hyper combos) will gat eaten up by the Barrier, giving you free reign to do 
whatever mix-up you want: casually stroll forward and throw them (into a combo), use + © orZ/ + (D tar instant overheads (into a combo), or mix it up with a low-hitting crouch- 
ing aJ (into a BIG combo). You may want to consider omitting Hyper Battering Ram from your corner combos: other enders, like a simple crouching (М) canceled into Barrier, allow you to 
place the enemy right in another mix-up! 


When it comes to camboing opponents in the corner, the Analysis Cube plays a vital role. Off a single crouching la, M.O.D.O.K. can easily gain 4-5 Levels of Understanding in a single 
combo. In the air, getting multiple cubes off in a single combo can be a trickier task. Since you can only have M.0.0.0.K. perform three aerial special moves in the air off a super jump, you 
need to have him enter flight mode to keep a combo going. There's a great trick to keep this going. Input the flight command, then чу [? «n + ©) апа plink (B afterward. The game 
accepts the single X/ [<A motion, putting M.D.D.O.K. into flight mode and releasing an Analysis Cube immediately after! Aside from extending air combos, you can also utilize this 
maneuver to safely cover a quick flight getaway, 


М.0.0.0.К. gets into a lot of trouble whenever an adversary 
can mount a serious offensive push. His slaw movement 
and startup on a majority of his moves make it very difficult 
lo react to faster characters breathing down his throat, 
Things can get hairy when М.0.0.0.К. is on the defensive, 
but that doesn't mean he doesn't have a few tricks up his 
sleave to make it out alive. 


Having an assist that can keep the opposing character tied 
up for a long period of time is always useful. Dante— (x 

is one of the best assists to pair with M.O.D.D.K. It cre- = — ا‎ - 
ates a pillar that extends to the top of the screen, giving M.O.D.O.K. alten needs a lite help liom assists to get out of a sticky 
M.0.0,0.K. protection from rivals trying to get in anywhere situation. Danla— is a great tool far Aim opponents, 
from super jump height to the ground. If it connects, you 

can prepare an Analysis Cube to catch the flying target, tag them with a Jamming Bomb to alter the opponent's controls, or dash in to follow up with anather attack, When guarded, you can 
easily reposition M.O.D.O.K. 











Don't be afraid to have him take to the skies, either. M.O.D.O.K. has the longest flight time in the game, and this should be used to your advantage. Toward the top of the screen, competi- 
tors are forced to super jump to reach M.0.D.0.K., or burn through meter in the hopes of hitting him with a hyper combo. While your opponent is deciding what to do, you can call assists, 
fire Balloon Bomb H ta home in on the target, or fire Psionic Blast H to rain beams down on grounded foes, 


On the ground, advancing guard is M.0.0.0.K.'s best friend. He needs plenty of space to pull out his attacks, so use advancing guard to push a relentless enemy away from him. Once some 
space has been established, drop an acid puddle on the around with crouching dnd immediately fire an Analysis Cube M to make the entire space between M.0.D.0.K. and his opponent 


If M.0.0.0.K. is stuck in the corner, you can have him deploy a Barrier to give him some added breathing room. With the Barrier up, М.0.0.0.К. can safely fire Psionic Blasts or deploy a 
Balloon Bomb to keep his opponent away as he waits for an assist to become available or waits for an opening to appear. He won't be safe forever, though. An adversary with fast projectiles 
or maneuverability can quickly close the gap and force M.0.0.0.K. back into a turtle situation. If M.O.D.O.K.'s rival butts up next to the Barrier, though, you can have M.0.0.0.K. snag the 
loe with a backward throw and turn the tides of battle! 
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. FORWARD AIRDASH, AIF ND, 9v x e: (OR US O 
UMP AIR (н). (s), LAND. FORWARD DASH, CR. Deso vae moss mar 





PL п 1—1 With М.0.0.0.К, in the secondary position, you can set up a very nasty 


ы ^ i | ee а combo in the corner, allowing him to acquire a full nine LOUs al once, Get 


LU 7 ў \ 
"i E "e g 77 m a, 2» МА | Й the opponent into the corner, launch them into the air, and perform aV * 

zi IG | v Ae P. sts И © TAC. This puts М.0.0.0.К. at maximum height with a freshly reset hitstun 
+ p NU PHI. —., M counter, allowing you to then perform the following combo: 


Аг @ ex VE «5 + (B, air (D ex (12 < + @ аг == 
VEG + Ө, ат, 0, O => ЧУ 72 < + O аг e 
VB <o + Ө, аг => VD x5 (B, air) aþ 0 0 o 5, 
air Û e dr? n + Ө, air > Yeas 0, air È, land, cr. 
(à отс zx» 0 с> + om oc. oO 
The timing is very strict on each repetition of this particular cube loop, 
although the trickiest part comes when you must activate flight. You must 
"plink" the @ input following the © of the flight command, causing 
| M.0.0.0.K. to deploy a cube immediately after flight is activated. 
Team aerial combos reset hilsiun until M.0.0.0.K. touches the ground, allowing you to link up to nine cubes If you find yourself struggling with too many repetitions, cut straight ta the air 
in ane combo! © into crouching @ and follow up with Y /2 <h + @ s» 07 [0 < + 


DD , and save your acquired Levels of Understanding for later in the battle. 





GOMBO APPENDIN 
GENERAL EXECUTION TIPS 


Outside af combos, you can cover М.0.0.0.К.'5= command flight with an Analysis Cube hy plinking the appropriate 6») button immediately 
after inputting ¥ ж + © © 


In any case where you're OTG-ing an opponent with crouching IW, cancel into the next attack the moment the slime ball is released 
Practice airdashing immediately after jumping. This technique is crucial to M.0.D.0.K.’s combos and overall gameplan 


buo (MASHED), CR. O => ДР + < ©, FORWARD AIRDASH, AIR (S), LAND, 9 ¥ u « (0), 5) ct» FORWARD SUPER JUMP, 
AIR @ , (9), ©, LAND, FORWARD DASH, CR. () > 69e @ ees V x «o CX, AFTER THE FIRST 3 HITS, A 2 (Н), 4- E, (Н) 


Notes | ТЕШЕ! a. 
598,500 damage, 144% meter loss - 


This acts as a reversal against ground attacks 





AS MODOK COMES IN: AIR (E), (S), LAND, CR. € $# мч» о (0) a> @ўйл) (MASH) 


Noles het i PEETI 








у + Өос> + O orth + © TAC to Modok A | Varies based on damage scaling _ I 

AS MODOK COMES IN: AIR © ( 3 HITS), @ > e « o (D, FALL ABIT, O => ¥ x € o (D, ext» Ф # + (5) 0] X7, O, LAND, 
ROS yar COS V щ o m 

Noles ___ Damage 









Varies based on damage scaling 





Requires comer, 4% + €) TAC to Modok, instantly leads to a level 9 Hyper Psionic Blast 


AS MODOK COMES IN: AIRG), & # + С (D, MR (D, & # « OO AIR D, +e e + (б), 0, ARO, AIR (ED, ae — > (D, АВ ©), | 
Vx e c, AIRO, Vx € oO ARO, V e oO ARD, x = © (D, AIR, Vx * 9 (D, ARO, CR. 9, x 9 
tuc 


Notes Damage 






Requires corner, V + Ө TAC to Modok, instantly leads to a level 9 Hyper Psionic Blas! __| Varies based on damage scaling | T 
ROED & Y COO CROSS Ye ео (D, CRO V e © (D, DR. (D, =» اف‎ < Vor e o (0, STO (8) > 
V + о ( к= wx © GS (MASH 63), CR. © ec» Vat « c GM, AFTER THE FIRST 3 HITS, 4 с> (Н), CO ® o (B) 

Notes z Damage i NN | 





Requires corner 813,300 damage, 131% meter loss 
AIRG), LAND, FORWARD DASH, $ ж «> (D, CR. (B) > 4 > + o O, CR.) e y v < o (D, CR. (B), > 28) ex» Var e *© 
a> Wow © @@ (MASHED), CR. © exc» V xe « «> (69, AFTER THEFIAST3 HITS, х oO), 4 o (Н), ® o@ 

Notes : Damage 

Requires corner 823,300 damage, 130% meter loss 






























Т. 
THISRTEGE ЇНЇ? НЕТО aA 
TOIDEZTROY/EUERYTHING E 


Big 
RENAME ЛЇЇ 


dean Grey-summers Adventurer 








Telekinetic powers, as Well as 

telepathy so strong she can control 
others’ thoughts or force them into 
unconsciousness. Also serves as an avatar 
for the cosmic Phoenix Force. 


PRORILE 
While returning from space, 
dean was exposed fo lethal levels 
of solar radiation. Her life | 
Was Saved by the cosmic 
entity known as the 
Phoenix Force, though 

its power has at times consumed her to the point of evil as Dark Phoenix. 
Jean is married to Cyclops, leader of the X-Men. 


FIRGTPABBEARANGE 


The X-Men #1 [1983] 





нин ПШ 


tj J INTELLIGENCE 

4 Ge / STRENGTH 
ш : | 
€ i> / STAMINA - == 


Ur > ENERGY PR PROJECTION — ERN. 


аз. 


Thi 


ШТ —— EEE, | 


AUTERNATEGOSTOMES «verni 


120% /135% 





Your goal. with Phoe nix 15 to survive i until your hyper meter re paches five bars, Whi is this 
Imp artani 
Ph ов nix has the lo WEST vita lity in th е game hy far, cc Doming in at 
375 00 10 She can рек D. | i by eve ry thar гасі Br In the Ї ga meg Wit П а 
single combo 
However, Once : Dark | Pho Enix Rising | is activated, - Phoenix becomes ari guably the most 
pov /erful character in the game, able to take out entire teams by herself. How is this goal 
a "WB (d? 


taying aut of the | fight compl elely by neve r tagging in Phoenix or 
calling ha rasa. Crossover i assisi 
Lett ting her teamme ites build hyp er meter through long combos, 
m eter СОПЗЕ arvation, nd te ва im aería 1! combos 
Playing risk-free when P Phoenix is in and getting her back to the 
sidelines ; as soon as possible 
| Once: you ju have Dark ОР Phoenix Ris Ing ê at the ready, y your goa al with Phoenix: 15 to inflict z as much 
damage as p possible before s getting 1 SU 0. 
| Once ina зоа, пора 





DATE ШЕ hse canbos aoe uM to defeat mast 
chara sters in опе shot 





Dark Phoenix's health is п radually | converted to red health. 
шшр the ini ative in ending the fight as soon as 
|! і sibl ble 


— v اا‎ | ж | 2 m 
E eee 286 - 


TUNING SINGE ORIGINAL { 

Phoenix was altered primarily to keep her from being able ta throw air TK Shot H after alr 
TK Shot H as a dominant, nigh-uncounterable strategy against many characters. As a result, 
Phoenix is only allowed one TK Shot per jump or super jump, and TK Shot H disappears if 
Phoenix is hit. Additionally, Phoenix's vitality has been lowered from 420,000 to 375,000. 


The best way to deal with an opposing team featuring Phoenix is to force her in witha snap 
back, then mix her up as she falls in. I a Phoenix player blocks Incorrectly, almost any 
батпа will take her out. In original Mv£3, Phoenix could negate the entry mix-ups of many 
characters by blocking the first thing they do against her entry, then airdashing upward and 
throwing TK Shot H one ог twice before teleporting to safety. Phoenix players can по longer 
be so frivolous with relying on TK Shot H to keep them out of danger, and super jump height 
TK Shot H followed by a teleport is no longer possible. 


So, itis basically just a little less built-in that Phoenix and Dark Phoenix will destroy so 
many characters by design, and the abuse of опе move. Dark Phoenix also doesn't have 
il quite so easy, since she can no longer be made to get to super jump height to terrorize 
the other team with her beefed-up TK Shots with almost no danger to herself, unless the 
Opponent happens to he named Magneto (who could Shockwave or Gravily Squeeze on 
reaction against that tactic). 


Also, now that sideways TACs STEAL your mater, Phoenix is indirectly more susceptible to 
an opponent even when she's both offscreen and not in danger of being snapped in. Phoenix 
is a great character even without Dark Phoenix Rising, bul never making a single mistake is 
asking a lol İn a Vs. game. Phoenix was great, but Dark Phoenix was the goal of every single 
serious Phoenix player except one or two, and getting there is harder now. 


Still, if either Phoenix or Dark Phoenix gets rolling on offense and takes out a character, she 
i$ as unassailable as aver dropping Traps and mixing up the new adversary falling in, and 
if you со make itto lv.3 X-Factor Dark Phoenix, you're still piloting the scariest, most high- 
risk, high-rewartd fighting game character ever conceived. She still can't control it! 

Vitality reduced to 375k from 420k 

Air TK Shot can only be used once per airborne period, unless light is employed 

Air TK Shot does not recover until grounded, except if Phoenix is in flight mode 


Traps and Shots disappear if Phoenix is hit 

















Standing BasicAttacks 


Screen Command Hits MEELI Metar Gain Еи Active pieds on Hit if Guarded Noles 


Advantage Advantage 









| standing @ | ES 3000/24000 | 240/575 


^ | i m - = ; - | rk T ү - et | x iT gy- 
a Standing O _ 368/1219 а 
| | i TU Dark Phoenix fires 5 feathers in a 180- 
Standing @ us | : sk | degree arc 








Crouching Basic Attacks 


Screen Command Hits "ЕШ а MeterGain Startup Active Recovery on Hil — if Guarded Notes 


Advantage Advantage 





33,000/ - ne NS | Low attack/Dark Phoenix fires 1 feather 
= 4j -1/+1 
£24,000 straight forward 


50,000; — | О TT: Low altack/Dark Phoenix fires 3 feathers ina 
-24,000x3 ШЫР IRE sold 90- degree arc, at а 45-08016 angle 

60.000/ | Low attack, knocks down opponent/Dark 

7 4000, i 480/1841 | | Phoenix fires 5 feathers іп a 90- degree arc, 
ETT at à 45-degree angle | 





Ground Special Attack—launcher 


Screen Command Hits Damage  MeterGain Startup Active ^ Recovery Advantage Advantage oles 


on Hit if Guarded 


G (while standing or | an nf 4n Р | T. | Launcher, not special- ог hyper comba- 
crouching) | 3 cancelable 





Air Basic Attacks 
Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Vicit on Hit if Guarded Notes 


33,000/ FR $1514 Overhead attack/Dark Phoenix fires 1 leather 
424.000 Rue straight forward | 


| 47000/ | RE dy 6/18 Overhead atlack/Dark Phoenix fires 3 feathers 
+24.000х3 | ina 90- degree arc 


70,000/ ae Overhead attack/Dark Phoenix fires 5 feathers 
-24 000 x 3 Le in a 180- degree arc, at à o0- degree angle 


ib 3. 
Ы OTL 
if 
- eU ШЕ. 
er к= DP 











Air Special Attacks—Flying Screen and Air Exchange 


Air (8) causes a hard knockdown when üsed in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (B) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus &), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next À 
available character to continue the air combo. | 











Meter 


: Advantage Advantage 
Gain 


screen Command Hits Damage Startup Active Recovery onHit if Guarded Notes 


70.000/ | 560/ Causes hard knockdown if used in launcher combo/ 
«24000 x5 5 1956 | | 2 +16 9 | Dark Phoenix fires 5 feathers in а 90- degree arc, at a 
© | -45-degree angle _ 


(during launcher combo) erases 1 hyper meter irom opposing character 


Aire or€&a + © 50.000 : 20 = Tags in next available ally while causing wall bounce, 
50. 000. 400 4 d Inti | Tags in next available ally while causing ground = 
10.000 | bounce, generates 1 hyper meter __ 





Command Attaeks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain Into a command attack from basic attacks, but mast command 
allacks cannot be chained from or canceled themselves. 


Meter Advantage Advantage 


Screen Name Command Hits Damage Gain slartup Active Recovery on Hit. if Guarded Notes 


Mg @ 90,000, 100/ me E | КА | КА Overhead atlack/Dark Phoenix fires 3 feathers іп а 
ce *24,000x3| 126 сЕ | | : : 60-cegree arc, at a -30- degree angle 


Prominence 


73,000/ | 58 ИКЕ] | ae кышы зы te 
94 00051 1960 | 18 iens ee ЕШТЕНЕ 


иг 


| Air Flare 73.000/ 584/ | 
‘in air] ez» 1/6 a e| zx 5А: 5 ) o Dark Phoenix fires 5 feathers in a 180-degree arc 
Sword (In ат) > * @ «24000x5| 1990 | ark Phoenix fires 5 feathers in a 180-degree ari 


Burn Out 70.000/ | ; Ground bounces airborne target, cannol be 3 
424 000%5| 1956 | | * performed at very low altitudes/Dark Phoenix fires 
| 5 feathers in a 90-cegree arc, al a -90-degres angle 
| Dark Phoenix fires feathers with any basic attack 
| and air Ө, each projectile has 5 durability points 
and is active 45 frames 


Phoenix f and air €) as 
Feathers — | Dark Phoenix 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are Usually possible after throws, one way or another, 


Screen Command ... Hits Damage -Meter Gain „н —- Noles 
c» + @ (ground) | BO. 000/86,000 800/1152 | Hard knockdow m 
B0, 000/96, 000 | Hard knockdown 


80,000/96,000 if je Hard knockdown 





80, 000/86. 000 Hard knockdown 





arner—Crossover Assists 


Mirth а м ©з ЭМ. а Ы: t uh ra М. ЧЫРА. 

Recovery (this Recovery 
crossover (other 
assist) pariner) 


Crossover Fei 
Combination Description Hits Damage HAIR 


Hyper Combo 
108,300/ 
TK Shot M ы 140,900 


Startup Activa 


Projectile has 5 durability points, creates 
explosion hitbox upon destruction, explosion 
has 3 durability points and lasts for 15 fames 
or until single hit is used up /Dark Phoenix 
fires two TK Shots 


108 Шу 960/ T | Nullis rojectilas during active frames- 
3 | Trap has 5 durabilily points, projectile has 5 
90,000/ rey durabili ints/Dark Phoenix projectile is 
Phoenix—"y Phoenix Rage TK Trap H 162 500 1728 шару points Var nix p | 
| much larger, wall bounces competitor _ 
Ü ^ = % Ж "ud ‘7 3 М ы ы! У 1 A | s | f 
\ [ 


с haracters take extra dam age when called as a crossover assist, it is vary 


TK Overdrive’ is also ind for extend combos, but this can be axtremely 
s alan upwa ird ү ^ ! | 


i. 


Advantage 
on Hit 


"Advantage Notes 


Recovery if Guarded 


Hits Damage Meter Gain mum Active 


SOA ARENAS 


On hit, snap back forces the opposing 
point character to ba replaced by an assist, 
Opposing assist calls or tag outs are also 
locked out for 4 seconds — 


Command Damage Matar Startup Active Recovery МААП it Guarded Notes 


Screen Name Gain 


TK Shot L 
| (in air OK) 


TK Shot M 
lin air OK) 


TK Shot H 
(in air OK) 


80,300/ 
128,800 


108,300/ 


141,300 | 


123,000/ 
173,400 


35 (until 
grounded 
in air, then 

1 frame 


| recovery) 


ЗБ (until 

grounded 

in air, then 
1 frame 


| гесоуегу) | 
45 (until 


grounded 
in air, {hen 
1 frame 


recovery) | 


-3/+1 


Projectile has 5 low priority durability points, air version is | 
OTG-capahle, creates explosion hilbox upon destruction, 
explosion has 3 low priority durability paints and lasts 

for 15 frames or until single hit is used up, projectile 
disappears if Phoenix is hit/Dark Phoenix fires 2 TK Shots 


Projectile has 5. low priority. durability points, air version is. 


OTG-capable, creates explosion | бох upon destruction, 
explosion has 3 low priority durability points and lasts 
for 15 frames or until single hit is used up, projectile 


disappears if Phoenix is hit Dark Phoenix fires 2 TK Shots 


Projectile has 5 low priorily durability points, homes in 

on opponent, explodes automatically alter 120 frames, 
explosion has 3 durability points and lasts for 15 frames or 
until single hit is used up, projectile disappears if Phoenix 
is hit /Dark Phoenix fires 2 TK Shots 















| Trap extends a hithox vertically to ceiling, trap fires 
projectile upward at foe that crosses hitbox, trap 
disappears automatically alter 300 frames or if another 













90,000/ 
162,500 





TK Trap L 











































90,000/ | 
162,500 















90,000/ 
162,500 











Nullifies projectiles during active frames, knocks down 













Nullifies projectile during active frames. knocks down 


Nullifies projectile during active frames, knocks down 












Puls Phoenix in flight mode, flight lasts for 102 frames, 
causes ТК Shot to recover as if grounded 









EAR ШЭ ТАТ 
Meter , , Advantage Advantage 
screen Name Command Hits samage Gain Startup Active Recovery an Hil if Guarded Notes 
| 720/ e| TK Trap L is created, each projectile has 5 low priority 
| 20 | J L |5 Created, васп p OW priorit 
VB <o + Ө | 18 | 1726 2 y Ps durability points, trap disappears if Phoenix is hil/Dark. 
| | | Phoenix trap hitbox and projectile are larger, projectile 
| | has 3 frames x 5 low priority durability points, knocks 
| | | | down rival 
| | Trap extends a hitbox horizontally to screen edges, trap 
fires projectile forward at attacker that crosses hitbox. trap 
| | disappears automatically after 300 frames or it another 
sd 1 а TK Trap М is created, each projectile has 5 low priority 
TK Trap M | 20) 
Р V (#<п + № И durability points, trap disappears if Phoenix is hit /Dark 
Phoenix trap hilbox and projectile are larger, projectile 
| nas 3 frames x 5 low priority durability points, wall 
| | | bounces adversary 
| Creates trap with no offensive бох trap а ulomatically 
| | lires projectile diagonally up-torward after 30 frames, 
: | projectile has 5 low priority durability points, trap 
- 1 3 | b * ESO a - DET ty 
V 2 < + Ф 1 20 mcn | disappears if Phoenix is hit /Dark Phoenix projectile is 
| larger, has з frames x 5 low priority durability points, wall | 
| | EN TE | bounces competitor | 
TK 103,000/ | 960/ | | i 
АЕО ЕИ СЕИ ЕЕ 
TK | 103,000/ | 980/ | | prac 
ооа «(tam ш e [|o pom [ow | 
| TK 154,400/ | 1584/ 
" 4 “94 fe 
ЛЕЕ ЕЕЕ 
e [e0 2 Е -|-] w|- ap anneal 
Flight | 
SDjewpseee]-|-]-[s]-[*]-|-- 
TK Slat: Phoenix throws a standard low-priority fireball that explodes on impact or when 
nullified. This explosion behaves as another projectile, lasting for another 15 frames, and 
has 3 points of low-priority durability, 
TK Shot L releases the fastest, but has a velocity slower than that of TK Shot M. It is also the 
weakest of the three versions in terms of damage. However, TK Shot L is the projectile ої 
choice when engaged іп a long range firefight because of its quick startup time. The speed 
in which it travels makes it perfect for cross-ups, as well; a TK Shot L fired at long range 
travels slowly enough so Phoenix recovers before tha projectile makes it to the opponent, 
creating а Teleport M cross-up opportunity. 
When it comes to combos, the aerial version of TK Shot L should be vour main projectile. 
It is OTG-capable and сап be used to extend combos after a hard knockdown. It is also the 
most reliable version of TK Shot to use in air combos. 
TK Shot M has twice the startup of TK Shot L but travels considerably faster and deals more damage, as well. If oppasing players become used to the speed of TK Shot L, you can use TK 
Shot M to catch them off-guard. Though TK Shot M is OTG-c apable, it can only be followed by Phoenix Rage because of its increased startup and speed, whereas there's time for a relaunch 
iî TK Shot L is used to OTG instead. 
TK Shot H has the slowest startup of the three, but it slowly homes in an opponents until 120 frames have passed (after which it explodes automatically) or Phaenix is hit. Because of its 
homing feature and increased damage, TK Shot H can be a headache for your competitors to deal with. You can also use it from afar to set up cross-ups with Teleport M or as cover fire for 
an approach. 
As Dark Phoenix, all versions of TK Shot fire two projectiles simultanao usly. Each shot is weaker individually, but they ultimately inflict more damage when both connect. As a rasult, TK 
shot becomes much more difficult to avoid and does increased hitstun and blockstun. 


TK Trap L: Phoenix sets a small trap on the floor, creating an invisible vertical tripwire. 
When an adversary crosses over the trap, a fiery projectile fires from the ground up to tha 
top of the screen, hitting anything in its path. TK Trap L serves as a great defensive tool to 
stop any forward advances, since your opponent's only ways of dealing with the irap are to 
Sel il off or avoid it completely. Set down TK Trap L every chance you get to keep Phoenix 
as Safe from aggressors as possible. Keep in mind that you can only set one TK Trap L at 
à lima. If a second TK Trap L is set, the first trap disappears. Traps will also disappear if 
Phaenix is hit. 


TK Trap L features a decent amount of hitstun; if you anticipate your rival getting hit by the 
trap, you can follow with another attack. You can use it in combos, as well. 





As Dark Phoenix, TK Trap L deals considerably more damage and hitstun, > + (D) 
canceled into TK Trap L can be looped several times, and TK Trap L can even be performed 
over and over in W.3 X-Factor as а 100% damage combo! 
























TK Trap М. ^ horizontal version of TK Trap; Phoenix sets 
an aerial trap slightly above her head. Even though the 
invisible tripwire for the trap spans the screan’s entire 
horizontal length, the trap can only fire forward from where 
it was originally placed. This makes it possible for the trap 
to be triggered from behind, causing it to whiff. Also note 
that the trap will disappear if Phoenix is hit. 


In situations where you are in a position to set down а 

TK Trap defensively, setting down TK Trap L should have 
priority over TK Trap M. TK Trap M is generally easier to 
avoid than TK Trap L. 

As Dark Phoenix, TK Trap M gains increased speed and 
range along with a wall bounce effect, making it one of her 
best attacks. After a connected TK Trap M, Dark Phoenix 
can teleport to the victim's position for a destructive 
combo. TK Trap M is an integral part of Dark Phoenix's 
arsenal, as is illustrated further ahead. 


TK Trap H: TK Trap H behaves differently than the L and M versions because it is not triggered by the opposing character. Instead, TK Trap H is released automatically after 30 frames, 
firing up-forward at an angle. This attack has limited uses compared to TK Trap L and M, and it should be considared your last priority when setting traps in a defensive manner. 


As Dark Phoenix, TK Trap Н is given increased speed and damage like the other versions, as well as а wall bounce effect like TK Trap M. While it gains some use when used offensively or 


in setups, the other two versions of TK Trap have more utility overall. 


TK Overdrive L/H. Phoenix S HD | / TK Overdrive M. TK 

launches herself at her Вед = A | TT 6 Overdrive M is distinct from 

target as a fiery torpedo, 74 IND a aE | | other versions of Overdrive 

nullifying opposi үзг ү, ГЕ Х| | ni 

Tai TE que E e M L | rM Der Ma dn VES Aa pem 
1 | — Lc... Ly Т ! а A i E = Med 1 2 B 

best used in long combos | fe | АА рањ" "mM herin a jumping state. Upon 


recovery, Phoenix is free to 
attack or perform special 
moves. You can also use it 
to extend combos. 


as a tactic to build meter 
for Dark Phoenix Rising. 
Even though it devours 
projectiles, it is extremely 
unsafe if blocked, leaving 
Phoenix open for an easy 
К.О. As Dark Phoenix, 

TK Overdrive gains no 
additional proparties aside 
from extra damage. Use a 
crossover assist right before this attack to make it safe. 





Teleport. Phoenix can teleport near her adversaries in one of three positions: in front with Teleport L, behind with 
Teleport M, and directly above with Teleport Н. Phoenix's Teleportation is extremely fast and can even be performed in 
the air. Both Teleport L and M are great ways to punish attacks or hyper combos that recover slowly. Ranged attackers 
such as Arthur or Hawkeye can no longer throw projectiles from fullscreen with confidence, since you can use Phoenix 
to punish them with Teleport M. Certain hyper combos can be avoided and punished with Teleport M, as well, such 

as Amaterasu's Okami Shuffle. Teleport M is also great for cross-ups when used in tandem with TK Traps, TK Shots, 
and crossover assists. Performing Teleport M right before a TK Shot L connects becomes unguardabla оп reaction; 
competitors must anticipate tha cross-up and guard the other direction before the teleport. Mixing this up with Telepart 
L makes for a 50/50 guessing game! 


Teleport H is different from L and M since it always causes Phoenix to reappear directly above her rival, regardless of their 
altitude. This makes it great for punishing foes who are raining projectiles from the sky. In some situations, Teleport H is 
better for punishing your foe than Teleport M, When an opponent is cornered Teleport М does not cross up anymore, 50 
Teleport Н inta airy + (D becomes а more viable option for overcoming ranged attacks. 












Flight: Phoenix s flight had undergone a slight change since original MvC3: she can no langer super jump, fly, then 
teleport, and have a chance of remaining in a flying state afterward. Flight is even more important to her now though, 
because Phoenix can no longer use air TK Shot multiple times in midair without flight. Use air TK Shot once and she drops 
like a stone, unable to guard. This also means she can no longer be made to jump, TK Shot, then teleport for a ready-made 
mix-up. You can produce more or less the same effect, however, by activating flight, firing a TK Shot, and then teleporting, 








Flight is also useful to activate after air recovery, since you can airdash repeatedly while flying. This is useful for other 
characters to escape after they've been hit out of the air, though it's a little less important for Phoanix since if she was hit 
out of the air, it's unlikely she survived! 





















Hits ратаде Startup Active Recovery Advantage Moran ans Notes 










Frames 1-14 Invincible, wall bounces 
opponent, beam durability: 10 frames x 5 
high priority durability points 


Creates Healing Field around Phoenix, 
Healing Field lasts for 600 frames, if foe fs. 
ES S | within Healing Field Phoenix regenerates 
ШЫНЧЫ > red vitality, activating Heating Field while 
one is already active destroys the old Field: 
and replaces it with new Field 
Activates automatically upon Phoenix's K:0, 
if 5 hyper meter bars stocked, frames 1-34 
invincible, knocks down, restores Phoenix's 
heallh to 100%, permanently changes 
Phoenix into Dark Phoenix, Dark Phoenix 
on point gradually has vitality become red 

vitalily 


Phoenix Rage 
(in air OK) 


































| Dark Phoenix 
Rising (Level 5 
hyper combo) 


When vitality is 
| reduced to zero 
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The main goal as Phoenix is to build five bars of hyper meter to grant access to Dark 
Phoenix, Because of the hefty meter requirement, the battle begins at the character select 
screen! Choosing teammates for Phoenix is just as important as learning how to play the 
character. Characters who don't need hyper combos to be effective are ideal partners for 
Phoenix, ag are characters with long, drawn-out combos thal can build meter toward Dark 
Phoenix Rising. Amaterasu, Frank West, and Morrigan should also be considered when 
choosing characters to complement Phoenix because they possess meter-building crossover 
assists. 


Опе of the fastest ways to build hyper meter is through team aerial combos. V + Ө 
aerial exchange proves to be an invaluable resource, since it builds one whole bar of hyper 
meter if successfully performed. However, you can be sure that opposing players will be 
ready to counter ay * © aerial exchange. As an alternative, you can use 4r Ф © 
aerial exchange into a long, meter-building combo; characters with the ability to fly аге 
especially good at this since their combos after an aerial exchange tend to be longer than 
those who cannot fly. On the other hand, if you find yourself caught in an air combo, be 
ready to counter with <P orG> + Ө to avoid having your own meter taken away. 





TK Trap L cuis off frontal advances. Set it down whenever you get the chance! 
Conserving X-Factor is also important when playing a Phoenix-based team, Phoenix is 
extremely fragile and is very susceptible to chip damage, especially when she is forced in via 

snap back or teammate К.О, X-Factor serves as Phoenix's main defense against chip damage and should be used only in emergencies. If you find Phoenix in a dangerous position without 

five bars of hyper meter, you might want to consider activating X-Factor to keep her from being preemptively K.O.'d. X-Factor is also extremely important for Dark Phoenix, since it negates 
the red vitality conversion that Dark Phoenix suffers from. If you manage to save X-Factor for Dark Phoenix, you won't be disappointed; Dark Phoenix with X-Factor activated I5 à nightmare 
for competitors to deal with, She is almost certainly still the strongest character in the game, even with her adjustments. 


Because of her low vitality and hyper meter dependency, Phoenix is best put in the third slot of the team. If Phoenix is forced into the match early without sufficient hyper meter built, your 
first priority should be to have her escape to safety. This is where Phoenix's mobility and defensive options come into play. Immediately employ advancing guard on any attacks that come 
your way, and retreat with backdashes, airdashes, and teleports if necessary. Once you've regained control of the match, tagging out right away isn't always the best option. Clever foes 
often wait for the tag, leaving Phoenix's teammate wide open for a huge combo or even a snap back to get Phoenix back in! Instead, try using TK Shot H or TK Trap L to cover your tag. 
There is nothing worse than saving Phoenix from danger only to have her put into another bad position! 


Even though Phoenix is extremely vulnerable when forced in early, fighting back is an alternative to retreating, albeit a risky ona. Combo opportunities should be taken if they present 
themselves! Take advantage of an opposing player's frenzy to K.O. Phoenix by using attacks like crouching and air Vy + (B. If used as an anti-air, crouching @ can often go right 
under enemy attacks, putting you in prime position to start a combo. If you are airborne, surprise foes below with air + @). This is also a good time to surprise your opponents with 
Teleport M. If they try to attack with a slower special move or hyper combo, use Teleport M to get to safety and punish your foe's laggy attack. If you manage to successfully land a hit, 
don't get greedy! Get Phoenix out as soon às possible via tag (which is usually safe after an air combo) or aerial exchange. 


Once full hyper meter is achieved, you have a few choices. You can opt to switch in Phoenix early, fight until she is knocked out to activate Dark Phoenix Rising, then switch back out, finally 
giving her remaining teammates free reign over the hyper meter while saving Dark Phoenix herself as a measure of last resort. If your other two characters are defeated, Dark Phoenix likely 
enters the fight with some pre-built hyper mater for you to work with, and hopefully X-Factor, as well. This tactic gives you the most bang for your buck, hyper meter -wise, but isn't always 
possible, since it requires other teammates to not be К.О. d. 


Another ontion is to switch Phoenix in early and battle through the rest of the fight with Phoenix and Dark Phoenix. Phoenix on point is one of the strongest characters in the game with 
various offensive and defensive tools, and she is especially dangerous with crossover assists at her disposal. Her defensive game is made even stronger with crossover assists, and her 
offense can be fully unleashed since a К.О. activates Dark Phoenix Rising anyway! This means that you can take more risks when approaching and attacking. Dark Phoenix is even more of 
a threat with crossover assists, as well, and she Is very capable of destroying the opposition without being switched back to the sidelines. This tactic works especially well with teammates 
who can fit the role of anchor on the team: if Dark Phoenix is lost, you can still rely on a strong anchor with X-Factor to clean up whatever Dark Phoenix didn't finish. 


Yet another tactic to consider is saving Phoenix for last no matter what. An all or nothing tactic, this plan relies heavily on Dark Phoenix's destructive power with lv.3 X-Factor activated. You 
can take huge risks and play wildly with Phoenix's teammates in an attempt to win the fight without the use of Dark Phoenix. It doesn t matter so much if her teammates are K.0.'d or пої, 
so you can take this opportunity to play a strong offensive game, pulling out all tha stops! This isn’t to say that an opportunity to win tha fight should not be taken if it 15 presented early. lf 
you are put in a position as normal Phoenix to K.O. your opponent's final remaining character at the expense of hyper meter and/or X-Factor, go for it if you are confident that you can end 
the match right then and there, Otherwise, you can still play it safe by waiting for Dark Phaenix Rising to occur before you activate X-Factor ar spend further hyper meter. 








The angle in which air D tits makes it релесі ior square jumps! 


position to rush down with low attacks, triangle jumps, and square jumps. For a particularly tricky attack, use the 5> + 


In all three situations, you can shift from defense to offense with Phoenix, as long as Dark 
Phoenix Rising is ready to be activated. On offense, Phoenix has several weapons at her 
disposal. One of her main tools is triangle jump air (b . Phoenix's air © attacks ata 
downward angle, making it ideal as an overhead attack. This becomes especially difficult to 
guard against when mixed with empty triangle jump crouching @ . Both attacks are quick, 
making them hard for competitors to react to. You can also perform a square jump attack 
with air  . Phoenix's air @ has a large, crescent-like hithox, attacking hath in front of and 
behind her. This makes it perfect for square jumps! If you manage to land a square jump air 
@ , you can always follow with air\y + (2). The target is sucked in toward you from the 
hitstun of the air Û , allowing air. + @ to combo cleanly. 


Phoenix's crouching (M) is invaluable at mid range. Tha distance it travels combined with 
the fact that Phoenix goes low enough to avoid many attacks make it an asset when trying 
to mount an offense. You can slide right under most projectiles and normal attacks with it, 
and it can be followed with crouching ÛJ , TK Shot L, or Teleport H to keep the momentum 
going. 


Teleport M cross-ups are also a viable means of attack, and they can be utilized from a safe 
distance. Fire the slow-moving TK Shot L or TK Shot Н before teleporting to set up cross-up 
opportunities. Even if the fireball is quarded after the Teleport M, you can use still use this 

Prominence Heel overhead immediately after teleporting to add 


another layer to the cross-up! Be careful, though, as a poorly timed Teleport M cross-up leaves Phoenix vulnerable because of its recovery time. If you feel the opposing player is anticipating 
your Teleport M and getting ready to counter with crouching @ , try performing Teleport Н into air + (2) instead to catch them by surprise. 


Phoenix is a great rushdown character, but having Dark Phoenix Rising ready doesn't necessarily mean you must play offensively, Sometimes, frustrating your adversaries with defensive 
measures is a better option. TK Trap L is integral to this, and it should be performed whenever you get the chance. Once TK Trap L is set down, you can either set down TK Trap M for further 
coverage, or start firing TK Shots to force your opponent to make a move. Once they do, get ready to counter their change in gameplan with a surprise crouching qu) attack or Teleport M. 


Опсе Dark Phoenix Rising is finally activated, the remaining characters and vitality of 

the opposing team must be evaluated. If there are still three characters to deal with, the 
initiative to attack must be taken because Dark Phoenix's vitality is slowly being converted 
to red. If there are only one or two low-vitality characters remaining, they are better dealt 
with from a distance to avoid the risk of a К.0. ta Phoenix herself. 


Playing a defensive game with Dark Phoenix isn't a bad idea. Since all TK Traps and TK 
shots inflict significantly more damage, trying to get in close ana defensively played Dark 
Phoenix can take a huge toll on a foe's vitality. Dark Phoenix can still perform the same 
Teleport M cross-ups with TK Shots, but now they are even more difficult to avoid because 
there are two fireballs instead of one. TK Trap M becomes a real threat now, as well: if the 
target is hit by a TK Trap M, perform Teleport L on reaction to the wall bounce to combo for 
a К.0. 


A defensive measure not possessed by normal Phoenix is Dark Phoenix's standing GJ . 
Alter Dark Phoenix Rising, this attack is augmented with a fan-shaped blast of feathers 
firing in five directions, protecting Dark Phoenix from any frontal assaults. This attack 

alone shuts down many characters’ offensive tools: a character like Tron has very few 
answers to Dark Phoenix standing still performing standing (2) over and over! To help Dark 
Phoenix's survivability, try to get accustomed to whiffing this attack before every spacial 





Perform standing G) before Special moves fo use the fealliers as caver, 


move performed if you сап, The feathers are released immediately as the standing O is performed, $0 you can essentially add a fan of feathers to all special moves by canceling them from 


standing GJ 


Offense Is where Dark Phoenix shines, since many of Dark Phoenix's combos lead to а К.О. The feathers produced by Dark Phoenix's basic attacks drastically increase the number of hits 
in combos, which assures that any combo will build an incredible amount of hyper meter. Dark Phoenix still has access to all the same offensive weapons as normal Phoenix, including 
triangle jumps and square jumps. Standing (B and crouching O are greatly enhanced as Dark Phoenix. If pressed rapidly, they create a stream of projectiles which will push away 
quarding adversaries, while easily allowing you to hit confirm. If you see these feathers hitting your competitor, dash in and continue with a combo, 


some challengers decide to run away from Dark Phoenix, usually to wait out her X-Factor timer or to let the red vitality conversion consume her. In this situation, use TK Shot H to give 
chase. TK Traps are all much faster as Dark Phoenix and should be used to make the entire screen unsafe far opponents. TK Trap Н can be useful against a fleeing foe, as well, It travels 
quickly at an angle that Phoenix cannot quickly get to without taleporting. The wall bounce effect added to TK Trap Н after Dark Phoenix Rising helps immensely, as you can follow up any 
wall bounce with Teleport L or M for a combo opportunity. 





Crouching (М) Isa great way fo approach your rivals. 





Crouching (V) 15 also improved as Dark Phoenix. When performed, three feathers fire up, 
diagonally, and straight ahead for added coverage. Many opponents expect Dark Phoenix to 
approach via teleports or airdashing, but the horizontal distance cro uching rA covers makes 
It a viable tool for approaching, as well. If positioned properly, a crouching canceled 

ta Teleport M makes for a seemingly unguardable cross-up; as you teleport behind your 
competitor, the feathers strike their back as a cross-up! For proper positioning, try sliding 
back in after an advancing guard, then canceling it inta Teleport M for the Cross-Lip. 


If your opponent has decided to corner themselves to avoid Teleport M, you can simply sit 
right outside their attack range, set a TK Trap L and TK Trap M to cover their escape, then fire 
TK Shot L repeatedly to safely chip away at their attempt to turtle. You can also use crouching 
feather spam to get close for a throw attempt, which can be turned inte a full comba via 
OTG air TK Shot L. If you think your adversary might try to avoid the throw by performing a 
throw escape or a jumping retreat, fake the throw attempt and instead go for crouching @ 
to counter, which will catch them before they get off the ground if they hold up-back to jump. 
This can be further mixed with a forward dash into f + ‚ А cornered opponent is also 
more susceptible to triangle jump and empty triangle jump mix ups, If foes manage to escape 
your corner pressure, that's fine: you can use Teleport M for cross-ups again! 
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CR. (D, 9, @, S => FORWARD SUPER JUMP, AIR O, ©,@, ¥ © O, LAND, ¥ ж + © (D, FORWARD JUMP, AIR ©, 
®, ©, LAND, щч» л 2 OD OTG, LAND, >¥ м (Н) 


19 hits, 386,300 damage, 79% meter gain 


The main purpose of this combo is ta build a large amount of hyper meter while inflicting a decent amount of damage. When super jumping, perform air ME T.H), Yo (H) quickly for 
the best results. You can also end this combo with Phoenix Rage, though this is not recommended if you are saving hyper meter for Dark Phoenix Rising. 
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(CORNER REQUIRED) CR. ©, ©, ©, © e» FORWARD SUPER JUMP, AIR ©, ©, O, o (9, LAND, & € «€ 2 (D, 
FORWARD JUMP, AIR ©, ©, ©, LAND, & м > л = ©, LAND, © FORWARD SUPER JUMP, AIR ©, ©, (Н), ©, LAND, 
+ ч» л с ©, LAND, © => FORWARD SUPER JUMP, AIR © 


418,800 damage, 106% meter gain 


On cornered competitors, Phoenix is able to perform even longer combos for building hyper meter. Make sure to perform the aerial attacks as quickly as possible to ensure the combos 
success. Like many of Phoenix's combos, you can end this with Phoenix Rage, though this is only recommended if a K0. is guaranteed: If not, your hyper meter is best saved for Dark 


Phoenix Rising. 





Í. (AS DARK PHOENIX) CR. (D, ©,@,> о (B e^ >t a о (D, CR.(D, ST. €, 9 o (Best & € о (D, o (es^ 
tx 0, 5 @,@=> FORWARD SUPER JUMP, AIR O, (D, O ex^ фа & 


1,043,900 damage, 127% meter gain 


Dark Phoenix can easily perform 100% damage combos on most characters, as exemplified by this combo. More hyper meter is built than usual because of the feather projectiles, guaran- 
teeing that Phoenix Rage becomes available to use at the end of this combo. For the best positioning, try delaying the "e ¥ ك‎ o after "b. ea D so thal your opponent stays close 


to the ground. 





I. (AS DARK PHOENIX) (CORNER REQUIRED) СВ. 0, 0,9,9 o (BED Vu oO, СА. 0), ЛЫ © (8 = 
фи + 2 O, ST. (Н) 9 фике = Ф, # + © (0), STA, ә 2°00 рм o (DD f щ - 2 GS 


1,125,000 damage, 139% meter gain 


While Dark Phoenix combos are destructive regardless, they pack an extra punch in the corner. Linking the cr. 
second nature with some practice! 


after S di VEU can take some getting used to, bul it becomes 





(CORNER REQUIRED) FORWARD THROW, * м > л ù 0TG, ST. 9, > > (0, (S) => FORWARD SUPER JUMP, 
AIRO, ©, + o (Н), LAND, ¥ + (D, S) e^ FORWARD SUPER JUMP, AIR O, O, 9), ©, LAND, V s 94 & 
OTG, > + ù 2 H) 


292,100 damage, 97% meter gain 
Forward throw is a great way to mix up your corner pressure with Phoenix. Wait until your adversary is as low to the ground as possible bafore launching with (8). the hitstun оп.» +10), 


gives vou plenty of time to see if the positioning is just right. 


PIG EDT TI GS) 
Tn 


\ 


A ¥ [ 


/ 


Though Dark Phoenix Rising causes no damage, you can follow it with a 
combo if it is activated against a cornered or near-cornered competitor! If 
Dark Phaenix Rising is aclivated against a cornered opponent, immediataly 
attack with a stream of crouching (B feathers to catch them for a combo. lf 
you are near the corner upon activation, you can cancel Dark Phoenix Rising 
with X-Factor and perform a quick dash into crouching @ to catch the target 
before they hit the ground. At midscreen, the same technique can be used 
except with TK Overdrive L or Н, which can be followed with crouching (B into 
a combo. Timing is key here! 





A combo olf Dark Phoenix Rising gives you the upper hand right away. 
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The key to Dark Phoenix's ability ta destroy entire teams by herself lies in her 
deadly mix-up game on characters forced to join the fight after their partner is 
knocked out. With the use of TK Trap M, opposing players are forced to play a 
30/50 guessing game in which one wrong guess can lead to another K.D. until 
the whole team is wiped out. To perform this, set down TK Trap M, wait for the 
fresh opposing character to set off the trap by falling in, then teleport just after 
the trap fires. The Trap’s projectile is what you're actually using for the cross- 
up, sa if you teleport to one side or the other jus! before the projectile hits their 
character, the opposing player doesn't have enough time to react. Basically, 

И your opposition blocks this tactic, it's luck, or you're being predictable with 
your timing, or your teleport choice. Use Teleport M and H for a cross-up, and 
employ Teleport L far a fake cross-up. If the trap hils, quickly dash or teleport 
into position to follow with a huge combo. If your adversary successtully guards 
the trap, you can seize control of the match by firing a stream of crouching (B 
projectiles, or performing Teleport M for another cross-up attempt. 


Certain characters like Magneto and Storm can airdash upward to avoid falling 
into the invisible TK Trap M tripwire, while others can double jump to mess up your cross-up timing. This is one of the few scenarios where TK Trap Н is extremely 
useful. Position and place TK Trap H so that It fires as soon as your foe appears, then place TK Trap M as normal and perform the teleport mix-up. Enemies trying 
lo avoid TK Trap M instead get blasted by TK Shot Н! 


Because Teleport M cannot cross-up cornered opponents, an incoming character appearing in the corner does not fall victim as easily to TK Trap M setups. То 
counter this, immediately backdash after knocking out an adversary. If you move backward far enough, you can pull the screen backward 10 bring the playing field 
out of the corner. After doing so, you still have a moment to set TK Trap M down. Since the playing field has been moved, Teleport M can cross up as usual! 
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GOMBOVARPENDIN 


GENERAL EXECUTION TIPS 


When performing air combos, attack immediately after super jumping to ensure that the positioning is correct far 5? + Û to connect. 


It is best to super jump straight up rather than forward during Phoenix air combos. Jumping straight up with Phoenix gives you the 
altitude you need for all hits to connect. 


If you're having trouble with the tiger Knee motion when performing air TK Shot to OTG, try performing the motion slowly. Only press @ 
when the entire motion is completed, all the way {0:27 . 


(AS DARK PHOENIX) CR. @,@),@ c^ + @ => ху /2< з + «UI? + @,5Т.@,с> + О ә CP <+ О, О c 
FORWARD SUPER JUMP, AIR @ => Û E> + OT 
Noles | y 75 








920,000 damage, 9% meter loss 


С.Ө WM 0, c» + Ф e UI? + 0,0 «3* 09,7 2«5 + @ REPEAT 


Notes 3 z | ИШТ 
X-Factor level 2 or 3 required, works as Phoenix or Dark Phoenix : 100% damage 
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Ё аши "Sm ШО hybrid: an offensive character that sedint be too close, and a 
d "beam capable с character that can't press: that advantage against some characters. Your goal 
| ‘with Senting| ts to pusti your opponent to the comer while Keeping them at proverbial arm's 
> len n. a closer than t the reach ‘of Sentinel's. standing (0) AS а secondary goal, keep an Bye: 
= ~ oul for chances to punish your foe 's unprotected assist calls with Hyper Sentinel Force. | 


Sentinel is a gigantic and imposing kiling, machine. e Why would youl want to keep yotir 
" 7 adversary away? 


Like Ne mesis T-Type, Sentinel is too big for is own good. Characters with. 

faster attacks {almost everyone) can beat Sentinel to the punch at close range, 

E it's easy for opponents to land Instant УШУЫ; on es Sentinel H 
simply. fu ШШ ‘and attacki EE 


E tinel bite vitatity, КҮ, easy 10 im This | ms 
mode ee сап Dake FE Mur ш (ү make: em like it | : £l 









Merc 







э) then activat 
Cautiously 
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TUNING SINGE ORIGINAL MUGS 


‘Sentinel saw more changes in MvC2's early life than in the transition to UMvC3... The 
robot's vitality Was lowered from 1.3 million to 905,000 in a patch shortly after the Original 
game was released. Sentinel has it comparatively easy here. Sentinel can no longer combo 
OTG Rocket Punch L to Hyper Sentinel Force after an air combo, but being able to mash 
Plasma Storm for increased damage makes up for this. 


Sentinel 15 оле of the hardest-hit characters in terms of the damage of X-Factor being 
toned down, so it’s no longer a guaranteed knockout every time a glowing, angry Sentinel 
even sneezes on an adversary with Impossihle-to-miss combos. Sentinel can still definitely 
‘accomplish ample mutant-killing in X-Factor, and X-Factor's speed boost is arguably more 
Important to the robot than the damage (since It fixes the biggest disadvantage Sentinel 
has). It just takes more effort and better combos to do it this time around. No more easy 
mode launch, air ©, (Н), © ==> death for Sentinel! 

Vitality changed from 905,000 to 900,000 


Foes recover faster when hit by a Rocket Punch 
| (5) launcher now has super armor (reduced from hyper armor) | 
Plasma Storm can be mashed for more damage EE odi 
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pex Command Hits Damage  MelerGain Startup Active Recovery аав iple Notes 


б = Standing Ө КЕЕ |+ t 2 | Nullifies low priority projectiles during active frames b 
| Super armor from frames 6-15, nullifies medium priority 


E ; | Hits fullscreen in 26 trames, chains to crouching Ф. 
— Standing 102,300 1000 20 20 16 | deals chip damage, beam durability: 5 frames x 2 low 
ү priority durability points 


í Standing, Basic “Attacks 
/ 





| 

j 

$ 

27 

А Crouching) Basic Attacks 

es | 

e | Screen Command Hits Damage  MelerGain Startup Active Recovery 9211208 Advantage Notes 

1 А d Y  onHit if Guarded | 

, И соме т 70,000 a Nullifies low priority projectiles during active frames 
۳ س‎ 
ү, Low attack, super armor from frames 6-15, hits close 
ES 2 ооф | 3 07 600 | 3r | | range at 13 frames, mid range at 17 frames, nullities 
ies | | medium priority projectiles during active frames 

|» i; Я ^ 

| | Hils fullscreen in 26 frames, deals chip damage, beam 
by | Р 

| 1 Sel. Mee LE PH i т рна EX 
Е = к т\к T - | fy | - AN - ^ t. = Ц 





| “Ground special Attack “launcher 


[ А Advantage Advantage 

Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit И Guarded Notes 

ees : Launcher, not super- or hyper combo- cancelable, 

© (while standing or 120,000 96 3 2 ; super armor from frames 12-21, nullities medium 
^ü mhi ү к + * i i 5" 

crouching) | | | priority projectiles during active frames 










- Air Basic Attacks - 


і Screen Command Hits Damage MeterGain Startup Active Recovery dune ү: Notes 


ar 1 | 75.000 E | ; | "s ә Overhead attack, double jump- cancalable, nullifies low 
i | priority projectiles during active frames 


1 
E а К @ 100.000 9 Overhead attack, double jump- cancelable, nullifís 
; medium priority projectiles during active frames 

WO Overhead altack, nullifies medium priority projectiles 
during active frames 










E Special 1 ttacks—Fi ying Screen and Air Enchange 
E causes a hard knockdown when. used in’ a launcher combo (this is sometimes called flying screen). When Used outside of a launcher combo, air © behaves mostly like another 


— basic attack. Air exchange attacks, performed by inputting a direction приз. are only possible during a launcher combo, Exchange hits initiate team aerial combos by tagging in the next 
_ available Character lo continue the air combo, 


г 3 А 
x 


E کی‎ 


ay, f Screen Command Hits Damage Gain Startup Active Recovery advantage noyantage Notes 


К Overhead, causes ground bounce, nullifies medium priority projectiles 
7 7 "1 D i 
3 Г ae ت‎ a NCC during active frames, causes hard knockdown if used in launcher combo 
ys 
T д дгар + Ө " 105,00 | 880 Tags in next available ally while lotting opponent upward 
i 7 (during launcher combo) = | 
7 К, Ait» o<p + Ө 95000 | apo | 18 27 Tags и next available ally while Causing wall bounce, erases 1 hyper 
(during launcher combo) meter bar from opposing character | 
s in avail lly while in || „generates 1 
ў! Airy + Ө | 6500 | aon |. 18 Tags in next ЖЫШ y while causing ground bounce, gent 
7, ш ЫН hyper meter bar 
ы | и " л П ^ 
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| тю are for snagging passive or blocking opponents, Since throws are active so pu. you can also use them. to prgempively toss opposing characters out of their offense, Combos 


are su possible alter throws, one way or another. 











1 Screen Command, “ни ZEN Meter Gain m Active Notes 


ee оа Ieee : 











[ПЕ Recovery (| Recovery 
Screen Type Faria Description Hits Damage Merr Startup Active hiscrossover (other Notes 


Hyper Combo assist) partner) 
accum 



















Launches 3 projectile drones with 4 low pr iority 
durability points each, drones disappear i 
Sentinel 15 hit | 

OTG- capable, 3 drones drop 5 bombs each, each 
| projectile has 1 low priority durability point 


Knocks down, OTG-capable, nullifies medium 
priority Do ш active iames 


Sentinel 
Force L 


Hyper Sentinel 
Sentinel— OL | carne 


A Hyper Sentinel Sentinel 25000 | 200 per 

Sentinel—B Force Force H per bomb | bomb 
—Ó E 
Шр - \ ыш] ae — 


















On papar, ail three of Sentinels assiste 
have potential uses. Sentinel— Û lakes 

up more space than just about any other 
assist, and it is the least interruptibie of the 
three. Sentine|—‘y is a fast, hard-hitting 
OTG-capable assist with long reach, and 
ihe fist plows through most projectiles just 
like Sentinel's limbs on point. In practica, 
however, Sentinel—COc has too many 
advantages to pick one of the others Unless z 
you are REALLY building a team to a specific purpose. (There are lots of characters with QTG-capahla assists. .. why waste Sentinal's assist to gain that ability?) 





The drone assist occupies so much screen real estate for so long that it's hard to pass up: This assist is one of the best inthe game für enabling both offensive and defensive strategies 
(drones are almost required in order to play rushdawn characters like Magneto, Wolverine, and Zero to full potential, and they help characters {ike Rocket Raccoon and Taskmaster control 
the center of the screen even more strongly). Indeed, this assist is so Useful that it's a reason to put Sentinel on your team all by itself (and it certainly. doesn t hurt that Sentinal is a strong 
character anyway and a beefy Iy.3 X-Factor anchor, if it comas to that). Just keep an eye on Sentinels vitality and cover the assist whenever possible, since assisis are knocked out more 
easily than point characters, Losing Sentinel early on a team where the robot provides the primary assist means you've basically lost half or more of your: offensive AND defensive abilities: 
for the match, (Call the drones just before you force your target to guard a long range attack or beam such as Magneto's Electromagnetic Disrupter or Taskmaster e ©) Web Swing, 
and you've more or less assured a safe exit far assist Sentinal.) 


Finally, no matter ИШ al you pick, Sentinel has a terrific crossover counter... И just doesn't involve waiting around for the actual assist attack! Guard an attack, crossover counter to 
Sentinal wit Co + ‚ then perform Hard Drive before Sentinel lands and does ihe counter. This is expensive, costing two bars of meter, but it can ba worth it, For example, if your 
opponent is trying to К.О. one of your characters with a beam hyper combo, they'll be very surprised when the tables are turned as Sentinel is countered into play with an invincible: hyper 
combo that travels across the full screen! This trick can also be used to K.O. low-vitality characters who let you block something with enough recovery, to guarantee that Hard Drive makes 
contact with them. Opponents are typically very surprised when you finish tham off this Way, and the mere threat that you might counter to ап invincible hyper combo sometime later can 
influence decisions that they make against you for essentially the rest of time. 


| Screen Command Hits Damage Meter Gain Startup Active Recovery Advantage Advantage 


ап Hit if Guarded | | 
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| | . Meter i Advantage Advantage 
Screen Name Command Hits Damage үз Startup Active Recovery ° on Hit if Guarded Notes 
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Knocks down, OTG-capable, пиех medium priority 
projectiles during active frames 

Knocks down, nullifies medium priority projectiles 
during active frames 
Knocks down, nullifies medium priority r projectiles 
during active frames 

Knocks down, OTG- -capable, nullifies medium priority 
projectiles during active frames 
Knacks down, nullifies medium priority projectiles 
| during active frames _ 

Knocks down, nullifies medium priority projectiles 
during active frames. | 
Launches 3 projectile drones with 4 low priority durability 
points each, drones disappear if Sentinel is nit 
Launches 3 projectile drones with 4 low priority durability) 
points each, drones disappear ti Sentinel is hit 
O7G-capable, 3 drones drop 5 bombs each, each 
projectile has 1 low priority durability point 











































SHER DOES 


screen Name Command 


Rocket Punch: Sentinel players can direct 
its signature attack upward (4a) ), straight 
across (ty, or downward ((B ). The 

fist that rockets away from Sentinel has 

no vulnerable hitbox, and it can plow 
intact through any low priority projectile 

it touches, with the exception of Chris's 
grenades. (If the fist strikes a medium 
priority projectile, both the Rocket Punch 
and the medium priority projectile become 
mutually nullified), The downward-aimed 

L version, whether airborne or grounded, 
is OTG-capable, which gives Rocket Punch 
its primary purpose: extanding combos 
after a hard knockdown. To OTG foes after 
a hard knockdown with air Rocket Punch L, 
execute the move with a tiger knee motion: 
V ADL + (9. After the OTG hit, 
Rocket Punch can be canceled into Hard 
Drive or Plasma Storm. 


When finishing midscreen combos with 
OTG Rocket Punch L, keep in mind you'll 
often have 1o wavedash forward to get 
close enough. Wavedash using command 
dashes (@ X» , BD), so vou don't 
accidentally whiff Human Catapult instead 
of getting the Rocket Punch you want at the 
end of the second dash. 


Don't be too tempted to use Rocket 
Punches as pokes. If Rocket Punches 

аге guarded, or if they miss altogether, 
Sentinel is left wide open for retaliation, 
Cancel guarded Rocket Punches to Hyper 
sentinel Force to make Sentinel safe, 
Instead of poking with Rocket Punches, 
use Sentinel's @ attacks. This achieves 
the same effect, using safer attacks that 
can be hit-confirmed into combos. 





Hits 








Meter 


Damage Gain 


Startup Active Recovery “vantage Advantage y. 


| : on Hit 
iL ER 










Sentinel Force L & M: Each version of 
Sentinel Force summons three drones, 
which act as projectiles (although they'll 
all disappear like a beam if an opponent 
hits Sentinel). The drones can be useful to 
put onscreen against opposing characters 
that don't have durable projectile threats, 
even though it's not the best idea against 
someone like Doctor Doom who can 

just cut through all the drones with his 
Plasma Beam, nor against teleport-capable characters that can simply teleport above or behind Sentinel. An ideal time ta summon drones is 
immediately after knocking out (or snapping out) the current opposing point character... there will briefly be no one on screen to interrupt 
Sentinel and, by the time their new character falls into play, Sentinel is free to move alongside the drones (though, like the Sentinel—ac 
drones assist, Sentinel Force drones all vanish if Sentinel takes damage). 


Sentinel Force L 





Using Sentinel Force L to summon downward-angled drones may encourage your competitor to try jumping, super jumping, or flying 
above the fray, which puts them in position for you to use jumping or flying air (f). Using Sentinel Force M to summon upward-angled 
drones may encourage your adversaries to just crouch under Sentinel's little helpers at fullscreen. Wavedash forward and grab such 
passive opponents with Human Catapult. 


Grabbing your foe with Human Catapult at midscreen, far from corners, presents a prime chance to summon TWO sets of Sentinel 

Force drones, if you want to force the rising opponent to guard for a while (and assuming you are not consistent enough with repeated 
wavedashes to make OTG Rocket Punch L feasible after Human Catapult midscreen, which is not an unreasonable assumption). If Sentinel 
has a teammate with a good long range assist, call that character into the fray, as well. 


Sentinel Force H: Instead of firing three drones as battering rams, Sentinel Forca H sentis 
out three drones as carpet bombers. Each drone releases five small bombs, fora total of 15 
bombs blanketing the area. Unlike Sentinel Force L & M, this version cannot be interrupted 
after Sentinal summons the drones, and the drones themselves cannot be destroyed, This 
version is much slower to fire than the others, though, and it's unlikely that enough of the 
bombs end up hitting to make the damage comparable to other attacks. On the other hand, 
it's possible to start a combo off of the bomb hits if Sentinel is close enough. 


Auman Catapult. Human Catapult L is active in 2 frames, while a regular throw 
accomplished with C2» /« + (D is active in 1 frame. However, Human Catapult has a 
LOT more range than a normal throw (especially if you kara-cancel into it: see Advanced 
Tactics). Screwing up a throw attempt is bad for Sentinel either way, whether you whiff a 
Human Catapult grab or gat a close-range standing (D instead of a regular throw. At least 
Human Catapult is unbreakable when it connects. 


Sentinel’s command grab increases in value near corners, where painful follow-up combos 
are possible. The M or H versions of Human Catapult are slower than the L version, but 
they deal more damage and allow for more follow-ups since your target is hurled higher 
into the air. Normally, you'll want to use Human Catapult L because af its fast startup. Human Catapult Н can be useful after ticking with 

attacks up close; cancel late during the ® tick to Human Catapult H, so Human Catapult H reaches its active throwing frames just as 
your competitor recovers from quarding and becomes throwabla. 





it's possible to land huge combos off of midscreen Human Catapult L by calling the right assist just before performing the grab. Iron 
Man—B, Rocket Raccoon—y, and Trish—[3 are perfect examples. The opponent gets ejected into the assist instead of being volleyed 
across the whole playing field, and this pins them point-blank long enough for Sentinel to recover and start a launcher combo. This 
approach is risky, however; if you whiff the grab or if your opponent simply interrupts it with their own attack before they are snagged, 
there's a good chance they'll catch both characters, Bob's your uncle, and you've just lost two-thirds of your team trying to get fancy with 
a command grab combo. The risk/reward is up to you, but generally it's best ta not get too greedy: simply accept the positional advantage 
and the chance to briefly move in and call drones/assists for free that a successful Human Catapult represents. 


However, there are equally team-oriented ways to capitalize on midscreen Human Catapults without taking unnecessary risks. If the next 
teammate has ап OTG-capable hyper combo, you can perform Hyper Sentinel Force just as the opposing character hits the ground, then 
team hyper combo cancel to something like Storm's Hailstorm or Magneto's Magnetic Shockwave. The follow-up hyper combo pops your 
rival up and into the Hyper Sentinel Force drones, while also tagging in the new character. Similarly, if ona of Sentinel's teammates has a 
hyper combo that OTGs during crossover combinations, you can simply dash forward and press for the whole team to take part. 


Flight. During flight, Sentinel's stabilizing jets emit blue flames rather than yellow, and the 
robot can maneuver freely, Flight mode ends if {у [?«n + Ө is input again, if Sentinel 
is hit, if air @ is used, or if 104 frames elapse, Both the activation and manual cancelation 
Of flight interrupts basic attacks, which enables quick aerial poking along with many 
damaging combos. Interrupting the recovery of blocked or whiffed basic attacks with flight 
also helps make Sentinel's laggy actions somewhat safer. 


Sentinel is surprisingly maneuverable while flying, and it makes a smaller target with legs 
retracted and flight jats powered on than when standing on the ground. But since quarding 
isn't possible while flying, be careful regardless. 








Hyper Combos 


Screen Name Command Hits Damage Startup Active Recovery "qug jf Guarded Notes 





Knocks down opponent, can be mashed for 
extra damage, beam durability: 20 frames x З B 
high priority durability points 


x orn [bum 65 - 4 | 282,200- 
Plasma Storm |47 с> + ФФ зв |220 


In recovery 
12 | 275,400 42(1)13 | until 
landing 


Frames 1-70 invincible, last nit causes 
spinning knockdown that ignores hilstun decay 


Hard Drive 


[air only] 


Frame 8-14 invincible, knocks down, 9 
306,000 M projectiles with 3 high priority durability 
points each 


Hyper 
Sentinel Force 


Plasma Storm. Plasma Storm is Sentinel's primary combo ender. Any grounded Sentinel combo that ends with Rocket 
Punch (basically, every Sentinel combo) allows you to tack on Plasma Storm. Mash @ buttons during this hyper combo 
to increase the damage and number of hits. You can also link Plasma Storm after landing а Hard Drive or Hyper Sentinel 
Force hyper combo near the corner; either perform Plasma Storm right away after the previous hyper combo recovers, or 
(for slightly more damage, meter, and challenge) link a Rocket Punch first, then cancel into Plasma storm. 


Hard Drive (in air}. During Hard Drive, Sentinel propels itself across the entire playing field in a straight line. Hard Drive 

is the only move Sentinal has with total invulnerability (Sentinel's limbs are never vulnerable during attacks like standing 
@ or Rocket Punch, but the robot's body can be struck). Hard Drive is able to even travel cleanly through hyper combo 
beams! In the air, Sentinel players can use Hard Drive on reaction to punish anything that happens directly across from 
Sentinel. From the ground, performing Hard Drive with a “tiger knee motion” of ¥ a => # x2 @ is the closest thing 
Sentinel has to a reversal. Even if your foe guards it, or if Hard Drive sails clear over them, this technique usually travels 

so far and so fast that Sentinel isn't vulnerable. (Although some characters may catch Sentinel with fast, far-reaching 1v.3 
hyper combos.) 


Aside from Hard Drive's use as a kind of reversal, you can insert this move into just about any combo that involves an air 
Rocket Punch—just cancel the Rocket Punch into Hard Drive. Instead of ending combos with OTG Rocket Punch L into 
Plasma Storm, yol can use OTG tiger knee air Rocket Punch L into Hard Drive. This inflicts slightly less damage, but it 
almost always puts the enemy into the corner. 


The last hit of Hard Drive causes a lengthy spinning knockdown, This allows Sentinel to continue a combo after knocking 
its rival into the corner with Hard Drive. The simplest thing to do is to launch with (8), but hitstun decay usually means 
that whatever air combo you attempt gets cut short. With spare meter, you can simply juggle after Hard Drive with Plasma 
Storm, or Rocket Punch to Plasma Storm. 





You can also link Hard Drive into another Hard Drive, or even inta tiger knee Rocket Punch canceled into Hard Drive! As long as Hard Drive strikes properly so that the last hit causes the 
spinning knockdown again, you can continue juggling Rocket Punches and hyper combos. | 


Hyper Sentinel Force: This is Sentinel's safest hyper combo, since the drones соте out after the hyper combo cutscane— 
even if Sentinel is struck. There are three waves of drones, with three drones in each wave. This makes Hyper Sentinel 
Force one of the best anti-assist hyper combos. If the opposing player calls an assist al mid to long range without covering 
it directly (e.9., forcing you to guard something, like a long range beam), simply activate Hyper Sentinel Force. That assist 
eats the damage of up to nine drones, with a 1.5% damage boost against the assist. When jockeying with your competitor 
for position at mid to fullscreen, stay twitchy and be ready to activate Hyper Sentinel Force on reaction to almost any assist 
coming out. 


Hyper Sentinel Force can no longer follow up OTG Rocket Punch L after an air combo, but it still works In several other 
ways. For example, @ canceled into Rocket Punch L canceled into HSF works. HSF also still works when canceling into it 
from Rocket Punch L OTG after Human Catapult. 





REPORT TO)MASTER MOLD TARGET ELIMINATED) 


AWAITING FURTHERING TRUCTION А 





x З Sentinel's basic attacks are frightening, but slow. Every 
е attack has ап invulnerable hitbox that extends well away 

from Sentinel's body, Standing and crouching М have 
super armor—during a certain period, they can absorb a 
single hit without being interrupted. Sentinel's @ launcher 
has super armor now too (this is actually down from 
original МеСЗ, where it had hyper armor), However, super 
armor оп (Mi) attacks doesn't kick in until the 6th frame of 
startup, and super armor on ©) isn't active until frame 12. 








= ! : i The super armor properties of @ attacks and @ launcher 
Sentinels size makes it difficult for the rabat to avoid attacks оп the Nota great situation, аге more effective from mid range, where the armor may 
ground, and Sentinel certainly can t crouch under anything catch an opponent who is dashing in with an attack. From 
close range, where your adversary has already established 
striking distance, whatever the opposing player does offensively will probably interrupt these attacks before they even arrive at their armor frames. These laggy moves are also much lass 
safe when guarded up close than when guarded from the edge of their ranges. The same thing holds true of using Plasma Storm or Hyper Sentinel Force on the ground against close-range, 


aggressive enemies. If your rival is attacking anyway, they're probably going to interrupt the hyper combos in the first few frames, so insult is just added to injury as you [ase a bar of hyper 
meter while Sentinel is getting hit anyway. 


Therefore, point-blank, reliable options against an aggressive opponent are absent, Sentinel is reliant mostly an universal defensive options. Sparring with Sentinel's @ attacks is asking 
for trouble; they are Sentinel's only attacks with underwhelming hit areas, and they are still slower than the fast attacks of almost anyone else. Rather than trying for (B attacks that are 
inevitably out-prioritized, or armor attacks that are interrupted before they reach armor frames anyway, rely on successful guarding and advancing quard to reclaim breathing room. To try 
taking a little more initiative, you can sneak a throw or Human Catapult L into gaps in your apponent's close-range offense. If you're desperate to escape, tiger knee Hard Drive is the closest 
thing Sentinel has to a get-out-of-trouble-free card, and it's not even free: it costs a bar of hyper meter, the opponent may throw ar low attack you out of pre-jump frames or before Hard 
Drive actually comes gut, and Hard Drive isn't actually totally safe (but il does a good impression of it most of the time). 


Additionally, while Sentinel has strong long-range tools like (D lasers, Sentinel Force drones, and Hyper Sentinel Force, if it comes down to a beam battle against certain characters, the 
robot is going to lose. Doctor Doom is the prototypical example of a character that usually gets ahead of Sentinel in the beam war. Against projectile-centric characters like Ryu and Akuma, 
Sentinel can win the fireball war when they don't have meter, but when they're loaded, the advantage tilts back in the favor of their fullscreen hyper combo beams. Additionally, some small 
characters, like Rocket Raccoon and Amaterasu, are a big problem for Sentinel because they can simply avoid anything the robot does while maintaining their own fullscreen offense, Some 
matches need to be covered by assists or other members of the team. 


These characters can’t crouch to avoid standing ©). Fire away! 


Captain America Iron Man Nemesis T-Type Tron 

Hulk M.O.D.0.K. Sentinel! 

These characters can duck under BOTH lasers, even crouching @ . Hold your fire! 

Amaterasu Firebrand Phoenix Viewltiful Joe 
Arthur Frank West Rocket Raccoon Wolverine 
Felicia Morrigan Strider 


This is nat to mention the fact that teleport and flight-capable characters completely skirt attampts at a ranged game and turn it into a liability. If you abuse lasers against the wrong 
enemies, it won't be uncommon to see Dante, Dormammu, Strider, Vergil, et al falling out of a teleport onto a soon-to-be-decommissionad Sentinel, which is now uselessly whiffing СЭ 
laser in the wrong direction. Flight characters can just stay above the fray; characters who can both fly and airdash can super jump above Santinel's beams and drones and activate flight, 
then airdash repeatedly and unpredictably to get at Sentinal as desired, 


50, While spamming (2) lasers canceled into drones while calling Doctor Doom— B (or other strategies to that effect) annihilates poor characters like Haggar who don't have an answer 

at all, or poor players who gladly cooperate with running inta vour mindless barrage over and over before calling you a cheap player, that strategy won't cut the mustard against attentive, 
reactive opponents. It also wan't work against characters that have easy answers, like an overpowering beam or fast teleport, (Sentinal Force drones are definitely an asset to almost any 

team, just not as much when Sentinel is on point; Sentinel—cx is one of the game's strongest assists.) 


A couple dashes away is far enough to threaten with (D) lasers while still being close enough 
to dash forward to poke with the tip of standing or crouching (fu) ‚ Any varsion of Sentinel's 
grounded (VI) and @ attacks can be hit-confirmed into Rocket Punch (and then Hyper 
Sentinel Force) from this distance or closer, and crouching WD can be chained into © 
launcher even from just inside max range. On guard or whiff, you can cancel any of these 
attacks inta flight, allowing Sentinel to either reposition or to transition to direct offense. 


Two dashes. away also puts Sentinel at the right range to threaten with dash forward kara- 
cancel Human Catapult. This serves as a counterpoint whan opponents are scared of dash-in 
crouching (a. бев Advanced Tactics for more on the kara-canceled grab. 


Your challenger may opt to take to the skies, rather than worrying about whether Sentinel 
might spit lasers, dash forward with invincible fists, or dash forward into a grab with 
outrageous reach, That's fine, though—it you think that your competitor might try to jump 
ог super jump from a couple dashes away (or if you react just as they leave the ground), 
jump forward and double-tap a? right away, Since you're pressing (% twice, Sentinel 
naturally chains into another air WM) if the first one connects. If successful, you have plenty 
of time to verify it's working and double jump into a stylish ground bounce combo: see 
combo Vil. 


Иа! all Mis means is that while Sentinel is an offensive character, you'll want to slay about a dash or two away 
fram your rival at mid range, rather than trying бо get in thelr face. 


If you poke with something like the tip of standing (iu) and cancel inta flight, you're in 
roughly the same situation. Air © here causes Sentinel to fall right back to earth, while 
ground bouncing overeager foes who tried to dash in after flying Sentinel. Or, flying air (V) 
at this low altitude snags jumping enemies, and it can also be hit-contirmed into a ground 
bounce combo. See Advanced Tactics for mora on using Sentinel's flight mode. 


МІН 




















From one dash away, you're in range to use the tips of (v) attacks, to kara-cancel standing 
(2) into a long range Human Catapult, or to jump forward with an overhead air (D stomp. 


None of these attacks is particularly fast or tricky when you look at them in a vacuum. It's 
the mixing up between them that causes one or the other to work. Opponents whe are 
scared of crouching KÌ, which is Sentinel's only low attack and most important attack in 
general, are opening themselves up to eating air attacks or Human Catapult. 


As a mix-up to zoning from one dash away, occasionally dash and attack with standing 
(B chained to crouching М. Crouching М) strikes threa times, with brief dead periods 
in between hits, Opposing players MUST keep holding down-back to continue blocking all 
of crouching Qu. IF they rise too early or try to jump out, the later hits still catch them, 
and you can still chain to launcher. This opens the door to use dash-in @ as a tick before 
chaining ta standing @ and kara-canceling Into Human Catapult Н (the standing @ 
there only to add range to the throw, and the laser should not actually fire—see Advanced 
Tactics). No one is going to consistently use advancing quard after blocking just one initial 
(B attack; where they will start advancing guard is while guarding follow-up attacks. So 
In adition fo poring with OD attacks on the ground, you can jump forward from a dash away and stomp wilh by dashing forward, ticking with (5, then timing Human Catapult H to snare your targets 
й just as they become throwable after blocking, you сап score unbreakable throws against 
adversaries who are too focused an not eating crouching WW, Naturally, once they're 
also worried about Human Catapult H, crouching @) itself tends to have a higher rate of success when you go for it (opponents who anticipate a command grab and attempt to jump 
immediately after blocking (B eat crouching Ф) if you go for the chain instead). 





Crouching @Л) can chain successfully into ЄЎ from slightly farther than standing (M), and it leads into air combos that deal over 600,000 damage and are meter self-sufficient. With surplus 
meter handy for THC handoffs, or by using X-Factor, it's easy to see how clean Sentinel hits should lead to knockouts against all but the heartiest opposing characters. Chances may be 
hard to coma by, so you must make them count. If you strike with the very tip of standing (v) and chain to O, it usually whiffs, so when you poke with standing Wi), stick to canceling into 
flight or into a Rocket Punch canceled to Hyper Sentinel Force for chip damage or assist punishment. 





Sentinel's armored moves help expose overly aggressive opponents Human Calapuit used effectively is the scariest weapon Sentinel has. 


With Sentinel's damage output and propensity for cornering enemies, you frequently attain a position to Mix up a new character that is forced to fall in after their teammate was knocked or 
snapped out. Sentinel players have an interesting conundrum here: they can go for a lot of chip damage by filling the screen with garbage, or they can go for a "naked" mix-up against the 
new character, but they can't really do both. Both approaches are good in different situations. 


For pinning, summon Sentinel Force M early while Sentinel has the screen to itself, then call the assist you brought along that deals the most chip damage. This should be timed and 
positioned so that the assist and the drones meet the new character just as they fall onto the screan at normal jump height. Summon another set of drones for free while your rival is 
trapped blocking (Sentinel Force L if you want to rush in and go for jumping air (2) or flying air @ overheads; Sentinel Force M if you want to rush in and go for Human Catapult), then 
dune back to your normal plan, having chipped the new character a little, gained a little meter, and still kept your opponent in the corner. The upside is small, but the downside is non- 
existent, 


For chip damaga, do the same thing, then cancel the second set of Sentinel Force drones inta Hyper Sentinel Force. This is already going to deal decent chip damage; if you'd like to go all-in 
(such as near the end of a close round), cancel Hyper Sentinel Force with X-Factor, call your best chip assist again, then immediately cancel another set of Sentinel Force M drones inte 
another HSF, With their character pinned, the opposing player is forced to think about popping X-Factor to avoid excessive chip damage. If they don't have X-Factor, they'll just have to eat it. 


For much more potential, but also more risk, Sentinel can mix its adversary up directly. An opponent falling in fresh is a captive audience, and Sentinel's scary but slow armored moves are 

much more effective as a result. They HAVE to fall to the ground, and the only thing opposing players can da to change this is to use some sort of air mobility option or air special move 

if they have it. If you anticipate them airdashing upward to avoid the issue altogether, super jump and air throw them right back into the corner. Overzealous competitors who fall in using 

attacks can be severely punished by having them fall onto the armor frames of either €) launcher (which beats nearly anything), or crouching du. Forcing enemies to land on crouching 
sometimes is crucial to making Human Catapult work when you try to grab them instead. Opponents who want to jump again as soon as they touch the ground and are worried about 

a throw soon get caught by crouching Ф). Eventually, the opponent starts feeling afraid to do anything when their new characters fall in versus Sentinel, and that’s when you should start 

timing Human Catapult to snare them just as they land. 


Attacking a fresh character while in flight mode doesn't present much of a mix-up opportunity. Sure, if the opposing character eats flying air), @ while falling іп сап take them fora 

ride, but if they're going to let that hit them, then they're also going 10 fall for Ө launcher and crouching @ sweep, Those attacks have armor as insurance, as well as an unbreakable 
counterpoint in Human Catapult. If you attack while flying, on the other hand, your opponent just has to worry about guarding left or right and breaking air throws. That's actually less 
threatening than if Sentinal had just stood there waiting for them to fall in... But, this changes with the right assist. Backed by something like Dante—c or Storm—^y, flying Sentinel can 
cross your opponent up by calling the assist on one side, then flying over or under the opposing Character to the other sida (say, under them into the corner, just as they fall away from it). 
You can mix this up by sometimes staying on the same side, rather than crossing over. If the assist hits from either side, react by ground bouncing your competitor with air Ө, which also 
automatically makes Sentinel land. From here, you can launch them into the combo of your choice. If they guard the assist properly, they're still stuck in mid-air next to а flying Sentinel that 
has frame advantage. 








. © ==> FORWARD SUPER JUMP, AR@&> ¥ # о © ©, PAUSE, AIR © S tres ©, PAUSE, —— 
FALLING AIR @, LAND, PAUSE, © ==> FORWARD SUPER JUMP, AIR @ к> Vx + © 6, ARO, Vi ^. ©, LAND, 
WAVEDASH, ¥ м > c (s ӘӘ OTG (MASH ©) 


835,200 damage, 5% meter gain 


A КЫК sentinel launcher leads to incredible damage with a self- “sufficient combo, lf you have mater left over to THC to another mashable hyper combo, your opponent is probably done. 

` After S) launcher inta. Super jump, strike with alr (9. canceled into flight as soon as possible; After flight, Wail as long as possible before. linking: flying ET (Ы), (С? then wait again after 
“unflying” air @) into falling air (Н), and again between landing and launching again with), The ‘purpose of inserting the pauses is to allow your adve rsary’ 8 body to Шш slightly, 
making the rest of the combo possible. Otherwise, they'll end up too high for either falling air (Н) c ог for the relaunch afterward to strike properly. - 


This combo works on every member of the cast, but landing. the flight chain during. the second super jump. rep requires perfect positioning on tiny ЕЕ like Rocket Raccoon (are "even. 
Deadpool or Spider-Man). For an easier time, forego using flight and simply perform an air chain to(S) tor the hard knockdown. (If you're not sure of positioning, just use ( CON 3 er 


eo: ®, ® tor consistency. The relaunch combo should also be simplified if you used several hits to chain into the first launcher, or if. the combo started with: the ground bounce of 
ar) | 5 | 


= 


To trade damage for a cornered ‘Opponent, Wavedash and OTG with tiger knee air Rocket Punch L (64 м T€ a «(Oy canceled into Hard Drive. Af they! re already near the: comer, TS | 
them after Hard Drive with Rocket Punch L into mashed Plasma a Storm for 971, 600 damage. (Or, meter. permitting, execute another tiger knee Hard Drive, then a Rocket Punch into RE 
Storm to inflict around 1.15 million damage!) Yam 


E a a РОЧ Ч арр: -— ты ЕА " = ETF 


JIm- ee: pper 7 e از‎ z a, 


. эмо ©, DASH-IN ST. ©, ©, S) ==> SUPER JUMP FORWARD, AIR с ), к> tren ©, TE 
AIRO, ©, => фи + o ©, FALLING AIR © => DOUBLE JUMP, T ©, LAND, # x > © © OTG: c 
Vx © ВӘ (MASH ©) 


Requires corner, 654 , 100 damage, 21% meter gain 


This unbreakable grab combo works when Sentinel i is olose enough to. the cornet to dash i in and juggle standing © aftar Human Catapult L. This is no farther than one dash away from the ` | 
corner. The tricky part is just catching your competitor before they hit the ground after the throw. Perform i ‘every. step 45 ‘quickly û as possible. lt a surplus: meter is almost ready when you. 1 
get to the OTG, finish with tiger knee Rocket Punch L OTG canceled into Hard Drive, then juggle Rocket Punch into Plasma Storm for 790, 200. damage. By inserting extra Rocket Punches 

between hyper combos i in the corner, you can sometimes build enough meter to keep the combo going, whereas simply continuing from one hyper combo. to the next would run out of Hake ы 





If you land Human Catapult L too far from ‘the corner to juggle afterward, Just отв with Rocket Pu nch L. With an assist like Trish—B, уои can call the ass ist and then отб the opposing 
character with Rocket Punch, so they pop ир into the assist and the combo can continue without using hyper meter. If you don't have an assist to рор them Up, you'll have to cancel Rocket 2 
Punch L to Hyper Sentinel Force or Plasma Storm tor х Factor) (0 get more damage. At least landing Hyper Sentinel Force i in this situation allows Sentinel to launch. its target into the ‘corer i 
immediately afterward. If you then air combo to air), tiger knee air Rocket Punch L OTG 10. Hard Drive, then link Racket Punch 10 Віа та. Storm, you'll have all three Sentinel Ш | 

combos іп one sequence! (Along, with at least 850 000 damage. ) ! | 


DE сз, 


> + о @, IMMEDIATE JUMP FORWARD, AIR ©, © => DOUBLE JUMP, AIR ®, ®, ©, LAND, © => 
SUPER JUMP, AIR ©, ©, ер ¥ е + © ©, AIR CO, O, ‚®, ©, @, ©, LAND, +s > 5 (D ОТВ = 
buc GƏ (MASH @) 


Requires corner, 752,100 dmg, 59% meter gain 


After performing Human Catapult H near a corner, its possible. to build a sizable amount of meter while also dumping s some ot it. into your victim. Normal uni forward. ШЕШУ dir the И 
throw recovers, but panga briefly. before chaining air), QD. After around bouncing and then laun ching your rival, perform the air and flight combo | po rtion. as ‘quickly as possible. А: a 
Like most Sentinel combos, if you have Surplus meter, you car score more damage after the hard knockdown, Finishing with a tiger knee Rocket Punch Lore to Hard Drive, thon Rocket E 
Punch E Plasma Storm results in 875,100 damage! | EN | 





Human Catapult Н into the corner also lets you involve teammates without using mater. Tag a character who can OTG into a giant combo by thams elves, like Dante or Doctor Doom, and fet 
it rip... 7 ( 


е + je Pe) 


Ой OR BACKWARD THROW, DASH, ¥ « > = © Ото фи + o GG СӨБ V e о ©, FLY FORWARD, 
J, ®, ©, LAND, © => SUPER JUMP FORWARD, AIR 00), ®, (9), ©, LAND, ¥ « > E О оте Eu» 


5 хэ © @@ (MASH ®) | йлн, КА хачан M NEL +] 
1,130,500 damage with Iv.1 X-Factor, 73% meter loss : TIR PAS BO ien E AE 
Even with X-Factor TM down, angry red Sentinel is no joke: if you combo into Hyper Sentinel: Force, you can still opt to make any combo ferocious by. canceling the beginning of typer 


Sentinel Force into X- ra then ШШ" forward to cause a ‘ground bounce with air d MOR 5) 1 just as the last Wave of HSF drones juggles the enemy. | Wer ite ^ 





That's just an example й [Ойл X-Factor within a combo, Holly Normally, you'll st dash, OTG with Rocket Punch L, then cancel to Plasma Storm for 453, 700 damage 


E ] 
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| | 


(Qux 4 м» о (DH JUMP FORWARD, AIR @, ©, LAND, DASH, ST. ©, © ==> FORWARD SUPER JUMP, — 
MIR D, D, ex» +x e о ©, ААО, ©, @, @,@, LAND, DASH, ўч c (D OTG eto x > 0 GO (MASHG) 


X-Factor hit-confirm for two characters, 2,841,200 damage with Iv.1 X-Factor, 295% meter gain- 


it's not as easy as it used to be, but Sentinel can still definitely toast entire teams at once with the right chance, This hit-confirm off of crouching | J gives you plenty ol time to ste that EX 
you've caught their point and assist together, so you can combo to Rocket Punch L, then cancel to X-Factor and erase two-thirds of the other team. No assist character survives this combo; 
the only point character who can survive is Thor. | 


CR. O, © => FORWARD SUPER JUMP, AIR ©, 0, O => v x «= о ©, AIR CD, O E E ш ext : 

4 + © ©, FALLING AIR © => FORWARD DOUBLE JUMP, AIR D, @, ©, LAND, DASH, ¥ м > > © OTG => 

Vw © @® (MASH Ө) et | | | 
X-Factor hit-confirm for two characters, 2,320,900 damage with IV1 X-Factor, 226% meter gain 


If you're too hard-wired into launching after crouching ! ) connects, you can still fit in an air X-Factor combo that can take oul any assist and almost any point character. 


|. FLYING AIR @ => + £ + © ©, FALLING AIR O => DOUBLE JUMP FORWARD, AIR ©, ©, LAND, DASH, 
ST. 0, © => SUPER JUMP FORWARD, AIR®, ©, ОЮ => фи « o ©, ARO, ©,® [S LAND, DASH, : 
Vw o OOTTE V w- c GG (MASHG) | КЕЕ, Se aoe: жэ, 
Airborne target, 811,100 damage, 30% meter gain 


Whenever Sentinel catches an airborne target with air) as a poke, it’s party time. This is just one example, taken from a natural flying po ke sequence: fly " 
into falling air (D is a safe poke with enormous reach. Sentinel players should often cancel blocked (à attacks into flight in order to be safer and reposition: | 
also a natural time to poke with flying air (D. then untly falling ДАМ just over the opposing character's head. If they happen to jump and get snagged t ү 
hit-confirm and double jump forward to continue. 53 | Se Coe ee 


: : ра X Oh 
No matter how you hit your opponents with attacks in midair, whether it's flying air 4 Gr justa super jumping airi, ar whalaver, the mportant hing is pe i 
ground bounce. Get that far, and virtually anything you do after launching deals scores of damage. p Eie s (a nis 
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You can extend the reach on Sentinel's Human 
Catapult throw by canceling into Human Catapult 
irom standing ©). Cancel standing (D before 
Sentinel actually fires the mouthlaser. Sentinel 
takes a step forward during the startup of standing 
(D, so this translates inta the command grab 
having horrifying range. How horrifying? The 
places where characters stand at the start of a 
match if they don't move is about right. If Sentinel 
is made to backdash from point-blank range, then : \ 

perform the kara grab, it will work. In fact, from all зке sure the opposing player is worried about or ЁЙ) and а/г attacks, and thay re sure to fall for dash-in kara-cancal Human Catapuil. 

the way across the playing field, wavedash once 

(with both dashes being full-length), and Sentinel is at the edge of kara grab range! 

Human Catapult H has the most range and offers the most follow-up potential, but Human Catapult L is active much faster and only loses a pixel or two in range 
anyway. Near a corner, every strength of Human Catapult leads to big damage. When using the kara grab on its own, the L version is best because of its speed. 
However, when chaining into the kara grab from a tick O (standing O, standing (D => DV A + O), the extra startup оп the Н version is actually what 
makes the trick work. 


It's possible to follow up after Human Catapult midscreen with perfect wavedashing, but it's tough and inconsistent. With certain assists in Sentinel’s back 
pocket, you can simply call the assist just as you go for the grab to score a big combo anywhere. Given that Human Catapult is inescapable, this is especially 
useful near corners, against characters falling in after their teammate is knocked/snapped out, and against opponents who just finished guarding the assist of 
Sentinel's partner. 





ШШЕ OTT iA Sse T ALINE ROBOT 


Using flight effectively is different than playing a strict ground game. In terms of movement, Sentinel has 
one of the most agile flight modes, and the robol keeps momentum briefly when changing directions in 
midair, It’s important to take advantage of this freedom by avoiding attacks and not staying in obvious 
places (like directly across trom a character packing a beam hyper combo, or directly over someone who 
сап call Dormammu—{3, and so оп). 
For adversaries underneath Sentinel, flying air ® is the fastest and best attack. Air (D) works, as well, 
and it certainly hits hard (and chains to air Ө easily for a launcher opportunity), but it's considerably 
slower. At low altitudes, the closest thing Sentinel has to a fast overhead is swooping in with flying air by ч 
| O, ®. On hit, you can unfly and link falling fM before landing and continuing on the ground (if guarded, be 
Sentinels air moves are about controlling space and antcipating whare go for crouching (V) or Human Catapult). Flying (B isn't fast ог tricky at all if you simply activate normal 
your adversary wants to go, flight from the ground; Sentinel has a forced “rising” period before it can move ar act. However, if you 
tiger knee flight activation (V7 22 <> VS. + ©) so that you press @ just as Sentinel leaves the ground, 
you'll gel super jump flight instead and at a very low altitude! Although Sentinel's jets are still blue, this removes the totally obvious visual cue that Sentinel 
has started flying. This can be particularly good after dropping drones and an assist on a foe who is in the corner... It may be hard for them to see flying air @ 
In this situation in time! 


With Sentinel's enormous air (V), you can poke in the air ahead of where you think your opponant may go next, farther than any other character in the game. 
Flying @ canceled to unfly falling (M) is perfect to place in front of or above a foe at long range. If they run into it, you can confirm inta a huge combo from 
all but the most awkward of positions by double jump canceling the falling air @ and chaining inta a ground bounce. If you're relatively close, you can double 
jump and chain air ®, ©, ©). From farther away, you'll need to eliminate air ©). Depending on positioning, some improvisation may be required, but 
remember that you have longer than you probably think when chaining or linking Sentinel air attacks. Slow down and take your tima until the flight combos 
come naturally. 


Whenever you want to leave flight in a hurry, air ©, the "Irying pan,” acts as a shield thal also happens to create a ground bounce, Use it whenever you'd 

like to return to terra firma in relative safety (for example, poking with standing WM, canceling to flight, then immediately returning to earth with Ө). И your 
Opponent does something foolish like dash into the frying pan, good for you—free launcher! 

It's extremely important to note that characters who recover in midair after being hit are in a normal jump state, even if they were thrown to the top of the 
playing field. Activating flight from this position allows Sentinel to reestablish mid to long range, while calling assists from a very unusual position. This is the 
main way Sentinel can take back momentum if the opposing player lands a hit. 


COMBO APPENDIK 


GENERAL EXECUTION TIPS Й NON te MENTI 
Don't rush into super jumping after launching with ©). Pause before super jumping, and then pause again briefly before attacking in ye 
midair, so your target levels off somewhat with their upward trajectory. Super jump too early or attack in midair too early, and Sentinel __ 
gets stationed in the wrong position for certain combos to work consistently, AEREN fe mel , 


Air (Н) causes tons of hitstun, especially during super jumps. Don't rush linking alter air(H) = 
drift down slightly. The timing is lenient until hitstun decay starts kicking Їп hard. 
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> flight. Pause and let your opponent 
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Air Ll, C? can be chained very slowly air-to-air and still combo. Give yourself time to verify the hits so you can score a ground bounce Xm 
with air (5). pela а UT DN A ae 
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100, 29% meter loss 


FLYING AIRG, O es vor e © ©, FALLING AIR ©, LAND, ST. (D, GR. 0), (© => FORWARD SUPER JUMP, AIR CD) O OS | 
te € 9 ©, ARO, О), 0, (D, @ > ¥ # © o ©, FALLING AIR © {> FORWARD DOUBLE JUMP, AIRG), (S), LAND, DASH, _ 
Vue CO 0IGES V we | rahe КЛ 


Notes T Era Damage Sees HB 





ow altitude overhead (on block, double jump cancel falling air © and go for аг ®, ©) _ 


L | 058,300, 43% meter gain - CMM - ; 
Perl ROCKET RACCOON—y< ST. Q ==> > 9 м 5 (D, © c> SUPER JUMP FORWARD, AIR ©, ©), О 000 2 
ARO, ©, D, O, ©, LAND, ¥ ¥ > & © (da ¥ x > о Ge) (MASH ®) | ebd, =, ACER 
Notes | RCT een ee ey 








Midscreen kara throw | E | Él NEU | 
ST.) es? 9 V ч oO, м > e (D ОТВ V v « o CO © ex^» SUPER JUMP, ARO, 0 O UCC: (S) ARO GO), 


©, LAND, #4 +450 01G=> емо ODS V xo + з» o 9X8) UOC: O уме O (MASHG) | 


| 





ШЕГИ 
| 1010.800. 297% meter loss _ 


Notes | : 
Kara throw, corner only; smoke if ya got ‘em! 


FLYING AIR@) => v x « & ©, FALLING AIRG) , LAND, DASH& WESKER—, ST. 0 => V x «e о O ARGO, DASH 








s SPON 
© => FORWARD SUPER JUMP, AIR , 0,0 => v e «e с (5), ARO, WM O (9), LAND, DASH, Ухо (D) ис» V. x CO ст __ 


| 
AO | 
| 


Notes Damage 
oneni guards and does not use advancing guard, this works as a pseudo unblockable 840,500, 28% 





meter gai 





301 




































Ч = +‏ ا 
FORBOTHITHE AVENGER? AND ( р‏ 
ША FANTASTICI FOURZ }‏ 
YOURE LOOKINGIATIHERZ А.‏ 
B | | wr б‏ 





imi “Jen” W alters 








i Ше her ПШ Hulk, даниге. = 
strength, durability, endurance, and a healing factor. _ 

On ike her 201 pusin, she a almos mast always retai ns her full | 
intelligence and | a EM EE. 
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UI i ris the cousin of Robert Bruce B: 
ta on тшт jured, she Г ire 
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POWER "7 


INTELLIGENCE 





STRENGTH 





SPEED 





STAMINA 





ENERGY PROJECTION Л 
FIGHTING ABILITY SA ERED. 


“This is biographical, and does nol represent an evalualion of the 
in-game combat potential of this hero. 
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True to her ch laracter She-Hulk isn’ t much interested d. in fighting i from long range: she takes 


|| a vary diract approach i getting up close гапа personal; and brav ling with the best of them. 
Naturally, уа Dur goal: whe П using She: Hulk is 4 10. gat! within | point blank. range. 


| 
| 
| Why 10 you! want to do this? 
Whe Т up С close She-Hulk can thre: aten with he r He avy Strike | L С ind 
Heavy Strike 3 H; throw attacks that lead into massive damage if hit 


шшш NEM pu етага Heavy Strike throw attacks open 


| pu УШШ Crouching j aitacks, : 






Sh D sa fast ov lerhe: T. ad with ime advantage a that ran lea id to 
combos, which is especia ally threatening when your foe is already 
in t guardst ип from a crossover assist 


She-Hulk has no zoning tools whatsoever. She isn’t a threat 
unless she’s close 


How does She-Hulk achieve close range with her competitors? 
pee n pie to DUT | аи 
ie the distance 


e na отри 10 forward while guar їр л; ising Sheree 

| m lent air lo act as an air throw att: empt, an air-to-air attack 
hat leat into а combo, and an air-to-gro und attack that leads 

| into a combo 

‘Using a charged Спа iriat's hyper armor to muscle her way in 
ШШ n ers! { tart to combat а ivancing guard 
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TUNING SINCE ORIGINAL MUCS 
A Successful tournament character early in original MvC3’s lifespan, She-Hulk was 
weakened in three significant ways: crouching (L) no longer chains into ilself, limiting 
her ability to punish opponents for attempting to use advancing guard. Her fearsome 
crouching (Н) altack travels а much shorter distance, removing her ability to react to nearly 
anything and convert into major damage. Finally, her Senton aerial attack can no longer be 
canceled into а TAC attack, which was used to extend her combos for more damage in hard 
knockdown situations. 
On the positive side, staying in the Runners’ Start stance for 60 frames now enables a 
hyper armor version of her Chariot dash, giving She-Hulk an almost surefire way to close 
the distance against the opponent given enough time. She-Hulk also gains a brand new 
command normal that fills in some of the void lelt behind from her old crouching (DEIENE 
the long range Lights Out! 

Crouching © no longer chains into OEE E 


Crouching (9) travels a much shorter distance 

Senton can no longer be canceled into TAC 

New Command Move: Lights Out! (+ > @) 

Chariot gains hyper armor if Runner's Start is charged for 60 frames 
Runner's Stari can now transition into Torpedo more quickly 
Runners Start can now transition into Clothesline more quickly 
Clothesline now wall bounces an airborne opponent 

Emerald Cannon now travels forward 


The damage of Taking out the Trash can now бе increased by adding 
directional inputs on the controller 





















Standing Basic Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery ae Hil Guarded 


L3 eng e E EE [or e EEE 
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Grouching Basic Attacks 


Meter 
Gain 


Startup Active Recovery Anvaniaga ша, Notes 


Screen Command Hits Damage 





| Low attack, knocks down, pressS> between frames 21-30 to cancel into 
Chariot, press <A between frames 21-30 to cancel into Catapult 





Ground Special Attack—launcher 


Screen Command Hiis Damage  MeterGain Startup Active Recovery ШЕН Guarded 


1 e (while standing or 30.000 ا‎ Ца special- or hyper combo- 
crouching) | cancelable 
| ] y 9 re ; TIR 








Air Basic Attacks 
Advantage Advantage ИТЕ 


Screen Command Hits Damage Meter Gain eth] Active Recovery on Hit Guarded 


55.000 В | Overhead atiack 
+14 
+17 


Еш Overhead attack: | 
[mE] Overhead attack 









Air Special Attacks—Flying Screen and Air Fxchange 


hir (S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air @ behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting а direction plus (б), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
avaliable character to continue the air combo. 






Screen Command | B Damage ass Startup Active йс An Aue бш, Notes 


Airc ог<п + Ө 50.000 | 400 í Tags in next available ally while с causing wall bounce, 

| (during launcher combo} | erases 1 hyper meter bar irom foe 
Tags in next available ally while causing around bounce, 
generates 1 hyper meter bar 
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Command Attacks 


Command attacks resemble basic attacks but have differant chaining and canceling properties. It's usually possible to chain intoa command attack from basic attacks, but most command 
altacks cannot be chained from or canceled themselves. 


Mater Advantage Advantage 
ain sfartup Active Recovery оп Н — if Guarded Notes 


B" Greeting эк n 48 Overhead attack, press S> between frames 21-32 to cancel into 
Punch | oll Chariot, press 2. between frames 21-32 tc ы into Catapult 

Until Overhead attack, OTG-capable, 1 hit of super armor during 
n grounded ш... frames 14-26, knocks down 


Performs a wall jump, may initiate aerial attacks or 
3 | Wall Jump ен La atar ран SHE 
wall then press on movements after 6th frame 


screen Name Command Hits Damage С 









Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another, 


screen Command Hits Damage Meter Gain ша Active Notes 
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Cros Recovery (this Recovery 
Screen Type аа ea Description Hits Damage Mater Startup Active crossover (oiher Noles 


Hyper Combo Ed =a 


1 hit TET NETS RI VERIS ay crum ES TT 
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frames on hit, causes spinning knockdown Versus airborne [oe 


Somersaull 7 | 
б B mof oo fo |] w | wj 
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She- стар Emerald Gannon 


De She-Hulk—^y Emerald Gannon 
















Causes spinning knockdown 


Sha-Hulk—QL is her most versatile assist, providing both a low attack and an OTG. This makes it an obvious choice for a majority of teams. You can use the low attack provided by 
this assist simultaneously with an overhead attack to create an unblockable attack. The OTG aspect works well with any character that requires an assist to continue combos after hard 
knockdowns, although it does have quite a bit of startup, which you must take into account whan performing combos. 


She-Hulk—[ can be useful for the crumple it provides and can absorb one hit with super armor for several frames. However, itis slow to come out, making it a subpar defensive assist 
despite the super armor, It’s also difficult to use outside of very basic combos, making it an awkward assist to use. It's important to note that the assist version of Clothesline is different 
from the normal version: the assist version does not wall bounce an airborne enemy. 


She-Hulk—^y is very fast and covers а wide frontal area. The opposing character is knocked airborne. but the height where the foe recovers is low enough that most characters can convert 
into a combo if they can react to the hit. This assist may be useful in some teams but is still [ess useful than She-Hulk—Oe overall due to Torpedo's applications outside of combos. 


Advantage Advantage 








Screen commang Hits Damage Meter Gain Startup Active Recovery “on Hit if Guarded | 
| | Е 500 - (-1 hyper 
Lr Wass Com marem [ — | 


| Notes 
On hit, snap back forces the apposing point characler to be replaced by an assist, Opposing assist calls or tag outs are also locked 
out for 4 seconds 
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Screen Name Command Hits Damage Sai Startup Active Recovery ЖЬ Advantage Notes 


TT 
TE учее ВЕ T spirans 
“Heavy 


| | Somersault 
Kick L 
















Throw, stuns foe for 120 frames 








Throw, only hits airborne opponents, stuns rival 
for 120 frames 










Throw, stuns competitor for 120 frames 










Press between frames 34-36 to cancel into 
Chariot, press between frames 34-38 10 
| cancel into Catapult 















Somersault | PressG> between frames 51-55 to cancel into 
Kick M | Мат i "еу Chariot, press <A between irames 51-55 to 
cancel into Catapult 


Press > between frames 66-75 to cancel into 
Chariot, press = between frames 66-75 to 
cancel into Catapult 


Can be charged for 60 irames to automatically 
transition into a hyper armor version of Chariot, 
pressing (S) any time from frame 10 and onward 
causes She-Hulk to go into a 5-frame recovery 
period 








Somersault 
Kick H 

















Runners 
Start 












Until touching 
opponent or 










ШШ: Runner's Start) Charging Runner's Start for 60 frames gives 


Chariot hyper armar 







Chariot 


Ea шш DERE 


| Low attack, OTG-capable, spinning knockdown, 
cancels into Runner's Start 


1hitol super armor during frames 7- 18, crumples 
for 124 frames on hit, causes wall bounce against 
airborne opponents, cancels into Runners Start 










Screen Name С | i Meter . Advantage ‘Advantage 
ommand Hits Damage Gain Startup Active Recovery on Hit if Guarded Notes 











Press 5> between frames 46-50 to cancel inta 
Chariot, press SO between frames 46-50 to 
cancel into Catapult 


somersault | 
Kicka 













ohe-Hulk jumps back and then leaps forward aff 
the wall, stays airborne for frames 27-65, may 
initiate any Catapult maneuver during that time, 
cannot air guard during jump's entire duration 


shootin | | | 
„ | Flying Drop | PE ü En 
Kick +6 Wall bounce 
[пуп PE Tale | | 
(During Catapult) G) 110,000 Until grounded в ЕЯ 


Until grounded, 
9 frames ol 























1 hit of super armor during frames 14-26, ground 
bounce, OTG-capable 













Emergency 
Landing 


She-Hulk's forward momentum stops, and she talls 
straight down 





Emm Heavy Sirike: Heavy Strike is a crucial 

B part of She-Hulk's mix-up game. All three 
versions of Heavy Strike put the opponent 
in а dizzy state when the move connects, 
allowing She-Hulk to follow up with a full 
combo. However, She-Hulk's damage 
gets scaled by approximately 25% more 
immediately following the throw, 


AT 





Heavy Strike H ©) 


Heavy Strike L | Heavy Strike M 


| Heavy Strike L grabs grounded 
adversaries, making it excellent for tick throw setups. It has fairly good range and can be canceled from basic attacks, This means that if the opposing player ever fails to advancing guard 
a basic attack, She-Hulk can threaten to cancel her recovery with a delayed Heavy Strike L. Competitors must use a 5 frame or faster attack or jump into the air to beat this. This technique 
is particularly useful with crouching G), as this attack is normally punishable by most characters when executed at close range. 


Heavy Strike M grabs airborne rivals while She-Hulk herself remains grounded, This is mainly used as a reset tool after your foe air recovers from a combo. It is very useful to use after an 
OTG with Torpedo, especially in the corner. Heavy Strike M is extremely powerful against characters with low air mobility. Although opposing players can attack She-Hulk out of this with 
fast attacks, this tactic can be risky for them because of She-Hulk's other threats like air throws or her Taking out the Trash hyper combo. 


Heavy Strike H causes She-Hulk to dash forward and attempt a throw against a grounded opponent. You can employ this move to combat advancing guard against a cornered rival. 


Somersault Kick. This is 

a fast attack with a high 
amount of active frames. 
All versions of this attack 
can be punished if guarded, 
but Somersault Kick L is 
difficult or impossible for 
most characters to punish 
if canceled into Catapult by 
holding back. You can usa 
this to bait your competitor's 
attempts to punish She- 
Hulk, and then you can 
counter with a Catapult 
tollow-up of your own. 


Runner's Start She-Hulk 
remains in Runner's Start 
until you press <2 for 
Catapult or RZ for Chariot, 
or until 60 frames elapsa. 
After 60 frames, Sha-Hulk 
automatically begins 
Chariot, but with hyper 
armor. She can also press 
G after eight frames in 
Runner's Start to cancel 
it. You can use this to 
cancel all basic attacks, 
Light's Qut! Torpedo, and 
Clotheslina to reduce the 
recovery of these moves, 
Doing so gives She-Hulk heavy frame advantage on several of these attacks. 





Ader | 
Chariot Torpedo | Glothesline | Somersault Kick + 





Chariot. She-Hulk begins running quickly forward, and if she charged Runner's Start for 60 frames, she gains hyper armor for the duration of Chariot. Press Ө at any point to cancel Chariot. 


Pressing (B during Chariot causes She-Hulk to attack with Torpedo, This attack hits low and is OTG-capable, This attack is primarily used to OTG after a launcher combo. It can be 
canceled into Runner's Start upon hitting OTG, immediately followed by Chariot into Emergency Stop, and finally © to relaunch. This is She-Hulk's primary way to relaunch, but it can 
only be done early in combos. Hitstun decay causes opponents to air recover too soon for this technique to work effectively (or at all) after 10 hits. 


Because of its armor property, Clothesline can be useful ta catch adversaries and their assist at the same time if you can predict them, causing a crumple stun against both characters. 
Doing so enables She-Hulk to deal massive damage and likely KO the assist (and possibly the point charactar, as well). This is also useful after Heavy Strike to enable Jump air ®, ©), 
© combo loops, 


You can utilize Somersault Kick+ in a similar fashion to Somersault Kick. If you see your foe jumping at you during Chariot, this can be a useful option as an anti-air attack, If it's blocked, 
you can attempt to bait and punish a counterattack by canceling to Catapult when landing. 
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Catapult | 
Catapult She-Hulk jumps to the wall behind her and then launches herself forward toward the opposing character, She can alter her trajectory by using the differant follow-up attacks or 
Emergency Landing. Catapult's main use is to avoid ground attacks on startup and bait anti-air attacks after the wall jump. 
Shooting Star causes ground bounce and alters She-Hulk's trajectory to a much steeper decline. It also recovers much more quickly than the other Catapult attacks. 


Flying Drop Kick causes wall bounce and makes She-Hulk lose almost all forward velocity and rapidly drop to the ground. This can be useful for punishing rivals who attempt to wavedash 
underneath your Gatapults. 


Diving Senton is similar to Senton. It also ground bounces, but once used, it continues forward with the same momentum. This move also has one hit of super armor from frames 14-26, 
making it useful against adversaries who attempt to anti-air you. The downside is that it has substantial startup compared to the other two attacks, 


Emergency Landing makes She-Hulk immediately halt her trajectory and begin falling straight to the ground, though she is vulnerable until she lands. This is mainly used when you 
believe it would be risky to continue with any of the follow-up attacks to Catapult and want to land salely across the screen. 


Hyper Combos 
= Advantage Advantage 


| Screen Мате Command Hits Damage Startup Active: Recovery on НИ if Guarded Noles 









уз um iens] 


vi> + Ө 


Frames 1-19 invincible, throw, projectile has | 
4 high priority durability points, projectile 
| cannot be destroyed 


Road Rage (Level 3 | a, T 180,000- 
Hyper Combo) ind 400,000 


Emerald EXE This is primarily used 35 
a combo ender, providing high damage for 
а level 1 hyper combo if all three attacks 
hit. You must input\7 $152 + ©) 
during the first and second attacks to get 
subsequent attacks. This hyper combo 

is also excellant for beginning à THO 
because the last attack places the opposing 
character їп а prime position for most 
hyper combos in the game. Ifa wall bounce 
was already Used, the first hit does not wall bounce, making the second and third attacks unable to connect. 





Taking out the Trash. This is a great anti- 
air throw hyper combo with invincibiliby 
frames that enable it to defeat nearly any 
airborne attack, This 15 also an excellent 
reset tool that you can use similarly to 
Heavy Strike M, but itis Jess vulnerable to 
counter attack. The only drawback is that it 
uses up your wall bounce: Emerald Cannon 
cannot be used in the follow-up combo to can actually follow up with OTG Torpedo and 
‘its full affect, making it an optimal time to use Runners' Start canceling to launch her 
utiliza TAC ar a reset combo. adversary, and since this hyper combo 15 only three hits, damage scaling remains very light: 


Road Rage: As She-Hulk's level 3, this isa 
unique ground throw hyper combo. It has 
а fairly long startup at 18 frames, making 
it somewhat difficult to land. However, 

if your opponent is in a grounded state 
within range that allows them to be thrown 
once the super freeze happens, there is no 
escaping. If the throw connects, She-Hulk 


What makes this hyper combo throw unique is that if your toe manages to avoid being 
thrown, a car that counts as a projectile with 4 high priority durability points will travel across 
the screen, making it very difficult for the competitor ta punish She-Hulk even If she misses 
the throw. 
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A GOOD LAWYER,” 








She-Hulk has difficulty against zoning characters and relies on assists to combat them, 
making her less than optimal as an anchor. She-Hulk is best as a point character for many 
reasons. She makes an excellent meter builder, as she has fairly damaging meter-less 
combos that she can connect from a variety of attacks. Furthermore, all these combos can 
easily lead into favorable reset situations, allowing her to take out many characters fairly 
quickly if sha manages to successfully land a reset combo. Finally, her THC potential with 
Emerald Cannon is amazing, as it can be followed by a majority of hyper combos in the 
game, allowing for highly damaging combos when meter is used. When She-Hulk isn’t on 
point, she makes for an amazing assist with her She-Hulk—tx. This attack can provide an 
OTG to characters who need help with relaunch combos, but it also provides a low attack 
that can be used simultaneously with a high attack from the point character, creating an 
unblockable setup, 


She-Hulk needs to be at close range to threaten her opponent. Consequently, this means 
that characters with strong zoning tools give her the hardest time. Her safest way to close 
the distance is to simply wavedash forward when there is any opportunity to do so. Whila 
advancing forward from afar, concentrate on trying to reactively jump forward over long 
range threats like projactiles and beams. Whenever you direct She-Hulk ta jump forward, 
always immediately hold back on the controller after the input: this allows you to move 
forward and guard at the same time. While it's obviously best to jump over threats entirely, 
guarding them low to the ground is the next best thing; She-Hulk will recover immediately 
after touching the ground, which usually results in a very significant reduction to guardstun. 
Immediately begin advancing forward to further close the distance! 


Another methad ta close 
the distance is to charge 
Runner's Start for 60 
frames, then use Chariot's 
hyper armor to blow 
through any threats in 
your way, often allowing 
for a free combo using 
Torpedo or Clothesline. If 
guarded, canceling these 
altacks into Runners’ Start 
will cause She-Hulk to 

end up with as much as 

a five-frame advantage. If 
your competitor becomes 
accustomed to blocking 
this, you can simply cancel Chariot with Emergency Stop and immediately go for Heavy 
Strike L fora throw inte full combo! You can use Somersault+ to combat adversaries who 
attempt to attack you from the air. Finding time to charge Runner's Start for a full second 
can be difficult against any character with projectiles, it's sometimes worth it to throw a 
teammate under the bus: call an assist that will jump in front of She-Hulk to soak up some 
damage immediately going into Runners’ Start, buying you soma precious time. If the other 
player doesn't have access to projectiles, but is still playing it safe by hanging back, simply 
charging Runners’ Start across the screen is a great way to break the stalemate. 





Charge Runner s Start far 60 frames to gain hyper armor an Chariot 
then charge through enemy projectiles and beams lo close in on the 
oppasing character! 


Опсе you manage to maneuver She-Hulk into range to attack with air (D) things gat a bit 
easier. Jumping forward while guarding, then pressing SA + + is a powerful 
aption-select that covers a ton of bases: 


Enemies in the air within range will get grabbed by an air throw, 
allowing for a follow-up combo 


If your foe breaks the air throw, they will drop directly into your 
crossover assist, allowing an immediate mix-up 


Air @ will come out if the opponent is out of range, allowing you 
to chain to air © and transition into a combo 


If the enemy guards the air © your assist will pin them in place, 
allowing you to dash forward and establish point blank range 


If the other player elects to stay on the ground they'll have a ton 
of difficulty anti-airing air @ due to its enormous hithox; your 
assist will pin them in place shortly after 


The most consistent way for your opponent to stop the air Û option select is to have an 

attack that beats it, of which there aren't many. To counter this, simply jump forward and 

guard, calling your crossover assist just before impact. Your assist will still ba invincible 

coming while She-Hulk is guarding the attack, and will usually punish the enemy's 

vulnerable recovery, If your adversary instead tries to back out of range of She-Hulk's air 
. simply continue to press forward and push them farther back towards the corner. 


Once She-Hulk is able to close on her opponent, she has a plethora of options to begin 

her offense and crack her rival's defensa. While you can no longer chain crouching (5 

for hit confirms, crouching @ still has moderate speed, possesses amazing range for a 
light attack, and gives She-Hulk a +2 frame advantage. This tactic remains excellent for 
advancing guard baits and tick throw setups: if the opponent tries to use advancing guard 
оп the single crouching &9 attack, perform а late chain into crouching (Mi), QD . This will 
leave a short gap in guardstun, which will often cause the enemy to get a crouching attack 
instead af advancing guard, which then gets counterhit by Sha-Hulk's crouching ОМ) attack. 
Verify the hits and chain into the launcher for a combo. If the other player isn't trying to 
use advancing guard against your single @ attacks, use the opportunity to set up a throw 
mix-up. 


sha-Hulk's Heavy Strike grabs cause a dizzy state on the opponent, allowing for big damage. 
While not particularly fast command thraws, you can use this slower startup ta cancel the 
recovery of basic attacks very late with Heavy Strike L, possibly baiting out punish attempis. 
You can utilize Heavy Strike Н to combat advancing guard, especially in the corner. In 
midscreen, it can be risky to attempt this because She-Hulk can be pushed too far for Heavy 
Strike H to connect with her target. The move is most consistent when your crouching (D 

is pushblockad, allowing the forward momentum to negate some of the distance caused by 
advancing guard. Furthermore, it must be done later than if done in the corner, giving your 
opponent more time to react and move. In the corner, advancing quard distance pushed is 
lessened, making Heavy Strike Н likely to land if your foe does not Specifically counter it, 
such as by jumping. You can also cancel basic attacks earlier with Heavy Strike H, allowing 
for only very small gaps for your adversary to react. Just keap in mind that timing the 

throw is different depending on whether your opponent utilizes advancing guard or not. If 
opposing players often attempt to have their characters jump away from your throws, you 
can use Heavy Strike M or Taking out the Trash to grab them out of the air. 


She-Hulk's Greeting Punch 
с> + D) overhead 
attack, adding another 
element to her mix-up 
game. Like nearly all 
overheads, this attack has 
slow startup, so it's best 
used in situations where 
vou have a lot of frame 
advantage: force your 

foe to guard a crossover 
assist, then immediately 
drop a Greeting Punch on 
their head! When guarded, 
Greeting Punch provides a 
+4 frame advantage, giving She-Hulk free reign to apply any mix-up following this attack as 
long as the other player doesn’t use advancing guard. In the likely evant that they do, simply 
hold forward on the controller to cancel Greeting Punch into Chariot and run back into 
fighting range. This overhead leaves She-Hulk with 8 frames of advantage if it hits, allowing 
you to link a crouching afterwards and go into a combo. 


Use crouching O frequently te (гамт your opponent fo block low, then 
hit them with a Greeting Punch overhead to score a combo! 


Crossover assists aren't only a great way to set up Greeting Punch, forcing the enemy to 
guard them puts you in a position of power where your options suddenly become much 
more powerful: 


Greeting Punch overhead timed to hit immediately after the 
assist, forcing the opponent to guard high 


Low-hilting hasic attacks will hit the other player if they are 
guarding high or trying to jump away 


Heavy Strike grabs your rival if they are concentrating on 
guarding the high/low mix-up 


Jumping forward and using option select air <î + (D will air 
throw your foe if they try to jump, and can also cross-up if they 
stay on the ground 


Once you manage to score 
a combo, She-Hulk has 
excellent reset options that 
can be difficult for most 
characters to deal with. 
These setups typically 
begin with the OTG-capable 
Torpedo after a hard 
knockdown. This makes 
your rival air recover, Let 
Torpedo naturally recover. 
She-Hulk will be positioned 
below and slightly in front 
of her foa as they recover. 
From hera, you can go for a 
Heavy Strike M if you don't expect that your opponent is going to attack after air recovering. 
However, this tactic cannot win against fast attacks that your competitor uses alter air 
recovering. To counter this, you can use Taking out the Trash, which has the invincibility to 
blow through any attacks that lack invincibility. But, this limits your follow-up combo due 
to using a wall bounce; if the ensuing combo does not finish off the enemy, simply set up 
another reset! The last option is to go for an option select air throw with a + * 

|. Even if the other player breaks the air throw, they will be forced to guard the assist 
and allow for an evan batter mix-up! 


OTG with Torpedo after a hard knockdown to set up an air reset, than 
react io your opponents afr recovery and grab him out of tie air! 


Defensively, She-Hulk has limited options. She mainly relies on advancing guard ta stop 
her opponent s offense. Option select air throws are also great against jumping adversaries 
since the throws can instantly give you the offensive initiative. Taking out the Trash is also 
great against any airborne foas if they lack any air hyper combos. You can also use Road 
Rage if your rival is leaving gaps in their blockstrings. 
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Сн. ©), ©, @, © => SUPER JUMP FORWARD, AIR ©, ©, (9), ©, LAND, + + € (ex^ > es^ (Des 
{ue с р> Fue о OF фә о (0), $ { OES +» Eu (0) 


609,800 damage, 40% meter loss 

This is a basic She-Hulk combo that provides good damage that is relatively easy in comparison to some of her more difficult combos. Hit the first air IM A ШО the rest of the 
attacks out since they allow her to land sooner after the al (S), giving her mare time to. OTG with Torpedo. Buffer $ ¥ as She-Hulkis about to land and press 5) right after she lands, 
then immediately press "® ta begin Chariot, then press to Torpedo as soon as she is within range of the opposing character. 
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CR. ©, ©, ®©, © => SUPER JUMP FORWARD, AIR@, ©, LAND, + € c (S. ex» > e» (Dei tt o9 
> ©, © ==> SUPER JUMP FORWARD, AIR (9), ©, LAND, ¥ 4 © O > => ow © о), 
а» о О, xo, Vogue ж eI (0) 


679,300 damage, 28% meter loss 


This is similar to the first combo, but witha relaunch: Delay the alr attacks as long as possible to allow She-Hulk to land with enough time to Torpedo. After the first knockdown, you'll need 
to use Runner's Start to cancel Torpedo to allow you to be able to relaunch, Remember that in the corner, you do nat need to hold" after canceling Torpedo with Runner's Start. 





| ic * М = at, (m), * + + Ө к= => М, кл > + 4 + 6) => + Ema > (Н), JUMP STRAIGHT UP, AIR М ш (5), LAND, 
JUMP FORWARD, AIR ©, (9), ©, LAND, © => SUPER JUMP FORWARD, AIR (D, ©, ©, ©, LAND, # 9 © => 
> EMO (Dux 41+ о Бо о ф щч э о OS 149 се иче » Ex (U 


577,500~588,700 damage, 8-13% meter gain 


Heavy Strike is а strong part of Sne-Hulk's offense. A successful grab gives you a huge window to land nearly any attack. So to follow up, you have a crumple with Clothesline, which is 
then canceled into a Catapult followed by a ground bounce with Diving Senton. Immediately jump and attack with air ww), and then delay the following air attacks as much as possible so the 
opponent stays law enough and She-Hulk has enough time to land for the lauingh, 





@ к> + ©, SUPER JUMP FORWARD, AIR ®, ©, LAND, 
Ge > ©, © => SUPER JUMP FORWARD, AIR (9), ©, LAND, 
o, v җә» о @,# ч» © (@,# voe > = () 


+ © (Н) => > $4 4 

ti c © р > & OF +t 

ti ct Om > m De фм 
736,600 damage, 25% meter loss 


This is an alternative combo that begins with Greeting Punch that trades meter gain Таг higher damage. By holding = during Greeting Punch, She-Hulk automatically cancels inta Chariot, 
allowing her to combo inta Torpedo; then utilizes the Torpedo cancel relaunch twice. This combo 15 identical to Combo || once the first launch happens. 
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. AIR THROW, LAND, 4 ¥ = (Se > Dæ фф о OES > &> ©,©=> SUPER JUMP FORWARD, 
AIR D, ©, @,@, LAND, 4 + Ө e = О => & wo m Vw 0), мэ © (Б), # V oe 
=> Eu 

478,900 damage, 40% meter loss 


She-Hulk can get amazing damage off alr throws If she chooses to expend meter. Even if you choose to forgo the Torpedo cancel relaunch and immediately cancel Torpedo to Emerald 
Cannon, this combo deals 448,400 damage, though with a significantly higher meter cost at 60% meter loss. 





ow © @®, DASH FORWARD, CR. ©, © => SUPER JUMP FORWARD, AIR (9), ©, LAND, V. 5 (S) ex» > 
(Ou ф ф o@=> + => ©, OES SUPER JUMP FORWARD, AIR (9), ©, LAND, $ V > (Ses > [L) 


393.000 damage, 38% meter loss 


While Taking out the Trash is a very powerful anti-air, its follow-up damage 15 somewhat limited Unless you utilize a THC after the first hit ofan Emerald Cannon ender. Dash immediately 
affer recovering sa that She-Hulk is close enough for crouching HV to hit. 





$0 n (Gm V о Oe > вао OS & V o © => + & ©, © e^ SUPER JUMP FORWARD, AIR (9), 
©, LAND, & & o @&> =» ER tic Ocb > e> ©,@= > SUPER JUMP FORWARD, AIR (Н), (S), EN 
LAND, + + o © > > or # ч > о ео uM» # ч >» 96,4) gsx» 


931,000 damage, 332% meter loss X 


И She-Hulk manages to land her Road Rage throw, il can lead to huge damage, though it requires very heavy mater usage: After Road Rage finishes, you have a lot of time to [and the 
follow-up Torpedo, so don't feel too rushed and just make sura you get 1t out. 
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LEY STAKE DINIGE UE TORERO GE REINICIA 
ATONE Since Senton can no longer be TAC canceled, 








She-Hulk last one of her methods of relaunching 
opponents. However, she still has a method of 
relaunching her rivals without the use of an assist. 
When hitting an adversary, OTG with Torpedo, 
immediately cancel to Runner's Start with 
V + © on hit. An efficient way to cancel 
Torpedo to Runner's Start quickly is to execute 
Torpedo with Y + ©, then simply input another 
+ © to complete the Runner's Start command. 
Next, immediately hold S> and quickly press 
twice once She-Hulk begins running, which | m. MN t 
will cause her to use Emergency Stop followed Cancel an ore Torpedo wall Runner's Slart and then Emerg ney Stop 10 
Тш i immediately by the launcher. The whole input reduce ihe recovery of Torpedo and allow a relaunch with Ө) 
Tag in your partner ta ge! more damage after а Heavy Strike! sequence looks like this: 


1 „+ { | In: Г i 
Heavy Strike causes any follow-up attacks from V v 9 {0 go into Ponner s Start stance 
She-Hulk to begin scaling by an additional 20%, <> immediately to go into Chariot 
somewhat limiting the amount of damage she can U * (B to hit with the OTG-capable Torpedo 


inflict. However, you can avoid this additional | 

Tb 4 : 
баана seating by lagging in e difturert сйс, v | © to cancel into the second Runner's Start stance 
allowing the follow-up combo to do full damage, 5> immediately to use Chariot again 
scaled by only the amount of hits from Heavy 6.0 quickly to cancel Chariot and launch! 
Strike! 


д = = 
a 
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All of this happens extremely fast and only works early in combos, usually with fewer than approximately 
10 hits before the relaunch. Keep in mind that Runner's Start has a 9 frame Startup period before you can 
do anything, including canceling with Emergency Stop. 





GENERAL EXECUTION TIPS 
she-Hulk’s combos require precise timing. Learn the rhythm of the combos to master them 
she-Hulk’s aerial combos often require you to delay attacks so that she can land with enough time ta perform her Torpedo OTG 
She-Hulks Torpedo cancel relaunches require very quick inputs (three presses of (S) within a total of 15 frames). Make sure you have 
your hand in a comfortable position to press this button quickly | | | | 

CR. (D, @, 9, © e SUPER JUMP FORWARD, AIR ©, ©, ®©, ©, LAND, DASH FORWARD, JUMP FORWARD, CALL TASKMASTER—cx, 

ў 2 (9, © > SUPER JUMP FORWARD, AIR O, 0), (9), ©, LAND, ¥ ¥ 3 Om -- Em» OS ow >» ome ф щ > +O) 

=> tur CIOS вао (Т) | | | 

Notes Damage 

Relaunch combo with Senton and Taskmaster—cx assist 






= 


575,700 damage, 1 3% meter gain 


AIR THROW, LAND, ¥ + e ex^ > ESA DASH FORWARD, JUMP FORWARD, AIR (9), ©, LAND, JUMP FORWARD, AIR ©, (6), (S); 
LAND, © ext» SUPER JUMP FORWARD, AIR E (E), ©, LAND, & & С (S) e» > ex» @ умо o CMa Ф wo (SERO. 


ў ч» з (@,$ o OSs ss & oO 

Notes _ Damage 2 : 
Delay first air @ long enough to keep the opposing character low to the ground. Slight delay between air ®, ©, © : K-Factor level 1, 800,300 damage, 17% meter gain 
VY ¢@=> > => O, JUMP STRAIGHT UP, AIR ©, LAND, JUMP FORWARD, AIR © (9), ©, LAND, JUMP FORWARD, AIR ©), (4), (S), 
LAND, S) ==> SUPER JUMP FORWARD, AIR®,©,@,@, LAND, 4 4 с yes» > (Dum V we oo OMe Vw (E 
589, 5B E ED | | | 


Notes З Damage 

















Alternative to Senton Dive atter Clothesline ; = 710, 200 damage, 0% meter gain 
+ 0 Юе > 44 og ә s ©, @ ==> SUPER JUMP FORWARD, OROM LAND, $¥ с> (б)®= > > = 


++ © © ==> > es^ (Б), Ө => SUPER JUMP FORWARD, AIR (9), (S), LAND, + # o ©) ж EC Dass 
¥ u o (009 (DANTE THC, MASH ©) 


Notes | | EVENS 
THC is useful to get higher damage if wall bounce is alread, used in a combo 818,500 damage, 134% meter loss 


++ o Que > => O (HITS) 224 , LAND, JUMP FORWARD, AIR@), ©, LAND, AIR ©, ©, ©, LAND, AIR ©, @, ©, LAND, O es 






SUPER JUMP FORWARD, AIR (Н), (S), LAND, є & = (S) e» > (DET фа ә own EE рч ә 2G м» 26), 
МАДЫ OS + = 
Notes | ИЕШЕ E 





Starling a combo with Somersault+ using air X-Factor cancel 





353,400 damage, 25% meter gain 
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SPIDER-MAN 


"SOMETIMES WITH GREAT POWER 
COMES THE GREAT RESPONSIBILITY 
ТО BEAT THE BEEJEZUS OUT 

OF SOMEBODY.” —. 





Bio 
REAL NAME OCCUPATION 


Peter Benjamin Parker Freelance Photographer 


ABILITIES | a 
‘ 

In addition to sticking to walls and ceilings, he can also shoot webs b. А 

from the web-shooters on his wrists, useful for catehing bad guys | 

or traveling by web-swinging. His “spider-sense” allows him to sense 

when danger is present. 


WEAPONS 


None / > of 


PROFILE 
While attending a public science exhibit, young Peter was 
hitten by a radioactive spider; this granted him special 
abilities, and he became the hero Spider-Man. Peter 
lives his life by his late Uncle Ben’s creed of 
“With great power, there must also come great 
responsibility. > / 


FIRST APPEATANGE 


Amazing Fanlasy #10 [1962] 
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Overview 
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‘Chain Combo Archetype 
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Level 2 (2 teammates remaining) 


| Level 3 (1 teammate remaining) 





Spider-Man is a melee character armed with several tools for fighting and approaching from 
long range. Even though he сап be annoying from a distance, your goal is to get him close 
to his opponent for an opportunity to land big combos, Why this goal? 


Spider-Man's quick attacks, Web Swing pressure, Square jumps, 
and triangle jumps are best utilized at close range 


Spider-Man’s combos deal a decent amount of damage on their 
own without the help of a THC 


How is this goal achieved? 


Using Web Ball L and Web Glide to set your adversary up for 
an approach 


Performing Web Swing H so that it is guarded at maximum range, 
granting frame advantage for continued pressure 


Luring the opponent close by frustrating them with ground and 
air Web Ball L combined with Web Throw L/M and a long range 
crossover assist 







cel all special moves (except Web Throw) into Web 


n addition, Web Glide is now OTG-capable, allowing 
he damage on Web Throw has been increased, but it 


in be canceled into Web Glide- 


sy E i з 


Web Throw 


eae! 


Web Thras 


“pee a 


43,000 


| 


m Mm um ud “Startup Active А 
eme rs шин 


й 5 T ч Ж га ГЕТЕ n= й —À15 e = n —— Ja ——- P E E FE» our sub. "AP SP LS om. Е s 
EI UA IE i as c ^ "omes orb sess et noc AT e i j i | i | t = ` Bua : ај | m i 5 І F z E ; : E i i t : 
e (while standing t TE | | [c c гапаг not speciale 
ЫШЫ J or 80.000 б 4 - Launcher, not special- or hyper comio- 
crouching) cancelabie 
: | lactate Iu "a 
ын Lille E 1 PU | "ma os, | 


Ain Basic Attacks 









Air Special Attacks—Flying ocreen and Air Exchange 


ШЕ) Causes а hard knockdown when used ina launcher combo (this i is sometimes called flying screen). When used outside of a launcher combo, air S) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus &), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 
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Command Attacks 


Command. attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into а cammand attack from basic attacks, but mast command 
attacks cannot be chained from or canceled themselves. 
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‘screen Name Command ге? Hits | Јата; пе. ОКК IS Startup Active | Recovery [ДН ДЕШЕ Notes 


Jump TENER: wall, 
then press e 












Perorms а d wall jump, may initiate aerial attacks 
or movements aller 8th frame 










Throws 


Throws are for snagging passive or blocking foes. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense, Combos are 
usually possible after throws, one way or another. 
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im | ve can be followed with a if the projectile 

Spider-Man has few uses as a crossover assist. You can use Spider-Man Web Ball to complement a ranged DU RDS ane ET MOYE А Me iis dere vnd bur 

connects. Spider-Man—[> Web Swing launches forward with a kick attack that causes adversaries to recover in the air, and it can be used in combos. Because of Ils k os * is 
ERR : : ahs E TIE 3 | - GE; st. 5 о peo 

this crossover assist is easily punished and should be used with caution. Spider-Man—^y Spider Sting has no frames ol invulnerability when called as a ai Ki nes shes in 

anti-air is limited, However, using Spider-Man—^y as а crossover counter does grant Spider Sting with a short window of invulnerability upon startup, making I user ШШ (пе 

against an overly offensive opponent. 


Snap Back 
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ер Ball L Tu : = 3 Captures foe {or 34 irames on hit, projectile has 
| ^ ; | = | Captures rival for 43 frames on hit, projectile | 
Web BallM чу $c» + @ 10009 [e| » |-| E al ^7 [has 5 low priority durability points 
| : | ] | м | | 0 Captures competitor for 53 frames on hit, 
Web Ball Np Sic» + Ф 10,000 wj » |-| i | +15 * projectile has 5 low priority durability points 
AirWeb | | Б Reis | 

BL mV A+ @ | ! | 1009 ET 

Air Web j а 

Ball М (in air) Vr $3 e» * m 












































Captures larget for 34 frames оп hil, projectile 
Air Web 5 | 
(їп айу A> + O 10,000 


has 5 low priority durability points 
| Captures adversary for 43 frames on hit, 
Spider 
| Sting L Ac + @ 
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Hard knockdown, projectile has 3 low priority 
| durability points | Е: 
Hard knockdown, projectile has 3 low priority 
durability points — e. 
Hard knockdown, projectile has 3 low priority 
durability points 


Holding $^ £2 , or 3 fires the shot at an 
angle in the corresponding direction, Spider-Man 

instantly recovers in air upon contact, OTG-capable 
projectile has 1 low priority durability point 
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Web Bail: Spider-Man fires 

a projectile that temporarily 
Incapacitates his opponent. The 
speed of the projectile and length in 
Which the adversary is incapacitated 
is determined by the strength of 
the attack: @ travels the slowest, 
releases the fastest, and captures 
for 34 frames, while Û travels the 
lastest, releases the slowest, and 
captures for 53 frames, Web Ball 

is Spider-Man's main way of threatening a rival from a distance, and you can 
use it as a way to control space on the ground. Fire a Web Ball @ to clear the 
way, then have Spider-Man dash after il to close in on the opposing character. 
If the Web Ball connects, dash forward with a combo. If performed in the air, 
Spider-Man fires the projectile down at 45-degrae angle, making it great for an 
annoying air-to-ground attack. You can have Spider-Man fire a maximum of 
two Web Balls in the air (three if X-Factor is activated in the air), and you can 
use them in tandem with his airdash, Web Glide, and Spider Swing to keep him 
airborna for a long period of time, 





Web Throw. Spider-Man fires 

a long web projectile that grabs 
and tosses adversaries from 

a distance, causing a hard 
knockdown. Web Throw deals 

a hefty amount of damage for a 
projectile attack and can be fired 
in different directions depending 
on the strenath of the attack 
used. Web Throw L fires the 
web straight across, travaling 
lhe entire distance of the screen horizontally, Web Throw M shoots upward at а 
45-degree angle, cutting off a competitor's approach from the sky. Web Throw 
H fires straight up and is often used in combos from a launcher. 4 successful 
Web Throw can be followed with down-forward Web Glide OTG for a combo or 
Maximum Spider, so long as it is not performed in a combo heavily affected by 
hit decay. 





Web Swing: Spider-Man swings forward with a kick and recovers in the air. The strength of the attack used determines the damage and 
distance of the swing, with WD having the largest swing. After recovering, all normal jump actions are available, including attacking, 
guarding, or calling a crossover assist. Upon connecting, Web Swing causes massive hitstun, allowing for you to perform extended 
combos with air MP, O, © (or air (D Ө delayed slightly). If the kick is guarded during the later active frames, Web Swing grants 
trame advantage, and you can follow it with air attacks for overhead offensive pressure. 


Although Web Swing can be guarded high or low normally, the aerial version is considered overhead and must be guarded high. To exploit 
this, you can modify Web Swing with a tiger knee mation of + 

guarded high. If you are having trouble performing this, try doing the motion slowly and pressing Q9 very slightly after WS so that @ is 
pressed during the three pre-jump frames of the super jump. Note that this technique is harder to connect on smaller opponents. 


Spider Sting. 
spider Sting 
launches 
Spider-Man 
up for an 
uppercut 
attack. If 
connected 

or guarded, 
spider Sting 
can be 
followed with Spider Bite for a ground bounce and hard knockdown, The strength of the attack used 
determines the altitude, speed, and damage of this special move: O reaches the highest and does the 
most damage but is the slowast to recover, while @ is the weakest and doesn't reach as high. Spider 
Sting is an integral part of Spider-Man combos, and you can follow all three versions with a comba 
during the ground bounce. 


spider Sting has no window of invulnerability, limiting its use as an anti-air attack. It also has an awful 
amount of recovery time, making it highly punishable if whiffed or guarded. Perform Spider Sting 
early to use it as an anti-air effectively, and cancel into Web Glide if guarded (see the Advanced Tactics 
section for more details). 


spider Sting 





to perform an aerial Web Swing low to the ground that must be 


Web Glide: Web Glide is Spider-Man's primary means 
| had of aerial mobility and is the equivalent to the 8-way 
oM. TIE EM IR airdash that characters like Nova or Doctor Doom 
=: д V ni INPI possess. You can shoot Web Glide in one of three 
— E RF piel a directions on the ground: VS , 4 , or ; inputting 
rs CE Seta D+ Ө onthe ground without any direction defaults 

8 i i ЕЕ т 8 to the forward-moving Web Glide. Whan Spider-Man is 
+ ШШ... — — in the air, you can shoot Web Glide in four directions: 
Ёё? NS, & TV. Upon attaching to a wall or to a foe, Spider-Man then zips forward toward his mark 
and is free to attack or guard during the duration of the dash. Attacking an opponent with the glide 
causes a small amount of hitstun/guardstun and damage, allowing for combos after the web hits. Web 
Glide is also OTG-capable, giving Spider-Man increased combo potential. You can follow а Web Glide 
ОТС with Maximum Spider, provided that hit decay has not heavily affected the previous combo. 


Web Glide is not only good for moving around the screen but is also beneficial for setting up 

triangle jumps with a grounded up-forward Web Glide. You can also utilize it as a projectile to limit а 
competitor's movement due to the hitstun and quardstun it produces. Opponents closing in at normal 
jump height will have their approach cut off and even their attacks interrupted if shot witha grounded 
up-forward Web Glide. If you are having Spider-Man approach from the sky, aim a down-forward Web 
Glide at the target to set them up for the incoming aerial assault. 









Screen Name Command 


| Maximum Spider 
[in air OK) ij 


2 Crawler Assault 


j Ultimate Web —— 
__| Throw | 

















Spider. 
Spider-Man 
jumps to 
the hack 
Wall, then 
homes 

in an tha 
opposing 
character 








Hits Damage Startup 
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Active Recovery Notes 





Invincible until Spider-Man reaches the wall. 
hard knockdown => | 
Frames 1-26 invincible, last hit wall bounces, 






















| can be mashed for additional hits 
15 76 | | Frames 1-20 invincible, air throw, hard 
is knockdown 








Crawler Ultimate 
Assault. Web 
opider-Man Throw: 
performs a Ultimate 
barrage of Web Throw 
attacks that is an air 
causes а throw 

Wall bounce that only 
and hard connects 
Knockdown. nn aarial 


Tora seres of aerial attacks into a hard knockdown. Spider- 

Man always travels to the wall behind him; so Maximum 

Spider's startup varies depending on Spider-Man's distance 

Теме to the Back wall, the fastest startup being with his 

back right next to-the wall. Though the automatic tracking 

‘Of Maximum Spider Is fairly accurate, this hyper combo 

hase whopping 68 frames of recovery if unsuccessful, 
leaving spider-Nian open to the most damaging punish 

Mat his adversary can muster. Maximum Spider is mainly 
Used in combos off Web Swing or Web Throw and can also 
be used midair. Use it only when you know itis going to 
Connect; or when you have а safe THC to follow with. 








Spider-Man is invulnerable for the first 26 frames of this 
hyper combo, hut its slaw startup makes it difficult to 
reliably blow through attacks. Its invulnerability frames 

are Dest utilized as a THC ender when another of your 
characters’ hyper combos is about to be out-prioritized by 
an Opposing hyper combo, After connecting with Grawler 
Assault, you can follow with a combo midscreen by simply 
dashing after the wall bounce, or follow in the comer with 
an aerial down-forward Web Glide OTG into a combo. 
Crawler Assault can be mashed for additional damage. 


opponents and causes a hard knockdown. This hyper 
combo comes with certain restrictions in connecting 

it. Ultimate Web Throw completely ignores grounded 
adversaries, leaving them tree to punish alter Spider-Man's 
invincibility frames have worn off. In addition, since this 
hyper combo is considered a throw, it cannot be connected 
On Opponents who are in hitstun or guardstun. Despite 
these restrictions, Ultimate Web Throw has a large area of 
effect, catching any competitors who are in its range. Use 
itat the end of combos that have been heavily affected by 
hit decay, oras a counter to a rival approaching at normal 
jump height. After connecting, you may follow with an 
aerial dawn-forward Web Glide OTG to give the hyper 
combo an added kick in damage. 








No a а: 


Use Web Ball and crossover assists io control the 
pace of the match fram a distance. 


шын we os іс 


Mix Web Ball L wiih Web Throw M to cover all 
angles of allack. 


Spider-Man is most effective at close range, where players can use his quick attacks and 
Web Swing pressure to overwhelm opponents. Given this, it's in your best interest to get 
Spider-Man close to the opposing character, whether it means having him approach or 
luring the adversary in. While Spider-Man isn't necessarily a threat from fullscreen, he does 
have various tools and options to control the match from a distance. Becoming both familiar 
and comfortable with Spider-Man's mobility and learning the optimal range to use Web 
Swing are key for Spider-Man players. 


From a distance, your goal is to harass competitors by using Web Ball and Web Throw with 
crossover assists. Though Web Ball L is usually the best version to use because of its quick 
startup and slow velocity, mixing it with the other two versions of Web Ball along with Web Throw 
L can be good to throw your rival off. Web Ball isn't the most durable projectile, however, 50 it's 
good to mix in aerial Web Ball for another anole of attack. If your challenger is firing more durable 
projectiles, jump and retaliate with aerial Web Ball L. If the projectile ever connects, your rival is 
incapacitated long enough for you to dash forward and perform а combo. 


Once your opponent starts jumping more often to avoid the projectiles, you can use Web 
Throw M, Spider Sting, and air throws to counter thair movement. Web Throw M fires ata 
45-deqree angle upwards to cut off an aerial approach. Air attacks can also he stopped with 
Spider Sting, but it is important to perform it early since it has no frames of invulnerability. 
You get a combo opportunity if Spider Sting connects, and it can be made safe with a Web 
Glide cancel. Learning to combo off air throws is important because Spider-Man can da 
decent damage off air thraws with Web Glide OTG into a combo or Maximum Spider. 


If assaulting from long range with Spider-Man's ШЧ "ҮШ 

webs isn't enough to lure your target clase, on М WUR А 2 
you can choose to use Web Ball as a shield eren Dm NOS. 
to approach instead. You can fire Web Ball L SS lat n ; : 

at a distance, then either wavedash behind it idl 


or cancel it inta a forward Web Glide to get in 
close. Aerial Web Ball L can be canceled into 
Web Glide for an approach, as well, When 
approaching with Web Glide, it is optimal to 
have your challenger either guarding Web Ball 
or the Web Glide projectile so that they are 
pinned down for the incoming assault. Use a 
crossover assist while approaching with Web Ball and Web Glide to apply pressure and cover 
your advance. 


Guarding Web Swing during its laler active frames 
yields Кате advantage. 


At mid range, Web Swing Н becomes a viable tool in approaching. It reaches about half of 
the screen's length and has decent priority. If your opponent guards Web Swing Н during 
the later active frames, you are granted heavy frame advantage and can follow with overhead 
air attacks before landing. 
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GENERAL EXECUTION TIPS 
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When performing ап OTG with 
Spider-Man lands ҮР CN 
For combos with Web Swing, weaker air attacks are 
connecting aerial basic attacks after Web Swing, 
restriction | ses 
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Web Swing Н is susceptible to air throws ЇЇ incorrectly spaced, so usa a crossover assist to 
cover your Web Swing Н if you are unsure of its spacing. Even at mid range, a connected 
Web Swing leads to а big combo, so be sure to practice the optimal spacing of Web Swing H. 


Once you get into range, you can use Spider-Man's quick basic attacks and Web Swing 
pressure to fish for an opening. Standing @ has a speedy 4 frames of startup and is great 
for interrupting the opposing character's own basic attacks at close range. To counter 
advancing guard, use Web Swing M to maintain positioning. As with most characters, keep 
the enemy's low guard in check with crouching MB. Conditioning your opponent to quard 
crouching (B is important because much of Spider-Man's offense is comprised of square 
jumps, triangle jumps, and Web Swing overheads. 





Web Glide isn't just for mobility! Use ЇЇ offensively at 


Square-jumping with @ is better at mid range 
close range in combos or to sel up ап overhead attack 


because of its horizontal, outward angie, 


Once your opponent is conditioned to guard low, you can mix in Web Glide triangle jumps, 
square Jumps, aerial Web Swing (B (performed with a tiger knee motion), and Web Swing 
overheads to score an overhead attack. You can cancel basic attack chains into Web Swing 
L or M, then follow with MY for an overhead attack that works even if the 
Web Swing connects. During this sequence, use a crossover assist to protect Spider-Man 
from air throws after a quardad Web Swing, if possible. Web Swing is also a go od way of 
combating advancing guard because of its forward momentum. 


During offensive pressure, you can cancel basic attacks into Web Glide forward for a triangle 
jump. Even though it's not as fast as other characters triangle jumps, the momentum from 
the glide allows for multiple air attacks before landing, making it tricky to guard properly. 
After conditioning your adversary to guard low, cancel a basic attack string into Web Glide. 
Then cancel the glide into air WD, WD, € , which must be guarded high. 


You can use Spider-Man's airdash to perform 
jumping, perform an airdash canceled into air *e* or Air ©) is better to use if square- 
jumping outside of close range, while the angle in which air Ө strikes is better to use whan 
square-jumping at close range. Your attack retains whatever momentum the airdash has the 
moment it is canceled, so canceling the airdash toward the beginning of its duration gives 
you tha down-forward momentum ideal fûr a square jump. As with triangle jumps and Web 
Swing overheads, square jumps are best used when your competitor has been conditioned 
to guard low via crouching Ф. 


pep with air @ or ©). Atter normal 


Aside from his fighting abilities, Spider-Man is also great at running away if necessary. 
When cornered, the quickest way to get away is to super jump and airdash with DD or 
>>. Alternatively, you can use Web Glide to get away, though it has longer startup than 
an airdash. If you ever need to stall your rival (such as during the foe's X-Factor or a time- 
out situation), Spider-Man can use any combination of Web Ball, Web Glide, Web Swing, or 
an airdash to stay at high altitudes for a lang period of time. 
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mE ONES FOR 4158 WEB CLPS CANCELING 

All of Spider-Man’s special moves (except Web Throw) can be canceled into Web Glide at any point during their 
startup, recovery, or active frames, adding an extra dimension to Spider-Man's gama overall. Spider Sting can be used 
without fear of punishment, and Web Ball L can be canceled into Web Glide for a covered approach. Canceling Web 
Ball into Web Glide is also useful for countering an opponent who has jumped over a poorly timed Web Ball. Web Glide 
canceling remains true for aerial special moves, as well. Web Swing can be canceled into Web Glide at super jump үз WP *Y Nu е 
height, which can then be followed with an airdash to stall your adversary. Aerial Web Ball L сап be canceled into Web — 72, ур буе уулан Dy eremi ram. 
Glide, which can then immediately be canceled into anothar Web Ball L to frustrate your competitor. Web Ball L. 
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“I WILL NOT LOSE $0 LONG AS 
THE RAINS AND THE WINDS ARE 
MINE TO COMMAND!” 















Bio z 
REALNAME E OCCUPATION 
Ororo Igadi T'Challa Queen of Wakanda, Adventurer” 
(née Munroe] | ^ 


ABILITIES) 

Storm commands the weather— she can _ 
freely manipulate atmospheric temperature, 
pressure, humidity, ete. She also can suey 2 


the surrounding atmosphere, create tis 
hurricanes, or even shout ШШШ 4 
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Overview 


vitality — | 850,000 
Chain Combo Archetype 


X-Factor Boost 1 Damage Speed 
Level 1 (3 teammates remaining) 

Level 2 (2 teammates remaining) 

Level 3(1 teammate remaining) 


ALTERNATE COSTUMES 
^. 









Storm can fullilla variaty of roles depending оп her placement in a team and the needs of 

her teammates. You can play both keepaway and rushdown, and it's easy for you to switch 
Storm between these positions as needed. In the end, though, Storm most naturally lends 

herself to being played as a rushdown character. Her primary goal is to get right up close 

and personal with her adversary, Storm is an effective rushdown fighter because: 


She can cross the playing field on the ground or in the air in a flash, especially 
with X-Factor active, and she can mix up between low and high quickly 


Her jump-cancelable basic attacks and airdash allow her to keep up pressure 
alter being guarded or pushed away with advancing guard | 

Her throws all lead to hyper combo or crossover combination opportunities 

One of her new moves, Foul Wind, actually pulls foes іп from half the field away 
While she has very good stalling and keepaway abilities, she doesn't actually 
deal much damage with her projectiles. Their purpose is more 10 pester her 
opponents than to seal a win wilh consistent use. Her ranged attacks all also 
‘Jeave her wide open if they whilf, which is not great for the fragile goddess 





| Lightning Sphere and Double Typhoon аге useful fools to attack an adversary oS 
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TUNING SINCE ORIGINAL MICS 
Apart from the obvious addition of unique special moves that push or pull the enemy, 
Storm's most significant changes come from universal modifications to the game itself. 
With the THC glitch gone, Storm loses one of the main ways she contributed to a team 
(Elemental Rage being one of the most friendly THC glitch hyper combos in original Mres). 
Her meter gain has also been slightly reduced, but that’s true of most characters. she 
gains a buff in the form of being able to mash T for more damage on two of her hyper 
combos and in being able to use X-Factor in midair, but again, every other character got 
those changes, too. 
However, Storm did lose two quirks that made her unique before: calling assists alter 
floating during a super jump and passing through some characters in certain positions оп 
the ground. 

New Moves: Fair Wind and Foul Wind 


Storm can no longer call crossover assists after floating during a super jump 


Storm can no longer cancel the recovery of air Double Typhoon with 
Lightning Attacks 


Hail Storm and Lightning Storm can be mashed for extra damage 


Storm’s floating posture has been altered, and she can no longer pass 
directly through certain small characters 
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Attack Set 
standing Basic Attacks 
ве) Command Hits Damage Meter Gain Startup Active Recovery vcre Advantage notes 


n Hit if Guarded 

MET m HE 55,000 Jump- ca 
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Crouching Basic Attacks 
Screen Command Hits Damage MeterGain Startup Active Recovery МИА ^y ps Notes 
E e OE 
ome E E 
ae ااا ا‎ | 
| | Wn 1 ap E. —— ae Te [ЕЕ EE ; un x m 
EN ^U р" ай MW d -i 


Ground Special Attackh—Launcher | 


Screen Command Hits Damage Meter Gain Startup Active Recovery none - Notes 


© (while standing or 80.000 640 13 12 ANI not spacial- or hyper combo- 
crouching) са ancelable ы 
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2 Basic Attacks 
Advantage Advantage 


Screen Command Hits Западе Meter Gain Startup Active Recovery on Hit if Guarded Noles 
28 ( : | | Overhead attack 
Te 3,000 | | +15 Overhead attack 
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* Air Special Attacks—Flying Sereen and Air Exchange 


Air (S) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (8) behaves mostly like another 
basic attack; Air exchange attacks, performed by inputting a direction plus (S), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air. combo. 


„а Meler e, А Advantage Advantage , 
Screen Command Hits m Gain Startup Aclive Recovery "on uir if Guarded Notes 
| j | Overhead attack, causes hard knockdow i it used in 


launcher combo — 1 
Tags in next available ally while lafting opponent 


Arc> arm + Ө | Е Tags in next available ally while causing wall bounce, 


| (during launcher combo) erases 1 hyper meter bar trom їое 


Tags in next avallable ally while causing ground 
| bounce, generates 1 hyper meter bar 





Throws 


) Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also usa them to preemptively toss opposing characters out of their offense. Combos 
i are usually possible after throws, one way or another. 


Screen Command Hits Damone Meter Gain Startup Active Noles 


c» + (D (ground) 
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AS a Partner—Crossover Assists 


Crossover eol | Recovery (this Recover 
Screen Type Combination Description Hils Damage ог Startup Active e (other Notes 
Hyper Combo A assist) partner) 


1 soma Hail Storm Whirlwind M 102,300 | 1000 


Whirlwind active for 30 frames, 5 projectiles 
with 3 low priority durability points each 


2 


LI ^ FERE 


; Double | OTG-capable, typhoon active for 30 irames, | 
Storm—B | Hail Storm Tvnhoon M 140,300 | 1440 87 = 107 ff | beam durability: 6 frames x 5 low priority 
| | | A durability points 


Each of Storm's assists might see usa on the appropriate team. Storm—(üx provides the general purpose assist. Like Storm's Whirlwind M on point, this unique projectile extends just short 
of fullscreen, while interrupting almost any threat along the way. It pushes rivals away whether on hit or block; you can use this to your advantage intentionally whenever you're pushing 
Your opponent outwith Zoning teams or helping to push your adversary to the comer with aggressive setups. However, this pushback effect makes Storm—C less obviously useful in 
combos and for offensive pressure, the way more typical beams function, 


Storm—B [E one of the slowest assists to actin the game, and so it requires a lot of lead time (such as afler scoring a hard knockdown, or either snapping out or knocking out the 
opposing point character) or plenty of cover in order to actually deploy it safely. It's OTG-capable, but using it for that purpose in. combos requires tailoring combos to the assist rather than 
using assists to Strengthen existing combos: At least, like Storm—cy, this assist gives her Hail Storm within crossover combinations. 


Since Hail Storm is both OTG-capable and one of the fastest-acting hyper combos afferits hyper combo cutscene, having Storm— or Storm—[5 iman assist slot and enough hyper meter 
tor everyone To participate creates devastating crossover combinations: Just score a hard knockdown with алу character, then immediately activate a crossover combination from anywhere 
on the screen. Hail Storm ensures that the target is both popped off of the ground and held in place. Pick teammates for Storm who have hyper combos that play well with Hail Storm in 
hyper combos to maximize this approach. 


storm—"V becomes active the quickest. strikes the most directly, opens the way for potential cross-ups by calling ЇЇ just as you fly or jump over a foe, and reloads the fastest. It also 
lets you cancel directly into Lightning Storm if you овеза crossover counter to bring storm in. Unfortunately, Storm—^y also. comes with Lightning Storm in crossover combinations, 
instead of Hall Storm, How important the Lightning Attack assist is to the other members oi the team, and whether someone else already has an OTG-capable hyper combo tor crossover 
combinations, dictates whether this trade-off is worth it. 


апар Васк 
Advantage Advantage 


screen Command Hits Damage  MeterGain Startup Active Recovery on Hit if Guarded 


| т , 500 (-1 hyper 
| 1 ose mm] + | on 


Notes 


On hit, snap back forces the apposing point character to be replaced by ап assist, Opposing assist calls or tag outs are also locked "n 
out for 4 seconds 
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Screen Name Command Hits Damage Meter 


Gain 


Startup Active Recovery Зина velia Notes 


1 Whirlwind L iv e c- + (8 3 67 000 600 15 | 330 0 (air: -5) | 2 fair: -7) Whirlwind active for 22 frames, 3 projectiles with 3 
| (imrair ok) kr ч (air: 35) ose vs low priority durability paints each 
2 Whirlwind М TE o> + @ 5 | | Ty | Whirlwind active for 30 frames, 5 projectiles with 3 
10 Ор e al sf ee a | low priority durability points васп 
К Whirlwind H уа + @ 7 | 130200 | 1400 25 40 +13 (air: +13 (air; | Whirlwind active for 38 frames, 7 projectiles with 3 
| I (in air ok) "XN *12) +13) low priority durability points each | 


| | | 15 OTG-capable, Typhoon active for 30. frames, beam 
Double | : 
Typhoon УВ < ue | 140,900 | 1440 (air: until durability: 6 frames x 5 low priority durability — | 
ү 1 0 | grounded) | points 





Knocks down, can cancel into subsequent attacks 


13 (15 Cou 
| from frames 18-34, attack puts Storm in airborne 


| Lightning fits A lo | 80,000 | 640 par = 
Attack 1~3x imes [Can De ar attack , | in : RETRAITES oM EE 
directed, in air OK) per айас attac airborne) | 25. MIT version requires Minimum jump height: 
e| | | | 4 frames - 
AMT | | | Minimum jump height: 4 trames, projectile has 
Lghining Im» + @] . | Ў | 5 low priority durability points, on hit or once 
sphere (in air) | | destroyed creates burst with beam durability: 20 
frames x 5 low priority durability points 







SnPciallMUVPSIEO nbi n UE 
Screen Name Command Recovery ipiis noe Notes 


Pushes opposing character away irom Storm for 
24 frames 


Pulls target toward Storm for 27 trames | 
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| Whirlwind M 2 Whirlwind H 


Whirlwind L 





Whirlwind: Whirlwind is a unique ranged attack that causes individual typhoons to swirl up across the screen in a staggered sequence. Each typhoon is actually its own projectile; if 
your competitor destroys one of them, it has no effect on the others. This means that Whirlwind, if released safely, disrupts almost anything in its path, projectiles, point characters, and 


The @ version creates three tornadoes that reach to mid range. The (M) version creates five tornadoes that reach almost fullscreen. The б ) version creates seven tornadoes that stretch 
across the entire playing field. The lighter the version, the shorter the startup and recovery periods. 


Whirlwind is a big time commitment, but it's great if you can get it out there. If the opposing player didn't beat Storm to the punch with firing a projectile, very few actions can beat 
Whirlwind after it's released. And each individual tornado within Whirlwind pushes your rival back whether on hit or guard, and in turn, the next tornado pushes them farther down the 
line—Whirlwind Н pushes the opposing character all the way across the screen! (Storm—c assist is very useful for this purpose, if your plan is to keep your foes away defensively or 
drive them into a corner aggressively.) 


You can use Whirlwind in combos, most notably employing Whirlwind Н to combo into Hail Storm from a ground chain at midscreen. There are better things to do in ground combos, 
though. (And during X-Factor, Whirlwind's travel speed goes up so much that Whirlwind to Hall Storm won't even work most of the time anyway.) And for zoning wars, Whirlwind L and 
M don't have sufficient deterring power or range. For both combos and zoning, stick to Whirlwind Н. If you don't have time to release Whirlwind Н in a given matchup, take to the skies, 
or approach your opponent aggressively instead. 
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Double Typhoon L Double Typhoon M | Double Typhoon H 





Double Typhoon: Double Typhoon takes over a second to summon, but once released, it creates a vertical cyclone thal extends to just under super jump height. Double Typhoon is | 
OTG-capable, although its lengthy startup prevents it from having much use outside ої air throw follow-ups or specialized assist combos. Double Typhoon also boasts tremendous low | 
priority projectile durability. Its behavior is similar to Dormammu's Purification pillars—Double Typhoon is really just an extremely sturdy vertical beam (though it does not extand to the | 
ceiling as Purification does; Double Typhoon won't hit opponents at super jump height). 


You can only usa Double Typhoon once per airborne period, and the move makes Storm drop like a stone after release. To avold this, activate flight before performing air Double 
Typhoon. Storm will still be flying when it’s done, so you'll avoid the dangerous penalty. 


Double Typhoon takes so long to activate that it's hard to use otherwise. It's not advisable at ground level unless you have a lot of time to yourself, like if the opposing player just started 
guarding your assist, or if you're placing a Double Typhoon over the area that a new character is about to fall in after a knockout. 


Lightning Attacic Lightning Attack is an airborne special move that you can aim in any direction, like Storm's airdash. 
Lightning Attack can be canceled into itself at any point, whether on whiff, hit, or block, up to two times per use. The 
subsequent Lightning Attacks can be redirected, which is important because of the odd angles at which this attack can hit 
in midair. 

You can only use Lightning Attack once per airborne period, and Storm falls straight down afterward, unable to act or 
guard. This is just like after using Double Typhoon in midair, and you have the same away araund it: activate flight just 
before using Lightning Attacks. After the flight period ends, you'll fall to earth able to block or act as normal. (Or even able 
to perform Lightning Attack again!) Alternatively, ії you don't want to do that, just make sure to redirect stages two and 
three of the Lightning Attack away from danger, back to the ground. 


Although it's not quite Wolverine's Drill Claw, you can use £^ Lightning Attack as a kind of triangle jump if you'd like 

to give your challenger a different look. If it hits close to the ground, you can link afterward with standing Wl inta an 
extended combo. You can also use Lightning Attacks as a kind of hit-confirmable aerial poke (imagine if Street Fighter s 
Fei Long had Rekka-Kens in eight directions). If Lightning Attack hits, you can tack on Lightning Storm, or (for a little more 
oomph) you can cancel the third Lightning Attack with X-Factor, Lightning Attack three more times, then finally cap it aff 
with Lightning Storm. A decent THC from hera, if feasible, can knock out most characters. 





Lightning Attack is not safe if guarded, so don't use it as a poke on its own unless you call a crossover assist first to 
provide cover, or if you have a plan for redirecting stages two and three оп block. 
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Lightning Sphere L Lightning Sphere M 


Lightning Sphere: Lightning Sphere is a projactile that Storm can only throw while airborne. It can be directed up-forward 
Lightning Sphere actually connects with an opposing point character, assist, projectile, or beam, it expands 





(@), straight forward (f), or down-forward ((B ). Once 
into a larger sphere af ball lightning. This is the partion that actually deals 


damaga (the initial spark is just a delivery system), but it also has astounding projectile durability, When competitors are capable of outgunning Storm's Whirlwind Н. you can opt to 
lake to the air and shoot diagonally down at them with Lightning Sphere L. Interestingly, while opponents who guard the Lightning Sphere explosion and use advancing guard find their 


characters pushed back slightly; their advancing guard has no effect on Storm! Throw a Lightning Sphere they're forced to 
try not to use up your airdash before using Lightning Sphere, so you can airdash immediately after releasing it. 


black, and you're assured of gaining ground. When jumping, 


Apart from projectile durability and immunity to advancing guard, Lightning Sphere's other notable characteristic is the slow speed ої the projectile, which allows Storm to cover awkward 


angles relatively well. For example, after jumping, flying, and performing Double Typhoon from far away, you can throw Lightning Sphere L. Thi 


s makes it hard for your rival to get at you 


for a few seconds, unless they're right on top of you from the start. Finally, note that Lightning Sphere travels MUCH faster and is a better aggressive tool during X-Factor, 


ch fi Flight Storm's flight made 
a es is a central part of her 
arsenal. While flying, Storm 
сап airdash repeatedly, 
canceling airdashas inta 
each other. This is useful 
whather you want Storm 
lo run away, rush in, or 
escape after being knocked 
into the air. Either alternate 
different directions of 
airdashes 2 + @ 
VS + GS), or use plink 
airdashes to wavedash in 


Fair Wind. During Fair 
Wind, Storm uses the 
power of the wind to push 
her competitor away from 
her. This works no matter 
where her fog is or what 
they're doing. Blocking, 
attacking, jumping, any 
action your opponent 

is performing has its 
momentum altered by Fair 
Wind. Like Fou! Wind, this 
is best when used to alter 
the jump trajectory of an 





the same direction across opposing character when 
the sky (@ A. 9-9, the opposing player doesn't 
separating the button presses by 1 frame instead of hitting them simultaneously). expect it. Both Fair and Foul Wind have no effect on opposing assists, and neither puts 
your rival into any kind of stun or interruption—they can still act as normal; their trajectory 


Since Storm falls without being able to block or act after performing air Double Typhoon 
Я Р d Ue гур is just altered against their will. 


or air Lightning Attack, flight is important for her to be able to use thase moves in the air 
freely, without handing an opportunity to a watchful їое. If you perform these moves while Fair Wind nudges an opponent for a slightly shorter duration (and thus a slightly shorter 
storm is flying, she won't be so helpless whan falling to the around afterward, and she can length) than Foul Wind, and it takes more of Storm's time to execute. This is compensated 
guard or attack as normal, by Fair Wind pushing your adversary away rather than pulling them in. Use this to bolster 
ranged tactics, like using Fair Wind after calling Dactor Daom—[ to ensure that the 


Storm's flight mode also enables air combos that involve canceling air @ into airda 
: | anceliig air @ into airdash opponent is kept far away and is forced to deal with Doctor Dooms tracking missiles. 


repeatedly, This is crucial to increasing the damage of her air combos that aren't preceded 
by a bunch of jump loops that make long air combos impossible anyway. It greatly 
increases her usefulness as the second or third stage of TACs. 


Foul Wind: Foul Wind suctions the opposing character toward Storm. Much more useful than Fair Wind, Foul Wind 

has both a larger effect on Storm's opponent (moving them closer toward Storm than Fair Wind pushes them away) and 
requires less time commitment. It also has more devious, damaging applications. The most basic use—if your competitor 
super jumps forward trom fullscreen distance, looking to clase the gap, use Foul Wind while they're at super jump height, 
and they'll be pulled clear over Storm. After they pass over her, their air basic attacks face the wrong direction, unless thay 
fly or use a special move. Without doing anything, they'll land just on the other side of Storm, in prime position for you to 
immediately go for a launcher, an instant float overhead, а low combo, or a throw. 


Coupled with the right assist, you can be more aggressive with Foul Wind use instead of just waiting to mess with airborne 
adversaries. From what seems like a safe distance to the opposing character, call an assist that takes up decent space 

and allows Storm to combo afterward, then immediately perform Foul Wind. The opponent is suctioned into the assist 
regardless of what they're doing. If they get hit, either cancel Foul Wind to Hail Storm, or launch and capitalize with an air 
combo, 


T ا‎ 51 | Р) > j = K 1m | Д - Like Fair Wind, Foul Wind doesn't actually stun the enemy whatsoever, so don't get too predictable or careless with its use, 
29 m Y^ ON E: THESES 00) — Your competitor may simply wait for you to drag them in, then slide in with a basic attack, hoping to catch both Storm and 

; har assist! 
Both Fair Wind and Foul Wind can be hyper combo canceled; this can be useful if vou drag your target into an assist and want to cancel to Hail Stnrm, or perhaps to rarely use Foul Wind 


"unsafely" before canceling into the quick Elemental Rage as the foe is dragged in thinking thay can retaliate. Needless to say, be ready to THC away from Storm or activate X-Factor if 
this parlor trick fails. 











Hyper Combos 


Name Command Hits Damage Startup Active Recovery ° rn НІГ if Guarded Notes 


Scree Advantage Advantage 
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к я Can be mashed for extra damage, knocks dawn, OTG- 
35-69 262,900- capable, airborne alter ігате 12, beam durability: 25 
32-03 | ووه‎ ano | , M 

sot du frames x 1 high priority durability points 

| | Can be mashed for extra damage, knocks down, 

289,000- f beam durability: 15 frames x 1 high priority durability 

344 400 points 

| Kn eks down, OTG- capable, causes wall bounce, 


266,900 projectile has 5 high priority durability points 


Hail Storm: Hail Storm has slow startup, but it hits nearly the entire playing field and is OTG-capable. After any air 
combo to flying screen where Storm lands about the same time as her adversary, perform Hail Storm immediately and 
mash @) to add great damage. (If Storm lands much later than the opponent, you'll have to use Elemental Rage instead.) 
Any air throw can lead to Hail Storm on landing, too. Although slow to start, after the hyper combo cutscene, Hail Storm 
hits instantly. Combined with the whole hitting-the-entire-screen thing, this makes Hail Storm one of the best—if not THE 
best—hyper combo for using in THCs in the game. Any other character can find а way to hyper combo handoff to Hail 
Storm. 


THCing from a fast hyper combo to Hail Storm also makes for a completely safe way to tag ош another character for 
Storm. Try to time the handoff when your opponent happens to call an assist for heavy red damage. Remember that the 
most damage you can squeeze out of the end of any combo is to use a snap back to force in a badly hurt assist, Hail Storm 
happens to also be опе of the best hyper combos for inflicting chip damage (especially with lv.3 X-Factor active), which is 
great against low-vitality foes. 


Having Hail Storm as part of your team’s crossover combination is probably the most important reason to consider 
Storm—« or Storm—[5 as your assist type. Hail Storm works well with literally any other two hyper combos, dealing 
good damage on guard or hit, and pinning opposing point and assist characters anywhere оп screen. 


Storm receives a significant indirect buff іп UMvC3 thanks to air X-Factor... combo to Hail Storm, cancel it with X-Factor (the rest of the Hail Storm still occurs!), then Hail Storm again! 
Oddly, your button presses still count as mashing for the damage on the first Hail storm while it's going on, even though Storm is free to move after X-Factor. If you happen to catch the 
opposing player's assist and point together with a “random” Hail Storm, X-Factor cancel then wavedash in to launch both characters as the first Hail Storm ends. Air combo to a hard 
knockdown, then Hail Storm again! Good-bye, two characters, off a fullscreen guess. If their point character guards correctly but you catch their assist, you probably wont be able to 
X-Factor and dash in during Hail Storm (the point character can advancing guard Storm away), but you can A-Faclor and just Hall Storm again to ice (пе assist. 


Lightning Storm, Lightning Storm is Storm's standard air combo ending hyper combo. Almost any time you combo 
into Lightning Attack, you can hyper combo cancel into Lightning Storm. (At the end af very long combos, such as 
launching after several jump loops, hitstun decay may cause Lightning Attack into Lightning Storm to fail.) Mash 69) to 
maximize the damage. Lightning Storm is extremely unsafe if guarded, so save it for combos exclusively, апо be carelul 
not to embarrass yourself by getting this hyper combo instead of Elemental Rage after a hard knockdown, or when trying 
to punish challengers who make mistakes far away. 





Elemental Rage: You can direct Elemental Rage to four points on screen. For it to strike point-blank next to Storm; 
input the command and do nothing. To deploy Elemental Rage one dash away fram Storm, hold (L); two dashes away, 
hold O. Hold (9) to strike with Elemental Rage all the way across the playing field. 


For ils range, Elemental Rage is active in an insanely short amount of time. Its most useful application is to treat it like 
you would the beam hyper combos of Akuma or Dormammu—tf you see your opponent start a lengthy action, you can 
snag them with this from anywhere. You can also use the move to punish anything your adversary does that leaves 
them at worse than -10, which is not a small list of actions. As just one pertinent example, Storm can block Magneto s 
Electromagnetic Disrupter projectile, then instantly punish him from full screen with Elemental Rage! 


Like Hail Storm, Elemental Rage is OTG-capable, and it's fast enough to sweep opponents up after throws on the 
ground. Because of its speed and flexibility, it also works well in THGs (though Hail Storm i8 almost always still 
better, unless the wall bounce caused by Elemental Rage helps the next stage of the THC, such as handing it over to 
И ШЕШШ Stalking Flare). 
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storm is a character best used for attacking an opponent 
directly, but that doesn't make her the same as, say, 
Wolverine, whose only plan is “move forward.” Storm's 
low vitality and ranged tools mean that you should take a 
mare measured approach by feeling your opponent out, 
baiting them into making mistakes, and letting the match 
come to you rather than resorting to brute force (which is 
а good way to get some of the more fragile characters torn 
up). You also need to try to land some glancing hits with 





— . — mm - ; Lightning Spheres, wind attacks, and assists, since she is 
Airdash up to super jump height and fly to сай! assists, maneuver, and Storm players can easily manioulale opponents whe super jump in generally not self-sufficiant when it comes to hyper meter 
use projecties from the tap af the screen. prediclably by using Foul Wind. if they start clamming up, waiting for in her combos. 


ihe vortex, you can simply air throw them. 


Although she's tailored for aggression, building a team around runaway Storm" is an approach that can work. Storm can be used to play very hard to gat; that was one of the main reasons 
she was the best overall character in MvC2. However, she can't build hyper meter by whiffing eight million air fierce attacks at the top of the screen anymore. Enter the three meter-building 
assists (Amaterasu—‘y, Frank Wast—^y, and Morrigan—^y)! Even though Storm can't super jump, float, than call assists anymore, she can still gat assists out there while at super jump 
height. Jump and then airdash upward, and voila, you're at super jump height but still able to call assists. From here, if the opposing character is a safe distance away, just call the meter 
assist, throw one or two Lightning Spheres, and activate flight. By now, the meter assist is ready to go again, and you can throw a Double Typhoon or more spheres. If your opponent is too 
close for comfort underneath Storm, don't call a helpless matar-building assist right on top of the opposing character. Activate flight, airdash repeatedly all the way to the other side of the 
playing field, then call your meter-building assist. 


Between assist calls and whataver glancing hits you score with projectiles while running away, you should generate a hyper meter bar every two or three calls, A running Stormis much 
more threatening when she's armed with hyper meter... anytime you feel you can get away with Hall Storm's 40-frame startup, you can throw it out there on a whim from fullscreen (you 
can cancel into it from Whirlwind H first too, though this telegraphs the Hail Storm somewhat). Hail Storm deals solid chip damage if guarded, and it can deal huge damage to careless point 
characters or badly timed assists if not. It's also completely safe if guarded, Return to your regularly scheduled running and Spamming of meter assists afterward. 


You can stall with Storm in this fashion with or without the meter assist; you'll just have a lot more meter to toss around with random Hail Storms if you brought Amaterasu, Frank West, or 
Morrigan along. Other assists work better if your plan is to disrupt or actually force enemies to block attacks, rather than to just be terribly annoying while building bar, Ground-level beams 
hold enemies long enough to ensure super jump height Double Typhoon is put onscreen safely, for example. They'll also help Storm win projectile wars when ground Whirlwind Н is too 
slow... get above the foe's barrage, call your beam assist during а likely gap, then tass Lightning Sphere L. 


If the opposing player tries to retaliate against Storm's run away tactics by chasing her aggressively in the air—that only plays into your hands. An opponent who is prone to super jumping 
forward is an opponent that can be taken advantage of badly by using Fair Wind and Foul Wind to screw with their jump ares. You can also use Lightning Attacks as a pseudo-sale poke 
against airborne competitors, If the first stage is guarded, you can redirect Storm away to safety; if it hits, the three stages of Lightning Attack give you plenty of time to verify and cancel to 
Lightning Storm. 


During all this running, whenever your opponent guards either an assist or Lightning Sphere L, that's a chance for Storm to move into clase range even from all the Way across the screen. 
If your rival uses advancing guard against an assist or Lightning Sphere, it has no effect on Storm's forward progress. Fram a normal jump height Lightning Sphere L, just airdash forward 
and fall with air» + @. if light is active, airdash in repeatedly, then fall on the target with air ©), which naturally ends flight with an overhead and puts you at point-blank range. At 
ground level, you can simply use Foul Wind to pull your adversary in close while they're blocking your assist anyway. Using Foul Wind while your opponent is unoccupied is suicide (unless 
you re trying to get cute baiting them into doing something Elemental Rage can beat out), but using it while they're stuck in guardstun ar hitstun from your assist 15 fine. You can also time 
Foul Wind to drag the target into an assist that must be guarded either high or low (for example, Nova—B or Phoenix Wright—*y), then strike at the other level with Storm. 


Meanwhile, while trying to keep an opposing character out, your best poke options are the tip of Storm's © launcher or the tip of instant float air a> + (D (see Advanced Tactics). The 
little whirlwinds created by Storm's basic attacks represent her attack hitbox, but she's only vulnerable on her actual limbs, not on the whirlwind part. Think of the range of your attacks as 
being where the whirlwind portion strikes, rather than where Storm's limbs do. As a bonus, when poking with © launcher, you can easily convert full air flight combos. оп a successful hit. 
If instant float air @ hits an airborne foe at low altitude, such as a character jumping or airdashing in, you can land and link st. (М), proceeding into а full jump loop or flight air combo! 
Similarly, if you happen to jump forward with air > + GJ to go for an air throw, but you end up hitting your opponent with air @ in midair instead, cancel the hit into an airdash straight 
down, sa you can juggle them and start a combo with standing (Mb, 
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Triangle jump air ® gives Storm a tast, reliable overhead that strikes an y crouching character, Storm is nof vulnerable em the whirlwind portion of her attacks, and © isuncher is оп [y -1 If guarded, making 
ihe tip ОТЕ? a sale poke that leads to а fil combo on hil! 


When you're up close on the ground, the best chain to open with is crouching (B, standing (9. crouching O. This is plenty of tima to hit-confirm, and the last two attacks are both 
jump-cancelable. This enables Storm's best combos, and it also gives you options for mixing your opponent up or regaining ground after Storm has been blocked and/or pushed away with 
advancing guard. 


Realistically, you won't be cutting the chain combo short to jump cancel standing № on reaction to advancing guard... chaining to crouching @ tor a combo must be done too quickly. 
If the opposing player uses advancing guard as they block standing М, you will probably be pushed out while crouching С) whifts, and whiffed moves cannot be jump canceled. At least 
their extended guardstun following advancing guard ensures that you aren't punished for this; you simply lose momentum. 
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However, if you make it to crouching H and then the opponent uses advancing guard, you have time to react. Jump cancel crouching (0), then airdash forward (a “square jump") 
immediately with air © orairS> + @, and you're right back on top of them with a high-priority overhead attack. 


if your competitor blocks all the way to crouching (O and still didn't use advancing guard, now you're in prima position 10 leverage Storm's strongest mix-up. This time when you jump 
cancel the sweep, you're right above your rival in the air. From here, you can: 


Quickly overhead them with triangle jump air a 
"Empty" triangle jump in with no attack, then land and throw 
Quickly overhead your foe with instant float air © or airc> + © (see Advanced Tactics) 


Instantly overhead the opposing character with jump forward instant air (b: following up with a combo requires that you call an assist a 
fair hit earlier, so ils timed to hit just after the rising (9 


Delay an overhead by floating briefly, then attack withr> + (9 or û + @ + O (this counterhits your foe if they are desperate to use 
advancing guard and hit buttons too early; this may also trick your opposition into returning to crauching guard, if they expect Storm to 
land more quickly, as is usually the case. If they jump, this technique air throws them) 


Call an assist that pins the target, then airdash forward over their head 
Toss Lightning Sphere L diagonally down at them; Storm isn't pushed away if your opponent guards and pushblocks against this attack 


Any option except the throw can lead right back into the сг, O, et. ‚сг. O chain. A ground throw can lead to Elemental Rage ога crossover combination. An air throw, if you happen to score one 
as an option select, has more potential (using + С) instead of just (D while In the air is for the sole purpose of scoring throws, or breaking them, if you happen to be in range). You can simply 


usa Hail Storm, or call an OTG-capahle assist and launch, or use Double Typhoon L and then jump forward to combo with air Û into Lightning Attacks into Lightning Storm. 





If you're feeling cautious, you can also use jump cancels to transition easily back to stalling. Jump cancel backward, airdash up-back, then call an assist and activate flight. From here, you 
can throw Lightning Spheres diagonally at your foe, or put а Double Typhoon on screen. If you want to feign cowardice and then change gears, use flight to airdash repeatedly right back in 
(hopatully while the assist you called runs some sort af interference at around level; an assist like Sentinel—0t occupies foes long enough for you to airdash several times all the way to the 
other side of the opponent, then land, then still go for cr. {® огап overhead on the target as they block the assist from behind). 


When you land a hit with the main chain, you can make Storm embellish her combos quite a bit. Between jump-cancelable basic attacks, instant float, an airdash, and directable Lightning 
Attacks, Storm has scads of possible jump loop variations. These combos arent just flashy, they're necessary; Storm's biggest weakness is her ability to build hyper meter. Her normal 
jump height loops and her flight air combos aren't icing on the cake; they're necessary for her to tread water. In any case, Storm's bread and butter combos are trickier than those of many 
characters, but remember that she's more about playstyle and the flexibility she brings to a team than the direct damage that she can inflict. 


Storm would be nasty against new characters coming in after a snap back or knockout just 
with her normal mix-ups and the invincible tip of her launcher. Lightning Sphere pushes 

her over the top, however, Remember, Storm is unatfected by advancing guard against 
Lightning Sphere! So, while awaiting a character falling in fresh, jump and throw horizontal 
Lightning Sphere M so your opponent is forced to guard it as the first thing they do. Forcing 
them to guard when they fall in means they can be thrown afterward (characters who fall in 
doing absolutely nothing are immune to throws until they land), so the simplest thing to do 








is airdash forward after releasing Lightning Sphere—Storm then ends up in midair next to - ea RES ; ee m 
ner adversary—then air throw tham just after they exit quardstun. li you have an assist that Advancing guard against Lightning Sphere has Storm is extremely dangerous if other characters 
can cover you on failure, call It just before the throw, If you time this properly, opposing по effect on Storm! Force new characters 10 guard hand her plenty of bar fo use (or she generales 
players don't have a prayer of mashing out of this with air attacks unless they have 4 frame Lightning Sphere, then aur throw or go fora point- extra through TACS) 


air ® (such as Nova, Iron Man, or Storm herself). The opponent is put into a position blank mix-up after they finish blocking. 


where the best they can hope for consistently is a throw break, after which, depending on 
your assist, they may be pinned into a cornered mix-up from Storm immediately anyway. 


This same tactic сап also work against competitors midscreen, if you happen to throw a normal jump height Lightning Sphere M and they jump into it. You can aven set it up purposefully 
by ending Storm juggles midscreen by throwing a Lightning Sphere toward the opponent's air recovery. If you're on target, they're forced to guard, advancing guard means nothing, and 
you're free to go for a reset or air throw! 


The meter limitations Storm has are irrelevant if someone else is generating it for her. Storm is great in the same kind of last-ditch situation that Akuma, Dormammu, Phoenix, etc. thrive 
under: loaded with lots of hyper meter and Iv.3 X-Factor ready. If you make it here and your opponent has already used up their X-Factor, show no mercy: рор lv.3 X-Factor and Hail Storm, 
Hail Storm, Hail Storm! Evan one-on-three Storm can turn the tide in the right situation... let's say the first Hail Storm catches an errant assist and nukes it, and then you chip out a second 
character with several Hail Storms? Suddenly, one-on-three is one-on-one, if they can't counter by using their own X-Factor (such as if the reason they got such a lead was by popping 
X-Factor early). Meanwhile, any clean Storm hit should lead to a combo that deals at least 800,000 damage and possibly much more. Don't mess with nature. 
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Жы D, ST. ©, CR. e» FORWARD JUMP, IMMEDIATE м 2 © 69, LAND, ST. OD, CR. (9 ==> FORWARD JUMP, 
AIR @, © => FORWARD AIRDASH, AIR @, LAND, ST. ©, ©, © => FORWARD SUPER JUMP, AIR 200,9, Ә, 
LAND, + # + © @@ ОТО (MASH 6» 


605,600 damage, 19% meter loss 


Both standing (Mand crouching (Н) are jump-cancelable, so you can transition into another triangle jump TO or instant float air attacks (or fake either of those then go for a throw) it 
the opposing character guards. If they use advancing guard, you can jump cancel and square dash back in with air "e «(H) oF air (3 Whan this combo connects, the extra work involved | 
with the ground-level jump and ө loops goes mostly toward helping build meter, an area Storm lacks: It you don't at least do jump height loops or flight airdash loops with Storm, 
you're always going to be wanting for hyper meter. 


Between jump cancels, instant float, airdashes, low-allitude Lightning Attacks back to the ground, and crossover assists. Storm has enormous variation on what she can do off a clean ground-level fit. 


This is ong example of a consistent combo that works on everyone (including off an initial overhead, Hike triangle jump аі) or instant float air SJ ); and builds decent meter. 


This combo has the distinct advantage of working in any level of X-Factor while being metar-self-sufficlant (and dealing 876,300 / 980,300 / 1,085,500 damage at each levell). Storm's 
increased speed forces a minor change: you'll want to jump straight up, rather than forward, for the jump portions of the combo. Also, although Storm becomes crazy fast, you don't have 
to do the beginning portions as fast as you think. You do want to perform the super jump alr combo as fast as possible, however. 


XT 
























© ==> SUPER JUMP FORWARD, PAUSE, AIR @ => FORWARD AIRDASH, AIR (Н) et^ & x «€ o (9, ARO,@=> 
PEAR FORWARD AIRDASH, AIR ® ==> FORWARD AIRDASH, AIR ® ==> FORWARD AIRDASH, AIR (9 => 

BERE FORWARD AIRDASH, AIR ®, ©, LAND, & # + 2 @® OTG (MASH @) 

| 611,900 damage, 47% meter loss 


This combo works if preceded by overheads and ground chains, but in that case, it's more worthwhile to go for combo! or other jump height variations to build more meter. This combo is 
best after poking with (&) launcher, 
Elght-way airdash characters can usually only airdash once per airborne period, During flight, this restriction disappears, so by transitioning to flight in a Storm air combo, you can loop air 
(H) canceled to forward airdash, back to air(H), and 50 on. This goes a long way toward improving the damage and meter gain of Storm's air combos (her air chain being reallv picky and 
puny compared to most; Lightning Attack combos being limited in follow-ups; and Lightning sphere combos being rad, but more trouble than they re worth). Flight lasts for just under two 
seconds, sa it's possible to squeeze five or six heavy attacks at most. After up to five repetitions of alrdash air (Н), finish with air (8) for a hard knockdown. 


The first trick here is linking air(L) after activating flight. This only works in shart combos where hitstun decay hasn't kicked in yet. (Don't plan on flight combos after jump height loops 


unless you're in Iv.2 or lv.3 X-Factor.) Storm's flight has slower startup than Tor other characters who use flight in air combos. so if you're having trouble with it, you're probably pressing 
=} Way too early, 


The second is being able to airdash air (Н) into your rival five times ina row without slipping under them. You give yourself a lot of help here if you hit with the initial air(H) alter launching 
as Migh іп the air as possible, In other words, super jump immediately after launching, but wait as long as you can before attacking on the way ир. Assuming you did that, the key is that the 
Slower you do this combo; the better it works! Cancel air (H) hits into airdash immediately, but then pause before the naxt air (H) hits. Storm's air O pors har target up slightly, but it also 


causes enough hitstun so they'll drift back down, if you give them the chance: Hil air H) too fast, and they'll be popped successively higher, until air (S) on the end is guaranteed to miss. 
slow down, though, and this combo should become second nature. 


storm's lateral airdash travels very far, but as long as you're letting the opposing character's body drift downward, Storm won't slip-under them—she'll just push them back toward the 


corner, as though dashing into them on the ground. In X-Factor, as Storm's airdashes achieve ludicrous speed, this combo is still possible, but itis much mora difficult as to be unreliable 
at Iv.2 or Iy.3. 


This is also a great team aerial combo starter, just by using direction sz (8) in place of the hard knockdown. If the next character can extend intoa hyper combo, you can THC Storm right 
back in with Hail Storm! Ouch. Especially if you start the TAC with # © (®), this move always builds enough hyper meter to work, no matter what you do with the next character, Using 
teammates creatively in this manner goes a long way toward Compensating for Starm's slightly below-average damage and hyper meter building. 


When you TAG ig Storm from another character, this is the combo you. want to attempt (without the pre-flight airdash, though: either fly into air (L) Immediately off the exchange hit, or 
perform one air (ED and then fly). This is also possible if you happen to catch the enemy in the qui with air (H) air-to-air, but you'll want to finish with Lightning Attacks inta Lightning 
storm rather than air (8) in that situation, as you won't get a hard knockdown or air exchange hil since the combo didn't start with a launcher. 





CHRIS—y, THROW OR LOW ALTITUDE AIR THROW, CHRIS'S GRENADE HITS, DASH, SEO CR. © 
FORWARD JUMP, AIR ©, © => FORWARD AIRDASH, AIR @, LAND, ST. 0, ST. (8), (S) FORWARD SUPER JUMP, 
AIR O, ©, ® => FORWARD AIRDASH, AIRO => © o (X3 ex» V wc (MASH @) 


431,700 damage, 1% meter gain! 


Whether off a front or back ground throw, Storm can always tack on Elemental Rage for 307,300 damage. And, off any air throw, Storm has time to land and Hail Storm for 367,600, Either 
of these costs her a hyper meter bar without building any of it back, though. Ifyou have an assist handy that lasts long enough to hit your opponent just as Storm finishes the throw but 
before they hit the ground in a hard knockdown for if the assist lasts long enough to OTG afterward), you can immediately proceed into a combo to recoup some of the meter youll use. 
Alternately, you can use the opportunity to turn the jumping loops into an air throw opportunity: see Advanced Tactics for more details. 





|. CR. ©, ST. ©, CR.@ => FORWARD JUMP, IMMEDIATE x & © © ®©, LAND, ST. ®, CR. @ => UPWARD JUMP, 
AIR ©, © => AIRDASH FORWARD, AIR (9), LAND, ST. ©, CR. (Н) => UPWARD JUMP, AIR G, (5) => AIRDASH 
FORWARD, AIR ®, LAND, © => FORWARD SUPER JUMP, AIR ©, Q, (6, ©, LAND, & x « o TD (MASH@) 
1,094,700~1,212,100 damage, 41-56% meter gain (10.2/3 X-Factor) 


With the extra speed granted by higher levels of X-Factor, Storm gains access to naw combos. She's fast enough to easily link standing (H) after a down-forward Lightning Attack al low 
altitude; she's also fast enough to substitute standing (H) for standing i) as the landing link in her jump loops. The timing of her jumping airdash loops is not the same as outside of 
A-Factor, or even X-Factor level 1; although Storm is faster, you'll actually want to do things slower, so she doesn't get out of hand and squirt past her rival. 
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TAN FOST ORIKI SDZ OF mme MHO FIMIGTES Combos: 
a | пр ратта] zm MEINE Wa h ТТТ” " Instead of launching 
Г ЗЕ near the end of Storm 
ground loop combos, 
you have an interesting 
chance to lel the 
opposing character 
hang themselves 
and reset to another 
combo. Storm combos 
inevitably eventually 
m — n —À | . lead to a standing or 
Using instant float for overheads allows you to give your opponent a ше alr longer than your You can use Fou! Wind to create some very confusing post-airrecovely crouching @ ane 
different look when fishing for combos. PA ry d qe situallons. a launcher: Instead 
oatalsoe s fast, : : 
extremely low altitude overheads. This is because floating can be performed of launching, i am ap Mu са des Ua We а пке 
as early as the 4" frame after Storm begins to jump, the first frame after she Вова! Raccoon у. лев pu LU ана У gt eb We күш" 
didn't launch alter ©), the opponent air recovers at normal jump height in 


[баур ШЕШШ В.) front of Storm, just as she sucks them forward with Foul Wind and as her 
To execute this, tap any upward direction twice very quickly. Try to be assist arrives. 


precise, and tap up again cleanly after just one upward tap for the initial | | i ; 
jump. If you get errant inputs, Storm may end up jumping and then Ed dui a cd ^n Be it ceases (is Aen] en 
immediately airdashing upward ar sideways. pIe Берри mi азва уын | : 

EG и ) А suggestion... thera are many possibilities), this can have lots of different 
SOUT bogie, Ме gay Init patie Hope area: RE Vii nating effects, but the important part is that they can be virtually unblockable on 
at low altitude, it’s just a matter of hitting a Jj Air © during Шыгы float reaction. After all, Foul Wind sucks them forward, and they're air recovering, 
whiffs over many crouching characters and doesn't cause enough hitstun Їп so it's quite possible that they may cross just past Storm, running inta her 
this situation to follow up with a ground combo consistently. Stick to using alr assist on the other side. 


@ „=> + ©, аг Ө. Why + @ when Storm doesn't actually have an air | | 
c> 4 @ command attack? The better to option select a throw ar throw break, To add another layer to the mix-up, you can dash under them as they air 
F i recover, and call an assist while using Foul Wind from the other side... or 


it yos'opponant happens to Jump: E | call the assist from the original side, then dash under, then use Fair or Foul 

Once you feel comfortable performing instant float air moves on their own, Wind as appropriate. Finally, you can opt to do nothing, let them flip out, then 

you can mix them into combos and mix-ups. Anytime your rival guards — jump and air throw them. If you finished a ground combo with crouching CD, 

crouching ©), you can jump cancel and immediately float, then have а quick = voy can also jump cancel backward and fire Lightning Sphere. If you vary your 

overhead heading for a target who was just blocking low. approach and use assists that hit lots of normal jump height screen space, 
this approach is basically guaranteed to hit the opposing character a lot of the 
time, in the same way that using Wolverine Berserker Slash mix-ups well is 
essentially unguardable an reaction. In this way, Storm can pile on damage 
without being totally reliant on tacking on her hyper combos. 
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Tap or hold 4) while 
Storm is airborne 

ta make her float. 

This kills all upward 
momentum and begins 
a slow descent. Only 
Rocket Raccoon is also 
capable of this trick. 
| کے‎ ^ me T Apart from obvious 

{ө ee uses for hovering in 
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GOMBOVAPRENDIK 


GENERAL EXECUTION TIPS 


Executing normal jump height loops is just a matter of doing all the steps as soon as possible, Practice until they are ingrained in muscle memory. 
Whenever launching to a variation of the standard air v), (М), ©, © chain, perform the rising air hits as soon as possible on the way up. 
On the other hand. when performing air combos where the first hit is air O, such as when canceling to flight, perform the first air @ as late and 
high as possible. 

CR. Ө. MW, ©, © => FORWARD SUPER JUMP, AIR (V), (V), ©, € , LAND, "res DD ОТО (MASH ®) 


Noles —— 
Simple Hail Storm combo 










Damage 
541,800, 62% meter loss 





CR. @,@, ©, © ==> FORWARD SUPER JUMP, AIR), 07), © => FORWARD AIRDASH, AIR O => {© + © 13 => 
UOI + Oo (MASH С) 


Notes | Damage 






Simple Lightning Storm combo. Necessary Lightning Attack direction in the air combo varies depending on your opponent's 


position 566,300, 4395 meter loss 





CR. @, ST. (V), CR. O => FORWARD JUMP, IMMEDIATE? + © + S, LAND, ST. M <=> FORWARD JUMP, IMMEDIATE S + Ө + ®, 
LAND, ST. М) O, © ==> FORWARD SUPER JUMP, ARM, (), © ==> FORWARD AIRDASH, AIR O ==> (©) + SIX 

tios + SO (MASH ZS) 
Noles ae ah, | | Damage 

Necessary Lightning Attack direction in the air combo varies depending on the opposing characters position 596,200, 16% meter loss 
AIR THROW, 572 + @ OTG, FORWARD JUMP, AIR (D => 2] + ©) + © => VAT + DD (MASH ©) 


Notes Ё Damage 
More elaborate air throw follow-up than naked Hail Storm; less damage but much more meter gain _|337,300, 53% meter loss 

































“SUPER-SKRUI 1 


“YES, | FOUGHT FOR HUMANITY 
DURING SECRET INVASION. BUT 
DON'T READ TOO MUCH INTO THAT." 





REAL NAME © OCCUPATION 


Kirt Soldier of the 


skrull Empire 
Together with the Skrull ability of ape ae SN 
KUrtis also Eapable\oh hypnotism. LB LEBEN HB 


powers of the fantasti IE Fou Uf айга ИШӘ (tieng mi 
al the same time. 


WEAPONS 
None 

PROFILE 
e a GE e (oe i 
by the Skrulls to defeat the Fantastic dr „ s PE d d 
stopped their invasion of TER is pride andi 


ИША to look down am СТВ: IE matum quel ip 
him: bot a characteristic, ШЙ НИП ШЕ 


general: ca um b ENS. : Р : 
FIRST APPEARANCE = 


Fantastic Four #18 BE. 





POWER GRU 


Ба b : \ є 
I) STRENGTHS анаара — à 
6 pun vemm UR VER MM. 
(Til avem wem OR. 
Í ENERGY PROJECTION SR ` А 

| FIGHTING ABILITY T7 Wem vmm, À X 


"This is biographical, and does nol represent an evaluation ol the hi 
in-game combat potential of this fierg, | 





ALTERNATE COSTUMES 





Wialty — — — 000,000 


Chain Combo Archetype Hunter Series 





X-Factor Boost Damage speed 






Level 1 (3 teammates remaining) 110% 
Level 2 (2 teammates remaining) o ISh 122.5% | 
Level 2 (1 teammate remaining) 


Your primary goa! with Super-Skrull is to get within range of his Elastic Slam special move. 


Why would you want to focus on being in range of Elastic Slam? 





Elastic Slam is an unblockable throw with incredible range, with 
two versions that can grab either airborne or grounded opponents 


Lack of hitbox on Super-Skrull's arm means Elastic Slam M can 
pass through most basic attacks and projectiles 


Super-Skrull has many OTG-capable moves, allowing you io 
create high damage combos off a successful Elastic slam 


Being in range of Elastic Slam forces your competitor to make a 
choice; they cannot sit and play passively 


How do you get Super-Skrull within range of Elastic Slam? 


Forcing your adversary into the corner, where their options for 
escaping Elastic Slam are very limited 


Utilizing lockdown crossover assists to force your foe into 
blocking, then getting into position for a mix-up 


Using Super-Skrull's unique airdash in conjunction with Brutal 
Pile Bunker and Stone Dunk to approach the target 





Using Meteor Smash with crossover assists to quickly close the 


distance on your rival 


— 


| THNING SINCE ORIGINAL MICS 
| Super-Skrull received several minor tweaks in U/fimate Marvel vs. Capcom 3, 
| the most obvious addition is the ability to perform Meteor Smash in the air. The 
super armor capabilities of Orbital Grudge now kick in two frames earlier, and 
|. he can no longer block while airdashing. Each af his hyper cambos has changed 
slightly, as well: Inferno can be mashed for more damage, aclive and recovery 
L frames of Skrull Torch have been tweaked, and Death Penalty no langer requires 
"a specific combination of buttons to determine its landing area. 
— Super-Skrull can no langer guard while in the middle of an 
airdash 
Meteor Smash can he performed in air 
£ Orbital Grudge super armor properties activate two frames faster 
|- | Inferno is mashable for added damage 
‘Skrull Torch active frames increased 
Death Penalty automatically homes in on your opponent’s location 


and no longer requires a specific button combination to determine 
where the attack lands 


— ——— 
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“Air Basie Attacks 


E screen Command Hits Damage Meter Gain Startup Active Rec avery 





| Standing Basie Attacks 


| Screen Command Hits Damage  MeterGain Startup Active Recovery ANE Advantage if. Notes 


n Hit Guarded 
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7 Crouching, Basic Attacks 


et Atvantage if 
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Guarded Notes 


| Screen Command Hits Damage Meter Gain Startup Active Recovery 
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Advantage Advantage if 


Guarded  Motes 


EEN Command Hits Damage Meter Gain Starlup Active Вонг 





| Ө (while standing or 100,000 800 | | Launcher, not special- ar hyper combo- 
| _| crouching) — cancelable 





ME Advantage if 


Guarded Notes 
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Air Special Attaeks—Flying Screen and m Exchange 


Wire causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used oulside of a launcher combo, air) behaves mostly like another 
basic attack. Air exchange altacks, performed by inputting a direction plus Ө), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character ta continue the air combo. 


Meter Advantage Advantage Notes 


on hit if guarded 
Overhead attack, causes hard knockdown if used 
in launcher combo 
Tags in next available ally while lotting 

| Opponent upward 

| Tags in next available ally while causing wall 
bounce, erases 1 hyper meter bar from foe 
Tags in next available ally while causing ground 
bounce, generates 1 hyper meter Dar 


Screen Command Hits Damage SEUN, Active Recovery 


Command attacks resemble basic attacks but have different chaining and canceling properties. It’s usually possible to chain intoa command attack from basic attacks, bul most command 
attacks cannot be chained from or canceled themselves, 


Screen Name Command Hits Damage КЫЫ Starlup Active Recovery АНИГЕ ТЫШ Notes 


Elastic : | 
8 ( 90,000 
ES Punch | Е ee ЕЛЕ — 
; | [12009 — OTG-capable, wall bounces rival, jump-cancelable, not special- от 
| Smite - | hyper combo-cancelable, inilicls chip damage ‘ 


Only hits grounded 1065, not special- or hyper combo-cancelable, 
adversary remains grounded 1 
OTG-capable, spinning knockdown, jump cancelable, not spacial- аг | 


| Crouching & (hold) hyper combo-canealable, inflicts chip damage 


- | Brutal ers | T3 
Pile | + 115.000 16 Overhead attack, OTG-capable, floor bounces, knocks down, nol 
Bunker ^ | | special- or hyper combo-cancelable, inflicls chip damage 
= 22 (or until | i | 
stone | grounded Overhead attack, ground bounces target, not special- or nyper 
| i 0; pü ü | | і - Ё | i + А à oth l 1 } 
Dunk Air & (hold) 120,000 | 960 hen 1 frame combo-cancelable, inilicts chip damage 
of recovery) ] | 


lastic А | 
EIE oom EERE 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Gombos 


are usually possible after throws, one way or another. 


Screen Command Hits Damage ып cap Activa Notes 


800 
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з [pies Crossover Ашу. : аР Recovery 
creen Type Combination Description Hils Damage Gain Startup Active Crossover (other Notes 


Hyper Combo assist) partner) 
| ponen 


gg Skrull—"y | Skrull Torch Taner н 200 121,600 | 1536 ЭЕ CE 
= A! (CN 
rk rr ЖЫ 2. 







































Knocks down foe 














a 


bo unce if it hits, Que iis 3 slow oust 2 f 
the middie of a combo. 3 


Super-Skrull—P ís based on Orbital Grudge М. ts forward momentum and super armar fam ma Droit Grudge supet arma 
faster in Ultimate Marvel vs. Capcom 3, but ti st maki 40: f unter: EE 
Super-Skrull—^y is based on Tenderizer Н, г 


it's generally impractical to use In combos. The damage s 
character would do otherwise; Super-Skrill.-^y сат come in hand 


screen Command Hits Damage Meter Gain 


ПЕЕ 500 - (- 
БЕЕН + 50,000 Melî 


Noles 


Оп hit, snap back forces the opposing point character to бет 
out for 4 seconds - 


SL Б, ЭНЕС “Чу IE 


startup Active TEE ШТ KEW 
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bar) 





























Meter 
Gain 


Advantage Advantage 


Name Command Hits Damage on Hil if Guarded du 
Knocks down opponent, 1 hit of super armor during 


Orbital 
[е озо, Й АР m СИ o | ЫГЫ 
О mE down foe, 1 hit of super armor during frames 
Е [pens n p RUN M 
EN x: Knocks down rival, 1 hit of super armor during 
"els etenim 


Screen 


Slartup Active Recovery Notes 






























Wall bounces adversary, hard knockdown 























3(4}3(4) 
Tenderizer] |. 3(4)3(4) Knocks down competitor, (B version is OTG- 
345 (in air DK) TH) 121,600 | 1536 3(4)3(5) capable, all hits besides final cause hard knockdown, 
i3(4]3(4) final hit of @ version around bounces 
319) 
3 аери a ZTT 






Meteor 


smash (in| ex» € + @ 
air OK) 








Frames 6-19 invincible, OTG-capable, hits overhead, 
Knocks down target 














Fatal Buster. Super-Skrull follows up 
Orbital Grudge with a massive uppercut 
that wall bounces your opponent and leaves 
them їп а hard knockdown state. Its lengthy 
recovery time makes it difficult to chain 

the wall bounce into a combo, but it's not 
impossible. From midscreen, you can паме 
Super-Skrull dash forward and juggle ©) 
launcher into а combo, or follow up Fatal 
Buster with an OTG-capable Meteor Smash 
and hyper combo cancel into Inferno. 


Orbital Grudge: Super-Skrull spins 
forward in a whirling fury of stone and fire. 
The length of the spin is determined by 
which GB button is used, All three versions 
have super armor properties, but the super 
armor kicks in progressively slower with 
increased strengths. All versions of Orbital 
Grudge can be canceled into Fatal Buster, 


f 


In Ultimate Marvel vs. Capcom 3, the super 
armor effect of Orbital Grudge now kicks in 
two frames faster than in the original release. 
Super armor for Orbital Grudge L takes 
effect after eight frames, so you can now feasibly use it to combat certain basic attacks 
and projectiles. 
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Tenderizer і Tenderizer M Tenüereer H 





Tenderizer, Combining the powers of Mr. Fantastic and Tha Thing, Super-Skrull unleashes a barrage of rock-encrusted punches. The (B version directs the punches at a downward 
angle, (V) punches straight ahead, and (2) directs the punches at an upward angle. Tenderizer (® is OTG-capable and is the fastest way to extend combos from midscreen. The final 
hit of Tenderizer L ground bounces your foe, allowing you to follow up with the Skrull Torch hyper combo. You can even use it to create an infinite combo (see the Advanced Tactics 
section), However, in most OTG situations, you'll want to use Meteor Smash, since it leads to more damaging combos. 
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The use of Tenderizer outside of combos is not advisable. Opponents can easily use advancing guard to push Super-Skrull back and punish the attack. Always be wary of pushing too 
many buttons when playing Super-Skrull! 
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Elie Slant FASE Slam M | Flastic Slam H 





Elastic Slam: Elastic Slam is an unblockable command throw that is the most important tool in Super-Skrull’s arsenal. The (B and (VI) versions both reach in front of Super-Skrull with 
varying range. Elastic Slam L has a range of about three character widths. while Elastic Slam M can reach about five character widths at the expense of a small dead zone right next to 
Supar-Skrull's body. The (©) version of Elastic Slam grabs adversaries out of the air and serves as a great way to reset foes coming out of air recovery or create a simple mix-up with tha 
other two versions. 


Any version of Elastic Slam can lead to an easy combo—try Meteor Smash into Inferno for 527,500 damage, essentially forcing your competitor to stay off the ground at all times! 
The (fj) version of Elastic Slam can sometimes be used on reaction if your opponent throws a mid range projectile. Super-Skrull's hand lacks a hitbox, allowing it to pass through the 
projectile cleanly to grab the opposing character. 


Meteor Smash: Super-Skrull's Meteor Smash allows you to land OTG hits from anywhere on the screen. Used in almost 
all of Super-Skrull's combos that lead into Inferno, Meteor Smash is a huge contributor to Super-Skrull's high damage 
output. One of Super-Skrull's big changes in Ultimate Marvel vs. Capcom 3 is that you can now also perform Meteor 
Smash in the air, giving Super-Skrull the ability to dodge incoming attacks as well as some easier combos, Outside of 
combos, you can use the delayed invulnerability of Meteor Smash to escape the corner against characters too slow to 
punish it—like Haggar or Nemesis. You can also occasionally use it as a counter against zoning projectile attacks, a 
surprise anti-air against super jumping opponents, ar evan as a surprise cross-up. When used with a slow long range 
projectile assist like Doctor Doom—f3 or Sentinel—cv, Meteor Smash can be a great way to start offensive pushes: call 
the assist, attempt to cross your opponent up with Meteor Smash, then continue with a combo as the assist's attacks 
begin ta hit! However, without the proper assist back-up, it's advisable to use Meteor Smash sparingly outside of combos 
since it is very unsafe if guarded. 


The button used to determine the final destination of Meteor Smash is screen-relative; @ lands on the left side of the 
screen, @ in the middle, and @ on the far right side of the screen. 





Hyper Combos ~ 
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Screen Hame Command Hits Damage Startup Active Recovery xxl adage Notes 


| | Until | | 
| Frames 4-19 (4-11 іп air} invincible, knocks 
T | aunded, 
1 Skrull Torch V Mo + @ (in air OK) 293,200 a ded down foe, Super-Skrull can be directed up or | 
| у О DRE | down using the controller | 


| 281 | Beam durability: 50 


be advancing guarded, 
additional hits _ 


| 400 iis 
Death Penalty o € + OD 450,000 poeta | в | - | aw эы, invincibility, OTG-cap 
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Skrull Torch: Flame On! Super-Skrull does his best uryofhisflame. Death Pe leath Penalty is essentially a level 3 
Johnny Storm impersonation and turns himselfintoa = but itis 10, ion of Meteor Smash—the both 
flaming missile that flies across the screen and can be 0 _used to land OTG hi W lr 5 
directed using the controller. Skrull Torch may simply be 

viewed as a combo finisher after Tenderizer, but it һа 

a high number of invincibility frames and fast traveling 

speed that make it an effective tool for taking risks to catch 4, Sin UE TU Ds e TE. a ha 
opposing characters. : ; - $E inv E E с ^ » bk 


HI iL 


It's also one of the only defensive deterrents Super-Skrull 
has when facing aggressive adversaries who like ta get 
close. You can activate Skrull Torch either on the ground 
or in the air, but just be sure that you have an extra gauge 
of hyper meter to perform a team hyper combo if your rival 
blocks, 









Ко” Supar-Skrull may have all of the powers of the Fantastic Four at his disposal, but the most 
valuable of the four is Mr. Fantastic's stretching ability—represented in this game by the Elastic 
slam. Elastic Slam has a great range, but you still need to put some work in with Super-Skrull 
to get him within range of this powerful command throw. Luckily, there are a few techniques 


that are sure to help. 


First, Super-Skrull has the option of covering distance by coming in from the air. His airdash 

only travels in one direction—diagonally upward—and should keep him safe from most 

- ; grounded attacks. Have Supar-Skrull jump into the air, activate his airdash, and then hold down 

Super-Strull's command attacks, paired with a slow Usê Meteor Smash to cross up opponents, putting © to come at your foe with a fully charged Stone Dunk. It covers a large area of the screen 

ee аи dar а great way iû get close in an Super-Skrull in a pertect spot for Elastic Slam L. below Super-Skrull, can be used to cross up your opponent, and causes a ground bounce on 

À ш the target If It hits, allowing you to follow up with a combo. Brutal Pile Bunker is also useful 
from an airdash, quickly dropping Super-Skrull to the ground with a punch that also ground 

bounces your rival. Brutal Pile Bunker has a -4 frame advantage on block, so unless your opponent has a quick jab, Su per-Skrull should be able to block in time. Alternatively, you can airdash 

toward your rival and input + @ as you come in. While not a command move of any type, $> + (B) counts as an air throw attempt and air @ can beat most anti-air attacks. 


On the ground, Super-Skrull has a couple more options to quickly close the distance. The first is to simply wavedash toward your adversary. Super-Skrull has a very fast wavedash that, when 
executed properly, сап get Super-Skrull within range of Elastic Slam M іп less than а second. Rolling Hook oO G5 + O is another o ption, since it covers a full screen's worth of distance 
and causes a wall bounce on hit. 


All of these options are greatly enhanced with a slow, long range assist such as Doctor Doom—[ or Sentingl—Ot. Super-Skrull relies heavily on these types of assists to create cross up 
situations or to make his moves safer. For example, calling Sentinel— et immediately before performing a Meteor Smash causes the drones to hit just as Super-Skrull lands his attack, If the assist 
is blocked, you can set up the next offensive move—such as an Elastic Slam—or if the assist hits, you just received an opening for a massive combo opportunity! 
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Once you're in range to grab your opponent with Elastic Slam, setting up mix up 
oppartunities is going to be key for Super-Skrull's strategy. The easiest Elastic Slam mix up 
comes from poking at your rival with standing (B Doing this gives your rival a few options, 
each of which can be countered. Begin by staggering the hits so that the added timing can 
strike opponents trying to use advancing guard. Standing (B also hits low, so it can catch 
adversaries trying to jump away. Any time during your standing @ prods, cancel into 
Elastic Slam L to punish your opponent for doing nothing. Should the standing (B attacks 
hit, usa that opportunity ta start up the combo of your choice! 


Successtully catching your target with Elastic Slam H is a bit of a guessing game. If you 

think your opponent is expecting Elastic Slam L or M and is going to jump away, call out Í 

Pe ү, == an assist to cover Super-Skrull as you attempt to grab them with Elastic Slam Н. lf your |. 

Inm —. з " adversary blocks, they'll be forced into guardstun while tha assist attack plays out and keeps 
— SÉ Super-Skrull safe from harm. Should your opponent jump and get caught in Elastic Slam, 

Р, Г om = = ee 4 — well, you've just earned yourself another combo opportunity, All versions of Elastic Slam are 

T | i 8 2 аи TENN ee) risky attacks if avoided, so be sure to cover your attempts at every opportunity. 





Make mix-up attempls saler by унй assists. Nearly every time you force your opponent to guard a crossover assist, you can immediately 
put your competitor into an Elastic Slam mix-up. From wherever Skrull may be on the 
ground, react to the assist making contact, then immediately have Skrull dash forward and use Elastic Slam M or H. This lets you be threatening without being in the range of crouching о | 


Super-Skrull has very few options to protect a failed Elastic Slam grab. If you've gat the meter to burn, you can cancel the Elastic Slam into Inferno and then team hyper combo to another 
character. Otherwise, you have to cancel out of Elastic Slam with X-Factor and hope you can capitalize on the added boost. X-Factor is never something you want to waste, so keep your 
options open as best you can. 


КТЕ БАЕТ: EU  Super-Skrull struggles a bit when it comes to maintaining a solid defense. Very few of his 

Pls ok t ay normal, command, and special moves are useful for escaping a bad situation, but knowing 
what tools are useful is paramount when the momentum of a match starts going the opposing 
player's way. 


In Ultimate Marvel vs. Capcom 3, Super-Skrull lost his ability to block during an airdash. This 
made what was once a valid escape plan now nearly useless for that purpose. For air defensive 
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ыы У і 620, СЕ re options, you have to rely heavily on air throws instead. Luckily, with the added ability to 

Orbital Grudge sitar ie keh eater in You ch us Me P fs invincibili can perform Meteor Smash in the air, you can option select an air throw, As you head toward your 
| ^ Amas ^i B ү en i t 

Ullimate Marvel vs, Capcom 3. Tate advantage of used to escape slicky situations... if you're careful. OPponent, input > + @ and cancel it into Meteor Smash, and if the attacker is in range, 


this 10 punish your foes! they'll be snagged by the air throw; otherwise, Meteor Smash is activated instead to send _ 
Super-Skrull away to safety. Alternatively, you can meet opponents in tha air with a w, 
© chain that should keep Super-Skrull safe until he is grounded on block, or lead into a big combo if it connects. 





If Super-Skrull gets trapped in the corner, salvation may lie in Meteor Smash and Orbital Grudge L. Meteor Smash is invincible from the 6th frame, allowing you a chance to have Super-Skrull 
escapa the corner if you can time it to start between enemy attacks. Be sure to push the right i button: you wouldn't want ta escape just to come right back down in the corner you were 
trying to escape! 


Orbital Grudge L has super armor properties that start on the eighth frame of the attack, much sooner than in original MvC3. А 2 frame speed ир may seem small on paper, but in practice, it 
means that Orbital Grudge is now more useful and viable to chew through an opponent's offense. If the attack is quarded, you can mix up with a delayed Fatal Buster to catch competitors trying 
to punish the Orbital Grudge. 


in the end, however, the safest defense option for Super-Skrull is to utilize advancing guard to get your rivals off your back, and keep a sharp eye out for opportunities ta air throw your attacker. 


|. ST. ©, CR. ©, CR. 9, © => FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, (IF THE ENEMY IS MIDSCREEN, - 
+ $s о ®> ¥ # + o @@ (MASH @)} OR (IF THE ENEMY IS CORNERED, FORWARD JUMP, AIR ¥ 2 9, © ex^ 
FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, >¥ м 2 (ex^ ¥ # + 2 CD (MASH @)) 


689,900-737,300 damage, 40% meter loss or 4% meter gain 


This basic Super-Skrull combo has variable endings based on Super-Skrull's position after the first air Œ, (D) 8). ©) chain: Delay the alr) hit to the last possible moment to ensure 
the аг # © (H) will connect and put Super-Skrull in range to launch with СЭД Otherwise, it's possible that the launcher attack will whiff entirely. ! 


Should your challenger block standing (5) crouching (I, chain into a delayed standing (H). lf it connects, transition into (5) and continue the combo, or chain standing (H) and Кага- 
cancel into ¥ a 4 “> (L) before it connects. Standing (Н) leaves you ata frame advantage when blocked, so continue your offense in that case. 
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Il. ST. ®. CR. ©, @, © => FORWARD SUPER JUMP, AIR ©, ©, DELAYED @, DELAYED ©, LAND, ST. @ (HOLD), 
WAVEDASH FORWARD TWICE, © => FORWARD SUPER JUMP, AIR ©., ©, ®©, ©, LAND, {> ¥ w o O= v ec 
@® (MASH @)} OR {¥ © ® (HOLD) ==> ¥ # ex c (869 (MASHG), LAND, ¥ # « © @@ (MASH ©) 


746,400~917,800 damage, 4% meter gain ог 100% meter loss 


Here's а more damaging, but much harder to execute, midscreen combo that pummels your fae to the closest corner. After the first launch, you must delay the input of both air (H) and (8) 
to ensure that Super-Skrull lands as quickly. as possible. This gives you enough time to fully charge Stone Smite. After the wall bounce, launch your rival with Ө; again, then perform the. 
following air chain at the peak of Super-Skrull's jump. If timed correctly, you should have just enough time to land a fully charged crouching (Н). When the flaming sweep hits, cancel it into 
a jump and then Inferno by inputting freno С in one smooth motion. Doing the aerial version of the hyper combo causes Skrull to recover faster, giving you just enough | 
time to juggle with another Inferno. | | 


If performed near a corner, it's possible that Stone Smite can send your adversary flying over Super-Skrull's head. In this case, remember to reverse your input directions and input the: 
appropriate button to correctly land Meteor Smash. | 
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Hl {и Ө, әу ч о OED фу + @® (MASH Ө) 
517,500 damage, 72% meter loss 


Supar-Skrull's command grab is an essential part of his battle plan. This simple combo ensures you'll remove at least half of an opponent's life from a-single Elastic Slam. 





FRONT AND BACK GROUND OR AIR THROW, += ¥ u 2 gs» tees (MASH €) 
496,500 damage, 82% meter loss 


similar to Combo 111, this variation starts with an air throw instead of Elastic Slam. It does less damage than the Elastic Slam variant, but any extra damage is always a plus. 





FORWARD SUPER JUMP, INSTANT * = @, FORWARD DASH, ST. ©, CR. ©, CR. ®©, © ==> FORWARD SUPER JUMP. 
ARD, O, ®, ©, LAND, >» м @e tees (MASH @) 


656,400 damage, 33% meter loss 


Super-Skrull's Burning Pile Bunker (air $c (H) ) isn't just a handy OTG attack, but сап also serve as a last overhead attack with ground bounce properties. Take advantage of this move 
іо catch unaware adversaries and chain into this damaging combo for minimal meter loss. 





>>> o@, es © @= kat < o B® (MASH O) 
062,700 damage, 80% meter loss 


Rolling Hook is a great too! for covering a lot of ground quickly. If the hit connects, quickly perform Meteor Smash Н into Inferno fora good chunk of damage. Competitors may anticipate 
this move and attempt to call an assist to stop Super-Skrull, but Rolling Hook is more than likely going to catch the assist character, as well, leading to an even greater advantage for you! 





ST. (D, CR. ©, @, © => FORWARD SUPER JUMP, AIR ©, ©, DELAYED (Н), DELAYED (5), LAND, ST. ® (HOLD), 
WAVEDASH FORWARD TWICE, FORWARD SUPER JUMP, AIR (D, ©, ©, ©, LAND, > € w o Mes yee о 
(MASH у B4 фи е co (MASH @) 
990,500~1,055,300 damage, 100% meter [055 
This punishing combo is a slight variation of Combo II that is nearly a guaranteed K-O. against a majority of the cast. The X-Factor cancel into a second Inferno at the end of the combo 


leaves a large chunk of X-Factor duration left to use against the next character on your opponent's team. However, only utilize this combo when you're certain it is going to КО your 
adversary; otherwise, you'll burn valuable X-Factor time trying to get the last few hits needed to finish the job on your current foe, 





Хи бу ә Fu о (Н) E ‚ WALK FORWARD, FORWARD SUPER JUMP, AIR ©, O, (Н, ©, LAND, 
2b 2 ot Ov # © > 9 MASHA) 


823 ,600~975,500 damage, 14~3% meter loss 


Another X-Factor combo that can be started from Elastic Slam, this combo can also be started from normal and air throws for less damage. 


ШИЙ ЛЕ 
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With Super-Skull's vast array of moves that can cause wall bounces, ground bounces, and are OTG-capable, it is pretty 
easy to find yourself in a combo where you've used two launchers, and an OTG Meteor Smash causes an adversary to 
air recover instead of being knocked down. You can capitalize on this by grabbing your rival out of air recovery with 
Elastic Slam Н! 

The easiest reset you can practice is a fairly simple combo: 0.0,0=>> о. 0 => 72a + O. You can 
perform this combo anywhere on the screen and get a feel for the timing of grabbing opponents out of air recovery. Be 


Do es © == sure to follow up the Elastic Slam with Meteor Smash and hyper combo cancel into Inferno. 

Super-Skrull has a greal chance lo grab an airborne тһе Elastic Slam Н grab out of air recovery is never guaranteed, however. Characters with fast aerial move options like 
opponent out of air recovery, leading to а quick | | | | | 
Meleor Siam == Infemo combo. eight-way dashes can easily escape the attempt. Character who air recover farward can escape the grab every time, 


and this gives your competitor the opportunity to severely punish Super-Skrull while he recovers from the whiffed grab. 
Luckily, the natural tendency for most opposing players is to air recover backwards, and this is much more difficult to escape the long arm of the Skrull Empire! 
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CRI ON П ORTU COMBOS 
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The trickiest part of this combo is timing the three (B inputs to trigger Tenderizer L at the exact moment Super-Skrull 
leaves the ground. To time the hits, watch for Super-Skrull's leg to connect with his challenger and press (B twice. 
Immediately alter, press Î , and input the final (9 command as soon as Super-Skrull's feet hit the ground. This is the 
trickiest part of the loop, but when done correctly, the final hit of Tenderizer L is canceled by Super-Skrull touching the 

Déc dro Чун RE ground, negating the ground bounce and leaving his opponent in a hard knockdown state. Super-Skrull is now free to 
The liming is very strict, but it's possible to unless? 


| ` repeat the loop with another Flame Kick. 
Tenderizer L right as Super-Skrull leaves the ground, 
preventing the last hit fram coming oul and leaving Alter four to five repetitions, Super-Skrull gets pushed too far back for the Flame Kick to connect. When you think 


your opponent in а hard knockdown state. you're outside of the hit zone, simply dash cancel into Flame Kick to close the distance and continue the loop. 
After seven to eight repetitions, damage scaling will have kicked in to a point where Super-Skrull is hardly dealing any damage to his rival. Luckily, at this 
point, Super-Skrull has huilt three bars of hyper meter off of the loop and can most likely finish of the opponent. Follow the last air Tenderizer L with a 
grounded Tenderizer L and cancel into Death Penalty. The infinite combo pays for itself, and you've gol one fewer enemy to worry about! 
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COMBO APPENDIX 


GENERAL EXECUTION TIPS 


Delay hitting with air @) and ©) at the end of aerial chains for as long as possible to ensure enough time to follow up with Super-Skrull’s 
OTG-capable charge attacks. 


Alter placing your opponent in a hard knockdown state, be aware of their position on the playlield if you plan on following up with Meteor 
Smash. Pressing the wrong attack button ruins the combo and potentially puts Super-Skrull at a disadvantage. | 
AS SUPER-SKRULL COMES IN: AIR (D, (S, +4 u o (es Wat «o Ged (MASH CS) 
Notes 2 : b Damage 
c» + (9 TAC to Super-Skrull, c» TY SA (M) must be done before Skrull touches the ground from the first jump ‘Varies based оп damage scaling 


FRONT THROW, ST. (9) (HOLD) ==> VERTICAL JUMP, AIR (5) (HOLD), LAND, FORWARD DASH, CR. ®,@,@ "> FORWARD SUPER JUMP, _ 
AIRO. 00, (9), ©), LAND, + © (Н) (HOLD) E $ ae en o» 6969 (MASH 6&3) | | 


Notes A Damage 
Requires corner _ — = (753,200 damage, 118% meter loss 


СА. 0), CR.@, © «=> FORWARD SUPER JUMP, FORWARD AIRDASH, AIR @), ©, LAND, ST. (Н) (HOLD) => FORWARD JUMP, AIR) | 
(HOLD), LAND, FORWARD DASH, CR. ©, (), © eC» FORWARD SUPER JUMP, AIR ©, D , (8), (S), LAND, + © (9) (HOLD) e | 
269 (MASH ®), LAND, ¥ ж «- 2 @@ (MASH @) 


Er FETE | 

Requires corner Ч | 958,300 damage, 106% meter loss 

ST. (D, CR. ©, 0, ©) => FORWARD SUPER JUMP, AIR ©, Œ, DELAYED (Н), DELAYED (5), LAND, ST. @ (HOLD), WAVEDASH FORWARD 
TWICE, © => FORWARD SUPER JUMP, AIR Ù, ©) ,@),@, LAND, > ¥ * © (т 

Noles . Damage 

EET TT IEE REFE UIC NE ый сє б 
ST. (D, CR. 0, (8), (S) && FORWARD SUPER JUMP, AIR), ©, DELAYED (H), DELAYED (5), LAND, ST. Œ) (HOLD), WAVEDASH FORWARD 
TWICE, © => FORWARD SUPER JUMP, AIR ©, ©,@, ©, LAND, (+ > @ (HOLD) ez FORWARD JUMP, ©), LAND, FORWARD DASH] X oc — 


Notes | і Ё. | Damage | 
| Requires corner, once the first hit connects, the combo continues indefinitely : (Damage varies depending on (ће amount of loops performed 































"T CAN USE CAPTAIN AMERICA’S SHIELD, FIGHT 
LIKE IRON FIST, AND MOVE LIKE DAREDEVIL. 
SIMPLY РИТ, Г AWESOME.” 


Unrevealed Professional Griminal, 
Combat Instructor 


Taskmaster possesses photographic reflexes, 
whith enable him to wateh another person’s 
physical movements and duplicate them 
Without practice, no matter how complex. 


Taskmaster perfectly copies the 
Weapon-fighting styles of super 
heroes, such as Captain America’s 
Shield, Hawkeye’s how, апі 
Spider-Man’s web-shooters. 


He learned many moves by 
watching videos of heroes in 
action, and used his photographie 
reflexes to copy them and make 
them his own. Considering himself | 
a businessman, Taskmaster opened v 
а mercenary school for training 
criminals in the fighting arts. 


EU 


The Avengers #195 [1980] 


POWER GRID 


INTELLIGENCE A EE, 
> STRENGTH CSS, 


| ENERGY PROJECTION ee ee чаа, 


FIGHTING ABILITY —— 


"This is biographical, and does not represent an evaluation of the 
in-game combat potential of this hero. 





Vitality | -— [1,100,000 - 
Ghain Gombo Archetype Es 





Factor Boost Damage speed 
] Level 1 (9 teammates remaining) | 
Level 2 (2 teammates remaining 





B Level 3 Î gamma remaining) DU in — | 


—BÀ——À 


Taskmaster is well-rounded character who сап. produce big damage at close range or from. 
a distance. Your main goal is to play a кеврамау game using Aim. Master with the help of 
‘crossover assists. Why this goal? — | 


The: damage, range, and guardstun/hitstun jie from Aim 

ER Ca ELC) ita great tool for forcing opponents lo gel closer. 

Itis possible | for adversaries to take heavy damage before ever 
getting close to Taskmaster 


Attempts at advancing on Taskmaster can be countered with the | 
speed, priority, and damage potential of Charging Star | 


It Aim VERGI isn't enough to overpower your rival's long— 


range game, you can use Guard Master H to counter opposing ‚СЛОЙ 
projectiles, further limiting your opponent's options from ae e ый 
fullscreen | 2 | 2 е 


How can this goal be achieved? 


ge Using Aim Master’ s varying firing angles with: ute crossover Eur 
assists to cut off | your competitor's means of ШО] While pt ИУ >..; 





| simultaneously causing heavy chip damage E 
| Countering the opposing сһагас(ег'5. advances with Charging Stari a ни Sx 
x after they become frustrated with dealing with Aim Master аа EPI 

Retreating Hy ДД) back with h Aim Master M IU UMP АЁ 4; [2 MP 
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TUNING SINCE ORIGINAL MVES 
Taskmaster's returned with several changes in U/timafe Marvel Vs. Capcom 3. Sting Master 
has been added to his pool of special moves, and Web Swing can now be canceled into Aim 
Master or Legion Arrow at any lime. The damage on Aim Master and Legion Arrow has been 
reduced, though Legion Arrow can now he mashed for more damage, effectively nullilying 
its damage reduction, 

Aim Master damage reduced 


New Move: Sting Master ¥ ж > © (5) causes hard knockdown 
Web Swing now cancelable with Aim Master or Legion Arrow 


Initial Legion Arrow damage reduced, but it is now mashable for more 
damage 


Aim Master Н arcs lower 

Air Aim Master Н causes less Hover 

Charging Star knocks opponent further back, but not as high 
Taskmaster hovers less during jumping H 


p ee! ОША eee: A ee 











standing Basic Attacks 
"Screen (Command Hits. Damage | Meter Gain [Startup Active Recovery Айана Advantage 1 tes 


| n Hil Guarded 
r ating @ 





_ Crouching Basic Attacks 
Screen rers Hils T Meter Gain | Startup | Active | Recovery иа шы if Notes 


|_| crouching @ || | so | a0 | s | 3 | mw — 
L3 [mae — rem s] owes ans 
— —— 





Ground Special Attack launcher 


Is Command Hits Damage | MeterGain | Startup | Active | Recovery | ear alte Але Notes 


© (while standing or 1 00 000 790 0 T E | Launcher, nol special- or hyper combo- 
crouching) e | | | cancel able 








Air: Basie Attacks 

Screen Command : Hits ‘Damage MelerGain | Startup | Active | Recovery A шш if Notes 
|e 50,000 5 E Overhead attack 
66,000 




















Air Special Attacks—Flying Screen and Air Exchange 4 5% 


дг (S) causes а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air) behaves mostly like another ` 
basic attack. Air exchange attacks, performed by inputting a direction plus «S, are only possible during a launcher combo, Exchange ni hits initiate team aerial combos by tagging іп the next үү 
available character to continue the air combo. 


1 г Advantage Advantage 
Screen Command низ Damage | Gai, Startup Active Recovery a i if Guarded Notes \ 


| Overhead attack, causes hard knockdown if used mei oe 
pent | Tags in next available ally while lofling N if 





= / / id а 


i 


Until Tags in next available ally while causing wall 
E r bounce, erases 1 hyper meter bar from foe 
| Tags in next available ally while causing ground: 
bounce, generates 1 hyper meter Dar 


"НЫН 


i ' Р | | ] 
Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chainad from or canceled themselves. 






Mater 
Gain 


pavaniage Advantage If 


Screen Name | Command Hits Damage DS Active Recovery n Hil Guarded Noles 


Web 5 a Knockdown, recovers in air neutral state, can only 
а fin ait OK} 80,000 | 640 13 ! one Firme while Ital 
owing un air um] be performed one fime while in air 


| Immune to low and medium priority projectiles 
and beams during irames 4-18, knocks down, 
| may be chained into ЄЎ 


Charging | 
staf 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 


Screen Command Hils батаре Meter Gain Startup | Active Noles 


с> + a can | 
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Each projectile has 3 low priority durability 


p | Legion ArrowL+M | Aim MEER 135, 000 | oo 
points 
pels B| Legion Arrow L+H | Aim Master M HE 135,000 | 1200 ЕЕЕ | Each projectile has 3 low priority durability 
| points 
co ТЕЗИС 




























Aim Master H 135,000 E OTG-capable, each projectile has 3 low priority eg 


= durability paints 
JU NEAN an сга Баа x cM i 













550 brent vo 
JB Ser та ange suppi for 4 "TES clers whe БС: pe £u [ е ctila rof their. 0W 
moves Inat.£ross up ЕН Ше Т Mor Zero's Hienky: ARU M Та askr mas а 


characters cannot normally fire. Taskmaste ШИФА N TONES which v ains 





space. This crossover dssist [s great for sa «(Колды SEE ‘OF for anti»; ale: support 





On hil, snap back forces the opposing point character to be replac 
ОШ Tor 4 seconds 






pocte) ШЕ | 


К ЕП! Jaman 


Aim Master L 

: | 50,000- | 400- | | 
(can be charged, X» $^ c» + @ 135 400 | . 13 Fach projectile has 3 low priority durability points 
in air OK) | ie | 
АШЫГ М 50,000 | Be оте 7 ach projectile has 3 low priori 
(can he charged, А A | ou, uuu | nee ae | | -Сара ое, васп ртојесе nasa 104 priority 
О vac] 135,400 | 120€ durability points 


Aim Master H | 

т 50,000- | 40 OTG-capable, each projectile has 3 low priority 
| (can be charged, H 01 т. 4 Aes ow pable, each projectile has 3 low priority 
ina OK) "ive 135,400 E durability points 


| Guard Master L |» 0 + ® Са ea en counters high attacks, hard knockdown 
‘Guard Master М Wie <p + + @ [| s | 20 | | — | Counterattack, counters low attacks, hard knockdown 


| Guard Master H (D ucc icis 20 | Counter attack, reflects some projectiles and nullities 
: EXT reflected projectiles deal their normal tae RR | 
Sword Master L ГАЙ с + L Ksi 30,000 "eI | a RR down 


When Sword Master L 
ett шшр |! | "oboe RN cen 
During Head Butt 
ues >+ Bu 2ш Саса EN: омы 


Sword Master M |EV $4 + 0 50000 | 000 AE а ктів  — gy 
(When Sword Master ШЕ | 
i blocked) @ 30,000 EXER | | Unblockable 
т Below the Bel (During Head Butt) (V) ES 28,000 EN 
i (During Below the 


non ur des T 
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үт sword Master H : 


g Low Kick During Below ше 


| =a | | | EE 
صا‎ a e E 
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PS ЕД CS — ЖЕ | s , 

Aim Master L “Aim Master M | Ат Ма ster H : 
Aim Master. Taskmaster fires arrows that can be charged by holding the button down: performing Aim Master without charging fires Guard Master. Taskmaster raises his shield 
one arrow, two levels of charge fires two arrows, and a full charge fires three arrows, Aim Master L fires straight forward and reaches and counters incoming attacks for a 20-Trame 
fullscreen, Aim Master M fires at an angle and can be used to shoot foes closing in at normal jump height. Aim Master Н fires upward duration. Guard Master counters different 
before raining down in a parabola shape. You can use it to shoot your adversaries out of the sky or hold grounded opponents in place to kinds of attacks based on the strength oi 
set up an offansa. the button used: Guard Master L counters 


mid attacks, Guard Master M counters 

low attacks, and Guard Master H counters 
projectiles. A successfully connected Guard 
Master L or M can be followed with an aerial 
Legion Arrow OTG. Guard Master H reflects 


You can use Aim Master in the air, as well. Aerial Aim Master L fires straight forward and is used far air-to-air combat. Aerial Aim Master 
M fires downward at an angle and is OTG-capable. It is a great air-to-ground attack to use whila jumping farward to pressure your rival 
or jumping backward to cover a retreat. Aim Master H fires almost straight down and can lead to tricky set-ups when usad in conjunction 
with a crossover assist. The air versions of Aim Master M and Н are both OTG-capable. 


Aim Master is one of Taskmaster's primary ways of attacking. A fully charged set of arrows deals 135,400 points of damage (above projectiles back at opponents, though certain 
average for a projectile) and can be charged fast enough to use regularly. Aim Master L and aerial Aim Master M should be used projectiles (such as beams) can only be 
liberally at a distance on the ground, but Aim Master L is unsafe if guarded at close range, so be careful when using it anywhere other nullified. Note that Guard Master does not 
than from long range. counter hyper combos, 





Sword Master. Sword Master i isa slow 
slash attack that causes a soft knockdown. 
If itis guarded, you can follow it with the 
unguardable Head Butt attack, which you 
can then follow by a predetermined set of 
attacks based on which version of Sword 
Master was guarded. All three versions 

of Sword Master guarded lead to a hard 
knockdown when executed to their full 
extent, and you can follow them with 
Legion Arrow OTG for extra damage. Sword Master's startup varies based on the button used, Sword Master 1. is the fastest but has the weakest extensions, while Sword Master Н has 
the longest startup but the most damaging extensions. Opponents can avoid the unguardable Head Butt by using advancing guard against the initial slash, so Sword Master is best used 
with the help of a crossover assist to hold foes in place for unguardable damage. 








Sting Master. Sting Master is a melee attack that skewers competitors before sending them into a hard knockdown state. 
You can follow it with Legion Arrow OTG after connecting, like Guard Master and Sword Master. Sting Master has toa 
much startup and recovery to he relied upon at close-quarters, but it is easily used in combos. 





Hyper Combos 


screen Name Command Hits Damage Startup Active picavan on Hit 


289,400- 
347,500 


289,400- 
347,500 
289,400- | 


| Legion Arrow L+M 


Vis + @@ 


Legian Arrow L+H 25-50 


Legion Arrow М+Н 


347,500 


ae ~ TT Until 

A D LB fy 1 | = ; 

SEN Min aly a T Le Т eis per 
289,400- | ү, Until 
347,500 grounded 
289,400- || ү, Until 

| 347,500 | ^t. | grounded 


Air Legion Arrow L«H 


(in air) V7 tc» + (B 


Air Legion Arrow M4H | (in air) X € c» + (O | 25-50 


Legion Arrow. Taskmaster fires a stream of arrows for mashable damage, Like Alm 

Master, you can aim Legion Arrow depending on the buttons pressed, and NOE car utilize 

this move bath on the ground and in the air. While on the ground, (E) <> (5! fires straight, 
сэ (Н) fires up at an angle, and 0) 5? 4H) fires straight up before raining back down. - 

In ie air, (C) e» ( fires straight, (D) (9) fires down at an angle, and D <> (Н) fires 

straight down. 


Legion Arrow adds big damage to combos long and short and is also useful for shooting 
down aerial opponents, punishing crossover assists, punishing guarded or whiffed hyper 
combos, or blowing through enemy projectiles. However, Legion Arrow is unsafe if 
guarded al close range, so only use it up-close if you know it is going to hit. Additionally, 
Legion Arrow takes time to reach far distances, so foes can punish it with a teleport on 
reaction. These drawbacks aside, Legion Arrow is a great hyper combo and is a staple of ~ 
Taskmaster's arsenal of attacks. If your adversary manages to jump over Aim Master L, 
cancel it inta Legion Arrow to counter their punish. | 


combo knocks your ane high 001003 


| Advantage ТГ 
if Guarded 


| Hard knockdown, each projectile has high 


‘employ АЮ Counter as a THC to continu 


priority durability point, can be mashed for 


additional hits 


priority durabili ly point, сап be mashed for 
additional hits 


Each projectile has 1 high priority durability | 


point, OTG-capable, can be mashed for 
та hits 


Hard Odo on "mm opponents, 
each projectile has 1 high priority durability 
point, OTG- capable, can be mashed for 


| additional hits 


Hard knockdown on airborne adversaries , 
each projectile has 1 high: priority durability 
point, OTG-capable, can be mashed for 


| additional hits 


ip r 
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ignore projectile attacks with Charging Star. Cancel 
into if from a forward dash for added distance. 


rr 


Increase the threat of Taskrmasters ranged aifacks 
wilh the halp of a crossover assist. 


Taskmaster is a well-rounded fighter who is effective at close or far range. The damage 

and range of a fully charged Aim Master is enough to make Taskmaster a serious threat at 
fullscreen, while the utility of Charging Star <2 + (9 ) and Web Swing G> + Û) come 
into play at mid to close range. If you have the life lead as Taskmaster, don't be afraid to sit 
on the lead while fighting from a distance with Aim Master. 


A large portion of Taskmaster's effectiveness is owed to Charging Star. With à mere 

6 frames of startup, Charging Star is faster than most characters’ WY and (2) basic 
attacks, and it is immune to low and medium durability projectiles while active. It also 
covers a decent amount of horizontal range that you can extend by canceling into it from 
a forward dash. Charging Star is special move-cancelable and can be chained into 

upon connecting. It also boasts great priority, and you can rely on it to blow through ап 
opponent's basic attacks and aerial assaults with ease. 


As a downside, Charging Star is extremely unsafe if guarded. Competitors can either punish 
with a full combo while it recovers or go for a throw since Taskmaster is usually right next 
to the opposing character if guarded. Taskmaster has a few options if Charging Star is 
quarded, however. You can delay canceling the charge's recovery with © asa frame trap 
for a would-be punish, though Ө is also unsafe if guarded. You can also cancel Charging 
Star into Aim Master L, which is punishable if quarded at close range and interruptable if 
charged fully. Your best bet is to cover Charging Star with a crossover assist. Crossover 
assists may be called during Charging Star's recovery, so you can cover Taskmaster by 
inputting c + G), HEEB ‚ Ө (ога special move) for a safe attack sequence depending 
on the crossover assist used. 


At long range, Aim Master is your primary go-to attack and can always be canceled into 
Legion Arrow for a combo as long as it is hit-confirmad early. Aim Master L reaches 
fullscreen and is great for forcing your opponent to make a move. Clearing the floor with 
Aim Master L, air Aim Master M, and a ranged crossover assist forces your adversary to 
either burn meter in an attempt to retaliate or attack from the sky at an angle. Once your 
rivals start jumping to avaid Aim Master L, you can start using Aim Master M and air throws 
to keep them in check. You can have Taskmaster Legion Arrow OTG off any air throw, and 
you can even OTG with Aim Master H into a combo if the air throw Is performed at normal 
jump height. lf you have a life lead, there is no reason to risk getting close as Taskmaster; 
simply sit on the lead and fight at a distance with Aim Master to maintain your lead. Once 
your challenger is lured in, change it up by countering with standing (3) , Web Swing, or 
Charging Star. 


— 





Taskmaster recovers before the arrows from Arm 
Master H rain down, allowing you to go in for a 
mix-up. 

At mid range, you can use Web Swing as a means of starting offense. Web Swing is similar 
to Charging Star in that it launches Taskmaster forward, has good priority, and can be hit- 
confirmed into a combo. You can also perform Web Swing in the air, so it is commonly used 
in air combos, It recovers in the air, allowing for combos or continued pressure from the 


=m 


Taskmaster js vudnerabie to air throws after Web 
Swing, sp cover it with а crossover assist. 
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air when quarded on the ground. Crossover assists can be called at апу time during Web 
Swing like a basic attack, so use crossover assists to pin opponents down after they guard 
Web Swing, then fall with air @ to keep the pressure going. This technique is also great for 
setting up unquardable attacks with a low crossover assist: time your Iow-hitting crossover 
assist so that it hits at the same time as a falling air (a) follow-up to a guarded Web Swing. 
This attack is punishable by air throws, however, so be careful when using it without the 
cover of a crassaver assist. 


You can only perform Web Swing once in the air, so don't rely on it to keep Taskmaster in 
the air for long periods of time. However, using Web Swing on the around does allow for 
another Web Swing upon recovery, since the ground swing does not use up the one aerial 
Web Swing that you are allowed. Web Swing can also be canceled into Aim Master (see the 
Advanced Tactics section for details). 


Aim Master H becomes a threat at mid range, as well. Taskmaster recovers before the 
arrows of a charged Aim Master Н rain down, so they can be used as a means of setting 
your rival up for a Web Swing, Charging Star, or wavedash to get into striking distance, The 
arrows from a fully charged Aim Master Н all fall in a slightly different position, creating a 
spread that covers a lot of ground. Use a crossover assist to protect Taskmaster during the 
startup on the charge, then follow the arrows with a dash into melee range. You can react to 
Aim Master H if it connects with Charging Star for a combo, as well. 


At close range, Taskmaster' s crouching iL] 
is a safe way to attack. It has long reach and 
starts up in a speedy 5 frames. Any chain 

of basic attacks started from crouching 

can always be chained into Charging Star 
for a combo. If guarded, you can either 
continue with a ground chain covered with 
a crossover assist, or mix up between 
another crouching ® or throw attempt. 
Standing (M) and ÛD are great attacks, as 
well, The range and priority of these attacks 
is attributed ta Taskmaster's sword, and they are not easy for your adversaries to deal with 
at close range. 





Fou can foliow any of Taskmaster s throws willl 
Legion Arrow ОТО. 


You can follow either of Taskmaster's ground throws with Legion Arrow OTG, adding ta 
Taskmaster's already strong up-close options. Dash in, cancel the dash with a crouch, then 
attampt the throw. If you think your opponent might attempt to counter the throw with a 
quick attack, use crouching (B instead for a counter-hit. Competitors trying to jump away 
from the throw attempt are tagged by crouching CES] during the jump's startup frames if 
timed correctly. Attempts at jumping away from a throw attempt are also stopped with an 
air throw. 


Charging Star has added uses at close range. Take advantage of its priority by blowing 
thraugh your adversary's attempt ta fight back. You can cancel into Charging Star from amy 
basic attack, and you can use it after baiting your rival's attack for a counter-hit. Appear to 
be vulnerable during the recovery of a slower attack (such as standing (а? ), then interrupt 
your opponent's punishment attempt with a delayed Charging Star. Once your target fears 
Charging Star, you can get away with using slower-recovering moves and attack strings that 
are otherwise punishable when guarded. 


Canceling from a basic attack can also be used with Web Swing, though it is better used as 
a means of keeping your offense flowing rather than starting a combo because of its slower 
startup. Cover the swing with a crossover assist, then continue pressure with a falling air 
la, which puts Taskmaster into position for a crouching (B or throw mix-up. Web Swing 
is also a great alternative to Charging Star since it is better suited for combating advancing 
guard. Incorporate Web Swing into your offanse to stay close against foes who constantly 
use advancing guard. 


In tha corner, Taskmaster's melee attacks are only harder to deal with. All throws become 
more difficult for challangers to escape from, and you can use Web Swing to keep 
opponents from using advancing guard for breathing space. The ranges on Taskmaster's 
basic attack and Charging Star are also great for keeping the pressure on cornered 
competitors. The usual crouching (B or throw mix-up is also applicable in the corner. 


СВ. ©, ©,@,> = @, ARO, ©, > 2 @, ©, ©, ©, LAND, ST. © (2 HITS), ©, + = @, DELAYED © ==> FORWARD 


SUPER JUMP, ©, ©, @ (2 HITS), > = @, ©, ©, ©, 
(X8) (MASH @) 


665,000 damage, 40% meter gain 


LAND, VERTICAL JUMP ¥ м > 2 @ (CHARGE) ==> # u +» & 


A standard bread and butter combo, this combo always carries the opponent to ihe corner, 50 alr + м =» п DE always connects. When chaining into «m np (Н), you must perform 
it very late to ensure that your foe never drops behind Taskmaster. If you are having problems with it, going straight into (5) after standing МЇ (Н) works, a5 well. 
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JI. FRONT OR BACK THROW, ¥ « > 4 c D® (MASH ] 
396,500 damage, 92% meter loss 


Taskmaster can perform Legion Arrow after any throw, The timing on this combo isn't very difficult; just be sure to input MG) slightly affer V u >A so that Taskmaster is off the 
ground when the hyper combo is performed. Pressing WMH) too early might result in an accidental grounded Legion Arrow, which is easily punishable. 
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FRONT OR BACK AIR THROW, & % > © @ => + u > e MO (MASH Ө) 
419,000 damage, 88% meter loss 
Though Taskmaster can combo off an air throw with air ¥ ك‎ + ex ®, land, = 4 H), the strict positioning and timing required make this impractical for regular use. Furthermore, 


performing Legion Arrow right away does comparable damage to a launch combo off an air throw anyway, though it builds na mater. If you have no meter to spare, go for the launch 
combo. Otherwise, use this combo as your main air throw combo. 





Ї/. (AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR ©, ©, @ (2 HITS), > с @, ©, @ (2 HITS), ©, LAND, ST. © 

(2 HITS), ©, = © ©, DELAYED © ==> FORWARD SUPER JUMP, AIR ©, ©, ® (2 HITS), > (9), ©, ©, ©, LAND, 
{WHEN MIDSCREEN, FORWARD JUMP, AIR & u > © (MASH 63)) OR (WHEN ENEMY IS CORNERED, VERTICAL JUMP 
Vw o (CHARGE) => Ф м > c O® (MASH Ө)! 

617,000~654,900 damage, 17~29% meter gain 


The angle of air QD) makes ita great attack to use against an aerial opponent as anti-air, such as when a new character is coming in after a K.O. The version of Legion Arrow used at the end 
of the combo depends on positioning. Use DO in the corner and (САН) midscreen. 





/, (AGAINST AN ENEMY'S ATTACK) ¥ ж + © (D OR ©, FORWARD JUMP, AIR ¥ u > © ОЮ (MASH 6) 
400,700 damage, 90% meter loss 


Even though Legion Arrow may miss several hits if your competitor isn't hugging a screen edge, this combo is still useful for capitalizing off a successful Guard Master. Note that you can 
also pair this cambo with Aegis Counter for 427,700 damage and 200% meter loss. 





її. (WHEN ENEMY IS GUARDING) = & а 2 (B) E» (H) ext» qu mt @= @=> (rt^ & w- oH => {IF ENEMY 
IS MIDSCREEN, ¥ u + л = OM (MASH @)} OR (WHEN ENEMY IS CORNERED, ¥ м > © O0) (MASH @)} 


452,100 damage, 78% meter loss 


This is Taskmaster's standard unblockable combo. It memorizing the sequence of attacks is too troublesome for you, the Head Butt follow-ups can actually be mashed with continuous 
presses of Œ and (Н). Even then, it's still important to input V. tu e» x» H) after the fifth hit of the combo, 





ЇЙ. CR. (0), ©, ST. @ EM FORWARD DASH, CR. ©, ®, > 2 ®, AIR ©, + 2 ®, ® (2 HITS), DELAYED ©, LAND, ST. 
© (2 HITS), @, DELAYED + © @, © ==> FORWARD SUPER JUMP, AIR ©, ©, @ (2 HITS), > > ©, ©, ©, LAND, 
VERTICAL JUMP, + м > c O® (MASH @) 

1,066,200~1,425,600 damage, 58-116% meter gain 


If you need a guaranteed К.О. and still have X-Factor available, this combo is enough to К.О, most characters in level 1 X-Factor and will К.б, any character In level 3 X-Factor. Alihough 
Taskmaster's speed is increased during X-Factor, it's fairly easy to adjust ta the timing on the combo, despite the speed boost. 





1111. (IN OR NEAR CORNER) CR. ©, ©, ST. (9, + o @, © => SUPER JUMP STRAIGHT UP, AIR ©, @ (2 HITS), > © @ 
AIR ©, @ (2 HITS), ©, LAND, VERTICAL JUMP $ м +> © @ (CHARGE), LAND, + = (H) => ¥ ж > С ©, VERTICAL 
JUMP $ м > o @ (CHARGE) => ¥ а > o OM (MASH ©), LAND, ¥ « > и 2 OH (MASH €) 

877,500 damage, 95% meter loss 

Usually, performing = 4» in the corner during a combo causes Taskmaster to switch sides with his opponent, making it impossible to link two Legion Arrow hyper combos. With, 
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this combo, V ta => + (S) is used to end the combo with your adversary still in the corner, making the double Legion Arrow possible. Perform the second Legion Arrow ас soon as 4 
Taskmaster lands from the first one with a tiger knee motion. | i 2. 
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An option select is an input or New to 
series of inputs used to produce — Ultimate 
an advantageous outcome ina Marvel Vs. 


situation where several different Capcomdis 
things can occur depending on the ability 








positioning and the opposing to cancel Om \4 
player's action. Taskmaster has — Taskmaster's esp pag 
a few different option selects Web Swing into 
that are relatively easy to Aim Master or 
| Pu n TY Af : Е m m 1 ^a Web Swin canceled with maximum speed brings 
At close ange, go wi + С) fora back throw. You'lfeither gt When in throwing range of Canceling Web — 7.755, ase ln his oon an eae or ng 
DeL an adversary, go for a back Swing into Aim 
throw with «2 + (D. it Master makes for some interesting mobility options for Taskmaster 
positioning and timing allow depending on when the swing is canceled. 
for a successful back throw, Canceling Web Swing early provides only a little forward momentum 
then the throw gets performed. and can be used as a fake-out; cancel with Aim Master L on the 
If, for whatever reason, the ground or in the air at long range for a fake-out attack or at mid 
throw attempt is unsuccessful, range for offensive pressure. Canceling the swing as late as possible 
Charging Star gets performed provides a slight up-forward momentum and is a great follow-up to a 
instead. In addition, the <2 guarded Web Swing. At super jump height, cancel a Web Swing late 
input can possibly lead to with Aim Master M or Н to keep Taskmaster's air mobility fram being 
— guarding a quick mid-attack too predictable while adding another angle of attack from the sky. On 
or Charging Star! from your foe. This option select the ground, use the upward momentum of a late cancel to fire Aim 
is great to usa after your rival Master M al a distance. 
guards a crossover assist; press «i + @ the moment your opponent recovers from Canceling halfway through Web Swing is especially useful because 
the guardstun of a crossover assist. the middle portion of the swing produces the most forward 


In a clase-range air-to-air situation, press 5> + (D for an air throw attempt. Ifthe alr momentum. If performed correctly, Taskmaster gains the speed of an 
throw is unsuccessful, Taskmaster Web Swings instead, which can lead into a combo airdash and can travel almost the entire length of the screen! On the 


if connected or offensive pressure if guarded. This option select can be used on the ground, cancel Web Swing halfway with Aim Master L as а means of 
ground, as well, as an alternative to the Charging Star option select. approach. A charged Aim Master will not fire before Taskmaster lands 
Another air-to-air option select is performed wilh <P + (D ==> c> + (D. With this in this situation, so it is best to use only one arrow of Aim Master 


option select, you'll either get the back air throw or air @ canceled into Web Swing, It When performing the Web Swing cancel on the ground. At normal 
the air throw is performed, the cinematic of the throw negates the; + (D input, and jump or super jump height, cancel with a fully charged Aim Master M 
you can proceed to follow with Legion Arrow OTG. If you get the air (2) instead, il then 0" H depending on positioning. You can use a Web Swing cancel al 


gets canceled into Web Swing, which you can follow with a combo or added offensive maximum speed to quickly get in on your rival, and you can make this 
pressure if connected or guarded respectively. sale with a long range crossover assist. You can also employ it as a 


With all three option selects, Taskmaster has the advantage whether the throw is way to get Taskmaster aut ofthe corner. 


successful or nol. Learning to properly utilize these option selects is an Integral part Timing is crucial whan trying to produce the desired effect from 
of Taskmasler's game overall. Cover Charging Star and Web Swing with a crossover a Web Swing cancel. Once you've mastered this technique, 


assist if possible to limit your competitor's options in punishing these attacks. Taskmasler's mobility options are increased dramatically, improving 
his effectiveness overall. 


PBI 


GENERAL EXECUTION TIPS 


When performing pamana with air OQ, land, <î + @, the transition trom air © to «2 + @ must be done somewhat slowly. Let the 
entire animation of air G) go through before attempting any ground attacks 


(AFTER TAC) AIR ®, © ‚=> + ©, @, ©, LAND, ү 0227 + OM (MASH ®) ORY AST + MO (MASH ®) 








A + Ө "S + © ory + Ө TAC to Taskmaster - | 
VEU + @ => Чу с> + GM (MASH ®) 25 VERTICAL JUMP, AIR Y $3 57 + OO (MASH ®) 





CR. @,@, ST. O, c+ @ 30 G+ D => Ту cv» + @ (CHARGE)! X = 


Sequence in bracket may be looped 8 times = : Y | 688,400 damage | 
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“This is biographical, and does nol represent an evaluation of the 
in-game combat potential of this hero. 








ALTERNATE COSTUMES 


1,250,000 


Ghain Combo Archetype 2-Hit Limited 
X-Factor Boost ET speed 


| Level 1 (3 teammates remaining) 100% 
Level 2 (2 teammates remaining) 












































Level 3 (1 teammate remaining) 


Thor is a highly mobile throw-based character. Your goal when playing Thor is ta gel him 
close lo his opponent and force them to guess between a throw and combo starter. 


Thor is most effective at close range because; 


Mighty Hurricane can be used on the ground or in the air, and 
both versions lead to high-damage combos. This gives you 
another way to stop adversaries who attempt to jump away from 


Thor al close range 


His airdash and flight give him great air mobility and offensive 
options thal are unusual for a grappling-based character 


His Mighty Spark is too slow for a sustained ranged offense, and 
it also completely misses a large amount of crouching characters 


‘How do you establish and maintain close range with Thor? 

- Use flight and airdashes to pass over ground attacks and projectiles 
Use instant air Mighty Strike Lat mid range 

Use assisis to cover your approach 


|| Use Mighty Spark L against characters with little to no zoning 
fia cup to пет into ши toward Thor i 
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TUNING SINCE ORIGINAL MUCS 

Thor's Mighty Strike and Mighty Smash now take less time to charge and gain super armor 
when fully charged, which improves his offense and can make it difficult for unsuspecting 
opponents to counter these altacks. His combos now deal even more damage due to 

Mighty Tornado gaining extra damage when mashed. Mighty Punish now has 100% startup 
invincibility, making it much more effective as a defensive move at close range. Не can по 
longer be hit out of this hyper combo during the first few startup frames as he could before. 


( attacks do not push the enemy backwards as far 
Mighty Spark now causes more hitstun against airborne opponents 


Charged Mighty Strike startup reduced. Fully charged version gains one hit of 
super armor from frames 26-44 


Charged Mighty Smash H startup time reduced. Fully charged version gains 
one hit of super armor from frames 32-48 


Mighty Tornado is mashable for extra damage 


Mighty Punish is now invincible from frames 1-6, has more active frames, 
and knocks the enemy down for a longer period of time 
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Attack Set 


standing Basic Attacks 


Screen Command Hits Damage MeterGain Startup ШИНЕ Recovery 


ВАЛЕ Advantage if 


n Hit Guarded Notes 











| 2 | standing @ 
[3 — sand 
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Crouching Basic Attacks 
Advantage Advantage if Notes 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded 


eee ши ипи т-нин 
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[ENSE end wwe NN 
لل‎ RECON Low attack, knocks down 
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Ground Special Hee 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded 


i Ө (while standing or 110.000 iar | Launcher, not special- or hyper combn- 
| crouching) s | | cancelable 
nio j* F P" ia = 








Air Basic Attacks 


screen Command Hits Damage Advantage Advantage if 


startup Active ‘Recovery on Hil Guarded Notes 


Meter 
Gain 


ee | +16 ~ Overhead attack 





Ke 100,000 | 800 тетт - ЕРЕ | дё 





иии ee 


сны —— Ж. 











Air Special Attacks—Flying Screen and Air Exchange 
мг@ causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (5) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus © are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


Screen Command Hits Damage meler Startup Active Recovery ania үйө Notes 


| WEST isc è І Causes hard knockdown if used in launcher 
e IE: emm 


Ba 60,000 [m 5 | 4 | Until m Tags in next available ally while lofting 















ponent upward 
P ; 13 4 Tags in next available ally while causing wall 
| Air ог<п + ©) (during launcher combo)| & sal qc | bounce, erases 1 hyper meter bar from foe 


50,000 e E Tags in next available ally while causing ground; 


Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemplively toss 
opposing characters out of their offense. Combos are usually possible after throws, опе way or another. 


Screen Command Hits Damage MeterGain Startup Active Notes 


Ic» + (D (ground) m 80,000 Throws foe upward, then hard knockdown — 
<a + @ (around 80,000 SSG ee | Se an | Throws opponent upward, then hard knockdown 
c» + (D fair) 80,000 800 EELS Throws adversary directly under Thor, hard knockdown 


«n + @ (air) Го [emo | &o | 1 [t | Throws rival directly under Thor, hard knockdown 
As)a/Partner—Crossover Assists 









[Fre] Crossover | Recovery Recovery 
Screen Type Combination Description Hits Damage mear Startup Active (this crossover. (other Notes 


Hyper Combo assist) partner) 


T : - = Aas ae | 7 Initial spark lasts 20 frames, beam durability: 3 
EE Ny , dei Mighly Spark Мі 7 | Di y 2 PES E i rd 
I: Thar—tx | Mighty Thunder Му |е Мт 114,100 | 167 124 frames icy ees priority durability points — — 
Tho— siejo - 


Г 7 "m Mighty Strike |, ple i | x Nullifies low and medium priority projectiles 
Mighty Tornado M ia alli APR | during active frames 


= 
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Thor—( is a fairly strong beam attack, and the slow startup can be less important If used for the purposes of augmenting a character's zoning game or filling in gaps oi an offense. The 
slow startup does make it somewhat Ineffective al covering a character's approach at fullscreen against a zoning character. and it can be easily punished. 


Thor—B causes ground bounce, automatically making it à useful combo tool, especially late in combos when hitstun decay is a major factor. You can use it late in combos to get in extra 
hits or allow hyper combos to connect when it would otherwise be Impossible, It also comes out fairly quickly and has a large amount of active frames, so you can employ it.at close range 
to fill gaps in your offense. 


Thor—y nullities low and medium priority projectiles during its active frames. but Thor illes forward at an upward anole, making it less than ideal as a projectile-clearing tool. You can 
utilize itas an anti-air, but itis slow to come out and lacks any invincibility. The weird positioning it leaves the opposing character in also makes it difficult to use as а combo tool. 


Snap Back 


Advantage Advantage 


Screen Command Hits Damage AA Gain Startup Active Recovery "o uw if Guarded 
: | en nnn 1500- (-1 hyper : | б 
т [osu + mmm | 1 | soon ч 2 |2| Û — | 





Notes 
On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 





| Screen Мате Command Hits Damage MeS" startup Active Recovery vantage Advantage Notes 


| Gain оп Hit if Guarded 
Б Mighty SparkL | 541 с + @ 12 










Initial spark lasts 10 frames, beam durability: | 
1 frame x 5 low priority durability points 

Initial spark lasts 20 frames, beam durability: 
З irames x 5 low priority durability points 
Initial spark lasts 30 frames, beam durabilily: 
5 frames x 5 low priority durability points 
Initial spark lasts 10 frames, beam durability: 
1 frame x $ low priority durability points — 
Initial spark lasts 20 frames, beam durability: 
3 frames x 5 low priority durability points 











Mighty Spark M — |y € c» + @ [у 23 ERE +16 +12 
Mighty SpakH e> + O 154,000 | 2648 +18 +14 
























OTG-capable, fully charged version adds 
more hits and hitstun and gains super armor 
for frames 32-48 
fe Knocks down, nullifies low and medium 
Mighty Strike L | | priority projectiles during active frames, fully 
(Can be charged) 175,900 charged version gains 1 hil of super armor 

| | from frames 28-44 and extra hit — 


Knocks down, nullilies low and medium 
priority projectiles during active frames, fully 
charged version gains 1 hit of super armor 
from frames 28-44 and exlra hit 


я Knocks down, nullifies low and medium | 
Mighty Strike H : | priority projectiles during active frames, fully 
(Can be charged) 3 175,900 17 | charged version gains 1 hit of super armor 

| from frames 28-44 and extra hit 


















Mighty Smash H 
(Can be charged) 


203,700 |1840- 


=F | 528 100 | 2160 








































Mighty Strike M 


133,000- | 1121 
(Can be charged) i 


175,900 































| Knocks down, nullilies low and medium 

priority projectiles during active frames, fully 

charged version gains 1 hil of super armor 
irom frames 28-44 and extra hil 


15-1 ш n | Knocks down, nullifies low and medium 
SES grounded, „qı, [priority projectiles during active frames, fully 
(in aij oV £2 + ‚900 | then 11 frames charged version gains 1 hil of super armor 
| recovery) from frames 28-44 and extra hil 
15-1 (or until 
grounded, 












Air Mighty Strike L 
(Can be charged) 


133,000- 
175,900 
















| Air Mighty Strike M 
(Can be charged) 





















Knocks down, nullilies low and medium 
priority projectilas during active frames, fully 
charged version gains 1 hit of super armor 

from frames 28-44 and extra hil 


Air Mighty Strike H | 
(Can be charged) | (nai mV Z2 + @ 


Ea TED [am 
nao" |су + @ |1 me 
None H 180.000 | 
o [wwe [peeso | 
mem уо «юшин | 
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Charges hyper meter by 40 points per пате, 
can be canceled into from special moves 












Mighty Smash. You can use Mighty Smash 
to punish projectiles at medium range. All 
versions are unsafe if an opponent quards 
this attack while airborne. Mighty Smash L 
causes hard knockdown and is safe when 
guarded against most characters. Those 
with 4 frame attacks can punish Mighty 
smash L. 


Mighty Smash M causes both ground Г 
bounce and a hard knockdown, making = = TA. _ ا‎ 
it very useful both as a combo starter and a combo tool. However, this version is easily 
punished and should not be used recklessly. 





Th, 
Seal arii, aS See ъа 


Mighty Spark. Mighty Spark is mainly used to combat enemy zoning and to zone out 
opposing characters with little to no zoning capability. Mighty Spark L has the fastest 
startup and is overall the most useful version for all purposes. Mighty Spark М and Н have = Mighty Smash H's most important aspect is that it is OTG-capable, allowing you to combo 


lengthy startup and active frames, but all versions have very little recovery. All versions into Mighty Tornado after a hard knockdown, This is also the safest version of Mighty 
leave Thor at a frame advantage on block or hit, and if connected at close range, they сап Smash, leaving Thor at a significant Irame advantage if guarded. It also gains one hit of 
lead to a full combo, Be aware that most mid-sized characters can duck under Mighty super armor if fully charged. These two attributes also make this a good mid range attack 


Spark, and some smaller characters can even avoid it while standing. in anticipation of an opponent using a projectile or beam attack. 














zoning characters. However, the ground 


Mighty Strike Mighty Strike nullifies low and m priority projectiles and beams Nem active frames, making it a mm tool for combattin nm + QD Instant air Mighty Strike L 
nstar 


versions of this attack have high recovery and are all easily punishable, To avoid this, use instant air versions of this attack using the input <a 


is particularly effective, allowing Thor to progress forward through projectiles while remaining relatively sale. All versions now gain one hit of super н when fully charged, making this 
attack an even more effective mid range tool. 





Mighty Hurricane: This is Mighty 
Thor's command throw Speech. / 
that makes him deadly This special 
at close range. Mighty move 
Hurricane L has the most increases 
range but sacrifices your team's 
startup speed. Range hyper meter 
decreases but speed as long as 
increases as you progress the button 
in strength of attack used, is held | 
with Mighty Hurricane down. This 


Flight Fig ht allows Thor to A airborne 
for 1.5 seconds (90 frames). During 

flight, the normal restrictions on specials 

or airdashes during airborne periods 
disappear, which allows Thor to airdash 
repeatedly in midair. Realistically, about four 
to six airdashes are possible before flight 
ends. You can use this technique to quickly 
advance or retreat across the screen. 


H having only one startup frame but requiring Thor to be right next to 

his target. The fast startup on Mighty Hurricane H makes it an excellent 
punish against unsafe moves or adversaries who attempt to leave gaps in 
their offense. You can also use this attack to cancel the recovery of your 
basic attacks and grab competitors attempting to punish them. 


move has significant startup and recovery, so it's best used 
when there is no risk of being attacked, such as after a hard 
knockdown. This move can be very useful if Thor is being 
played as a meter builder, or if you choose to forgo ending 
combos with Mighty Tornado and instead opt to end them 
with hard knockdowns that give Thor ample time to charge 
meter. 












Я Screen Мате Command Hils ШИШ Startup Active | Recovery ‘Advantage eed Notes 
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Mighty Tornado 321,600- 
(in air OK) 


aay [ Mighty Thunder | 383, 7 00 
== | Moy Punish 2р Й Bp + I3 | 310,000 | 






















is mainly 
used 
tor OTG 
combas 
when you 
do not have 
time to land 
a Charged 
Mighty 8 Smash Н to ÖTE, s such as after ‘Mighty Smash L, 
“since vou can hyper combo cancel to Mighty Thunder. You 
Can also Use il against competitors who are trying to super 
"Jump toward Thor or adversaries attempting to use an 


yecalise it can be performed in the air, as well. The 
fided ver т pronants to fall until grounded, | 
ng it very useful 1 ; Thor's aerial version _ 











Final hit knocks down for grounded version, 
beam durability: 15 frames x 1 high priority 
durability points, can be mashed for 
additional hits : 
DIG сара, knocks down, each projectile 
igh priority durability point 


Frames 1- b invincible, throw 
Mighty Punish, 
This move now 
has tull startup 
invincibility, 
making itexcelient 
on defense as 

well as offense: 
You can employ 

it to punish any 
apponent who 
uses a hyper 
combo at close range, as Wall as stop your rivals from 
becoming predictable with their offense. Unlike Mighty 
Tornado, you cannot follow up with a combo alter this 
throw. However, you can THG just as the last attack hits, 



























ofthis move allows challe agers to air recover, Mt Thr aerial zoning game: which results in a very damaging THC combo. Since there 
COVES e pud are only two hits in this hyper combo, you can also cancel 
Eur e xin into а non-physical hyper combo, such asa power-up 
IES a ) like Walverine's Berserker Charge, that allows you to then 
EE piss i ей follow up with a very damaging combo! 
M =, , hir 
Ea H н 


Thor relies on getting close to his opponents to become а true threat, and this frequently requires help from crossover assists. His own assists, while 
decent, аге not among the best in the game, making him less than ideal as an anchor. Instead, consider Thor for a meter builder or meter user for 
your team. Thor is actually a very good meter builder and point character ii you choose to forgo some damage in order to build some meter using 
Mighty Speech or attempting a reset combo, and his Mighty Tornado can easily THC into another hyper combo for big damage. 


Since Thor must be at close range to he effective, most characters with strong zoning capabilities will attempt to keep him at long range most of the 
time. Luckily, Thor has more options than your standard "grapplar" to combat zoning, and he is surprisingly mobile in the air. 





At long range, you can use Thor's Mighty Spark to combat enemy projectiles. You can have Thor spam Mighty Spark L remarkably fast. The only 
reason this is not a reliable zoning tactic is that most characters can completely avoid Mighty Spark by ducking. Against the unfortunate few 
characters who cannot duck Mighty Spark, spamming Mighty Spark L at fullscreen can very effective at controlling the ground space and foreing the 
opposing character to take to the air. 


Thor's Mighty Spark is good fer combating 
projectiles and would be a good zoning tool if nal 
for (he fact thal most characters can crouch under 
Ihe Беат. 
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КО Must be done at abou! normal jump height. Ideal reset combo after OTG Mighty Smash Н 


T ^ 


Ист. @ can chain to Mi 


Battle Plan continued 


Against characters with a strong ground-based 
zoning game, you can have Thor jump, then 
dirdash up and utilize his flight mode. This 
brings Thor to super jump height, but since 

he only used a normal jump, you can still call 
assists at any time during this airborne period. 
From here, you can very quickly close the 
distance with Thor by airdash canceling quickly 
across the screen. Once Thor enters flight, an 
example input would be eJ. + brin 7 
$i + DG . All these inputs are done very 
quickly, and if dene correctly, Thor zigzags horizontally across the screen. You can cancel any of 
these airdashes and flight mode by pressing air С) to have Thor fall toward the opponent with 
а high priority air attack, or use Mighty Strike M if you suspect your competitor might aitempt to 
repel you with a projectile or beam attack. 


At mid range, Thor gains different options 

for approaching. One potent option against 
characters who rely on projectiles and 

beams is to use an instant air Mighty Strike 

L by inputting «c + (B this 
causes Thor to perform air Mighty Strike L 
immediately after leaving the ground. Not only 
does this attack plow through any projectiles 
or beams during its active frames (except 
hyper combos), but it also leaves Thor ata +2 
frame advantage (+14 if you can manage to 
fully charge Mighty Strike). IF it connects, you 
can continue into Combo I. If it is blocked, 
you can continue into a three-way mix-up 
between air @ as an overhead attack or landing and going directly into crouching (B tora low 
attack (both lead to Combo 1), or landing and attempting to throw with Mighty Hurricane (which 
leads to Combo III). Do not become too predictable with Mighty Strike L, however, as opponents 
can jump to guard the attack while airborne, This allows your rival to recover immediately upon 
landing, leaving Thor at a massive frame disadvantage. 


Malam air Mighty Strike L is patent at mid range, 
plowing threugh projecties during Hs active lames, 
leading info a combo if if cannacis or leaving Thor at 
a frame advantage if il gels blocked 


Another strong option for Thor at hath mid-range and short range is to utilize his 8-way airdash 
lo create a very fast overhead attack while gaining a short distance very quickly, called a triangle 
jump. To do this, forward super jump, then immediately input 1+ 25 then A9 . This 
method of triangle jumping is faster than simply doing a normal jump due to a height requirement 
of Thor's airdash. A normal jump would require 11 frames to reach the height requirement, while 
а super jump only requires five frames. If air @ connects, you can continue with Combo I. If 
your competitor manages to guard air © , you can apply mix-up pressure by following up with 
either cr. 43 or Mighty Hurricane, forcing your adversary to guess. Thor's air @ has а large 
hitbox that allows it to be used in cross-ups. This makes Thor the only character that can 
easily threaten with both triangle jump overheads and cross-ups! Force your adversary to 
guard a crossover assist, then mix-up a triangle jump from a backwards jump to stay in 
front, and from a straight up jump to cross-up. 





: GENERAL EXECUTION TIPS 








Once you have had Thor achieve close range, you'll need to discourage your opponent from 
jumping away from him. Do this by utilizing crouching (B оп! your foes during their pre-jump 
startup frames, or follow them with a jump and grab them with air Mighty Hurricane leading into 
Combo IV. Once you have trained your opponent to stay on the ground. you can attempt Migtity 
Hurricane grabs while they try to block. 


Unfortunately, nearly all of Thor's basic attacks are punishable when guarded, Luckily, Thor 
possesses а few ways to compensate for this weakness. One method is to bait а punish attempt 
with a slightly delayed chain into a stronger basic attack, such as standing ta . This becomes 
extra potent with the use of his Kara Mighty Hurricane (see the Advanced Tactics section for more 
info). If Thor is close enough, you can delay canceling into Mighty Hurricane or Mighty Punish to 
grab challengers as they attempt to punish Thor. You can also cancel inta safe special moves like 
Mighty Spark L. 


Once you manage to land а combo, you can 
forgo finishing with a hyper combo to take a 
chance at a reset combo. Thor has two main 
set-ups for resets. The first set-up involves 
finishing an aerial combo with air Mighty Strike 
L, then airdashing2 toward your opponent. 
This puts Thor in a perfect position to apply 

а mix-up regardless of which way his rival air 
recovers, You can go for air Mighty Hurricane 
to lead inta Combo IV. The only escape for 
your adversary is for them to attack with a fast 
or invincible attack. If you suspect they might 
eot to go after you with a fast attack, you can counter this by attacking with O O => 





Liljlize resets fo save meter and intlict massive 
damage on your opponent. 


enm (v) and cancel into Mighty Tornado if the attacks connect. 


Another reset set-up is io use Mighty Smash Н after a hard knockdown, then forward super jump 
followed by an immediate forward airdash. Fram here, you can either go for air Mighty Hurricane 
into Combo IV if you think your opponent might attempt to guard or execute air (9 , 
«nw @ if you think they might try to attack. At this height, it can be converted into 

a full combo, as well (see the first combo in Combe Appendix). This works better in the corner, 
since your rival can escape either of the above options by air recovering backward at midscreen. 


Defensively, Thor has decent options. Aside 
from utilizing advancing guard to give him 
space, Thors throws can give the opposing 
character a reason to think twice about attacking 
Thor at close range. His Mighty Hurricane H 
has a lightning-fast 1 frame startup, meaning it 
can punish any gaps your competitor leaves in 
their offense if they are at close range. Similarly, 
Mighty Punish now has full startup invincibility, 
and unlike most other throw hyper combos, it 
requires only one meter, allowing you to THC 

if you happen to miss the throw. It also has no 
post hyper combo screen freeze startup frames, making il impossible for adversaries to react after 
the hyper combo screen freeze. This makes it an extremely useful defensive move both for stopping 
predictable attack patterns and for punishing reckless ground-based hyper combos at close range. 
Even outside of Thor's grab range, you can usa Mighty Punish defensively with its invincibility 
frames to THC into а more appropriate hyper combo. 





Ё — کک ا‎ анны Rc m 


Mighty Punish has full startup invincibility now, 
Enabling if to put а quick halt іо an opponents offense: 





After © launchers, bring your air combo early but delay follow-up hits slightly if you intend to end with air © hard knockdown into OTG fully charged 


Mighty Smash H 


| When canceling into Mighty Tornado, doso as soon as possible, or else opponents may air recover before Mighty Tornado connects 


maximize. your chances of connecting the attack for a combo 
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nked into another cr. (B , allowing a full combo 
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) can be used to bait and counter hit punishes against a blocked cr. (B 
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OLD C UNTIL FULLY CHARGED) > 








US 5S (MASH ©) 





^ "Linking attacks after Mighty Spark can be more difficult than chain combos: If you are having trouble, press the follaw-up attack button twice rapidly to 


AGAINST AIRBORNE OPPONENT) AIR ® © > O + ( (2 HITS), LAND, CR. © > 62 0 + 0), © => FORWARD SUPER JUMP, 


A 














774,200 damage, 25% meter loss 











> FORWARD SUPER JUMP, AIR), (9), ©, ©) LAND OSA O 


> FORWARD SUPER JUMP, ARO б} OES GOL ©) 









COBRE Ges» U + MW, © => FORWARD SUPER JUMP, AIR), б), ©, ©, LAND, OS + © 








UT He 


— Ea — —— à 


СВ. O, @ => >» & щ o O, © => FORWARD SUPER JUMP, AIR O, MOS «фи 2 + ч > с B® 
(MASH @) 


726,400 damage, 31% meter loss 


This is Thor's go-to combo against a ground-based foe, and it's ideal for following up triangle jump alr or Mighty Spark L. Mighty Tornado must be canceled immediately following the second 
hit of air Mighty Strike L, or your opponent will be able to air recover, If this is difficult, vou may cancel Mighty Strike L to Mighty Tornado after only one hit for a minar damage and meter 1055. 
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ATE m qp cm Pe шаі Т1 наа r E E E 1d. کے و‎ El I RAD. چ‎ Eo аГ oem T me imm „шш == ا ق‎ ыйы; 


+ ¥ x о O (2 HITS), AIRO, LAND, ST. O => > щ 2 ©, © exc FORWARD SUPER JUMP, AIR O, Ù, (E) ==> 
+40 © @ (2HITS) => 4+ а >» о G@ (MASH Ө) 


680,100 damage, 23% meter loss 


This combo can be somewhat difficult to perform due to some precise timing at a few points. The ИД is immediately following the first air Mighty Strike L. Thor recovers while still 
airborne, allowing him to connect with air ©. He then lands almost immediately after connecting alr B 
Smash M. This must all be performed very quickly, or your opponent will air recover. 


„allowing you to immediately follow up with standing canceled into Mighty 


а { IE TEIEL—LILCEECUIDCO WIS ъала mI ТЫЫ ЕЗ Sie ee 








wt + © @, СВ. (D, @ (3HITS) => +4 w о Q, @ => FORWARD SUPER JUMP, AIR ©, ©, @, ©, LAND, 
> ч © @ (HOLD @ UNTIL FULLY CHARGED) => ¥ u + © (MASH &3) 


566,500-616,500 damage, 12-7% meter loss 


Thor's Mighty Hurricane allows you to follow up with a full combo. making his mix-ups мегу potent. Thor should have ample tima to fand сг. (D) after recovering and converting into the 
full combo. You'll want to delay the timing on the Ww, М, (©) chain slightly so that hits as low to the ground as possible, allowing fully charged Mighty Smash H to hit. Charging 
Mighty Smash Н is necessary to enable Mighty Tornado to connect after the ОТС, you сап forgo the 44 after the Initial cr. (C) to get slightly more damage but less meter. 


Sie D —— en ee =a ADHERE r7 e ۲ = Iz = Cane xc rh hs ü LE = тж; сыр 
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(AGAINST AIRBORNE OPPONENT) AIR >»  * # « © @, CR. (B x^ > ¥ u 2 ©, © e^ FORWARD SUPER JUMP, 
AIR OD, ©, ®, ©, LAND, > ¥ *« = @ (HOLD @ UNTIL FULLY CHARGED) ==> ў u» 2 (MASH ®) 
664,200-714,200 damage, 23%-18% meter loss 


When you are performing air Mighty Hurricane against airborne adversaries, opponents bounce higher than normal, giving you enough time to have Thor land a much more damaging 
Cr. (H) and better scaling into the rest of the combo, making the air Mighty Strike L an overall better finisher unless you olan to THE. 


GROUND THROW, CR. ©, © => >» ¥ w 2 O, © => FORWARD SUPER JUMP, AIR O, ©, ®, ©, LAND, +¥ = = @ 
(HOLD @ UNTIL FULLY CHARGED} ==> ¥ м > + @@ (MASH Ө) 


428,200 damage, 20% meter loss 


You don't need to use Thor's basic throws often thanks to his powerful command throws, but you can easily follow up his ground basic throws exactly the same way Thor does his Mighty 
Hurricane. However, this combo deals less damage because of basic throw damage scaling, 


CR.©,@=> = фа 00,6 FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, > * ч = (B) 
(HOLD @ UNTIL FULLY CHARGED) jum (MASH } 
701,200 damage, 23% meter loss 


Here's an alternative version of Combo | that is superior for THC combos because the ground-based version of Mighty Tornado causes opporents To fall until grounded. Delay the launcher 
chain combo long enough so that you have enough time to fully charge Mighty Smash H. 








SGA 7 ТУО CE Thor can use the initial forward momentum of some of his attacks to increase the range of 
| ф Aust £s CER S Pg Ate) his Mighty Hurricane. Thor has two basic attacks that are worthwhile for this technique. 
ELO We E = Э! The first is standing (D . which moves Thor forward a moderate amount of distance, The 


technique is performed hy pressing standing O , then immediately inputting the mation 

c» r2 <a + O . И бопе correctly, Thor begins swinging his hammer but cancels 

the attack into his Mighty Hurricane just before it hits. The other basic attack is crouching 

(O . This attack grants far greater range when canceled into Mighty Hurricane, but the 

Using kara-cancels wih Thors базіс С) attacks can greatly increase the range of your Mighty Hurricane, timing for the kara-cancel is less forgiving than standing © . Utilizing this technique can 
allowing Thor to threaten with these fram even Jarther away. give let you grab opponents who thought they were al a safe range from Thor's Mighty 

Hurricane. Furthermore, since standing and crouching (D chained from crouching Q is 
a natural counterhit set-up, just the animation of Thor swinging his hammer can make adversaries instinctively block, allowing Thor's Mighty Hurricane to connect, 
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WOLVERIN 


“YOU WANNA TRY YOUR LUCK 
AGAINST THE WOLVERINE?” 


dames Howlett Adventurer 





A specialist in close-quar А combat, 
Wolverine’s healing factor gives him that extra 
edge in а fight. In addition ta.hris fighting 
abilities, he is also fluent in multiple languages. 


T coated in virtually Indestructible eur 
adamantium, which he can freely release from SA 
both hands. The claws are part of his skeleton, 

whieh is also coated in adamantium. > 









Beneath his gruff and crude exterior lies a noble | 
spirit who genuinely treasures his comrades. 
However, in the face of his enemies, he is 
merciless, otten employing extreme measures ТА 
Als methods, | 
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FIGHTING ABILITY 


"This is biographical, and does not representan evaluation ol the 
in-game combat potential of this here 
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Chain Combo Archetype Hunter Series 





X-Factor Boost ETT di 


Level 1 (3 teammates remaining) 
Level 2 (2 teammates remaining) D 


Level 3 (1 teammate remaining) | : 


Your goal with Wolverine.is to get into close range with frame advantage. ideally with access 
to a crossover assist. | M 

When up close to an opponent, Wolverine gains access to his fearsome Berserker Slash 
ШЕЕ Since Berserker Slash has lost all invincibility in Ultimate Marvel vs. Capcom 3, 


Wolverine must now be at frame adva ntage to effectively prevent getting hil out of the 
ЕТИ 


Wolverine’s Berserker Slash is a self-contained mix-up: 


depending on the distance to the target and which version of the 
attack is performed, it can hit as either a cross-up ога frontal 
attack 


Berserker Slash cannot be Quarded correctly on reaction: the 
opposing player must commit to а guess — 


With the right circumstances, hitting with a Berserker Slash leads 


| toa full combo 


In most cases, a character cannot avoid the Berserker Slash 
mix-up by jumping; t the competitor simply gets hit out of the air, 
allowing you a free combo — 


- How. does Wolverine get into range to threaten with Berserker Slash? 


Using Wolverine's fast wavedash to cover distance safely, while 
: still being able to guard incoming attacks 


Normal jumping over threats that stop Wolverine f from 
wavedashing across the ground 


Advancing behind the’ tover of a А range crossover assist 


INS GUNG (OL eu Li YES) 5 
Many ans agreed that Wolverine was опе ai ine top inreg characte | 
Base pi use, high damage, апо InVvInciilé Herserker diasih comine то Mak 
tall kil VEI 
I hg larges change to Wolverine татарга invalves the Berserker Slash 
any sort of invincibility, WiC makes Wolverine players work MUCH he 
Tang Tange КИЛЕП: it alga TüTCBE T ПЁ 0 iB | j | 
tang rang Je аск and tactics. These players can constantly Press DUUONS While their 
character is lar away in an attempt to fake you out arr 


Fhe athar naior changes n M IURFIT H n а TEL ay are more 

Таб [REN substantial нган apeg ürasi C ally 0и ing Lu ME а 
"haracters in Ihe first IEW Отеп. пога maiti PAESE EUN 
Akuma—(, has also heer significantiy Weakened чо ге 

Wolverine 


Jn the flip side, Wolverine gains a ne 


Of DOWN MIS Berserker Barrage A and Раа! шам Wher comin 
slaonificantly! While Wolverine. [IAVYETS must Work пагоегто пих орропег 
Stil) Working with a Character inal nas ат ing TOONS 10 win ai a: пит 


| ER «НАЕ 4 t] P T m m : 
All invincibilily removed irom DESETKE + 


Berserker Dd age additronal 1115 now launtn ап opnangnt Intt 
Tornado Claw active and recovery frames tweaken 

Berserker Barrage A now car he mashed Tar апп inal Gamal 
Fatal Llaw now can tie master for additional damage 
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| Screen Command Hits Damage MeterGain Startup Active Rees Advantage Advantage if 
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Grouching)BasicyAttacks 


| Screen Command Hits Damage Meter Gain Startup Active Recovery vantage Advantage if Notes 
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MONI ЛАЧ ДЇ ЧЕ 


Screen Command - Hits Damage Меіег баіп Startup Active Recovery enna Avantage i Notes 








Launcher, nol special- or hyper cambo- 
| crouching) cancelable 


Iie Casi Maas 


Screen Command Hits Damage MeterGain Startup Active Recovery vantage sob Notes | 
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Attack 





Ar ©) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air © behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus G ае only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 
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Screen Command Hits Damage acar startup Active Recovery 104211808 ser Noles 


ue 8 вав «| ч 
Aid? + © (during launcher combo) e ا‎ 
n Aire ог<п + Ө (during re шо ж" 
NE 











Causes hard knockdown if used in launcher 
combo - Е _ 
Tags in next available ally while lotting 
opponent upward - | 

| Tags in next available ally while causing wall 
| bounce, erases 1 hyper meter trom їое 
Tags in next available ally while causing ground 
bounce, generates 1 hyper meter 
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Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Screen Name Command Hits Damage ME Startup Active Recovery КОШЫ: E Notes 


FR Ta (During st. & hit) @ e| 64,000 ль 3/3 ie 17/13 Pulls opponent toward Wolverine 
Ee 70,000 8/7 21/16 mmm Low attack, OTG-capable, soft knockdown 
EN س عد ب س | مس س سوس‎ 
Until || Staggers opponent on counterhit, ground | 
REE HE Т mae moe 





Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you сап also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 


Screen Command Hits а ДЕЕ Meter Gain Startup Active Notes 


60,000-100,000 | 600-1000 | 1 | 1 [Cante mashed for additional hits 
E 80000-10000. | 600-1000 | 1 | 1 |Canbemashed for additional hil 
.80,000-100,000 | 800-1000 nma Can be mashed for additional hits 
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XB а Partner—Crossover PELTED ES 


| [Fie Pe] HEELS Meter Recovery (this Recovery 


Hyper Combo п assist) partner) 


b X: Tornad 
Es Wolvering—«x | Fatal Claw Claw M 94.800 30/24 | 11/8 135/126 106/83 | Knocks down opponent 
| Berserker Attack automatic re-aligns ally in o osing — | 
| ê 9 Slash М Е JM Sun. | character's direction, knocks down opponent 
ls. ^. В 
he Ex mE | bulis da E з nr coo oc AD | He АН нн 
| 3 A 2E n e : | E | J^ ; z —— 


e Type Combination Description Hils Damage Startup Active crossover (other Notes 


x : Wolvarine’s crossover assist attacks were. fairly subpar in Marvel vs. Capcom 3. This hasn't changed much in Ultimate. 


For the most part, you'll want to choose Wolverine—‘y for the Berserker Barrage assist. It isn't great; but it candoa fairly decent job of keeping your opponent in blockstun long enough to 


—— Set up а strong offense: If it hits, it generally carries your target ton far away to continue a combo from it, unless the opposing character was in the corner. 


Some characters have. very specific combo requirements, stich as needing an assist that brings the opponent high into the air. Dante's a good example of this, since he generally needs 
help Converting his airtheow into a full comba. For vary specialized situations like these, you may want ta look into picking Walverine—«x forthe Tornado Claw. Otherwise, this assist is 


He “generally best avoided. 


Berserker Slash in assist farm doesn't cross up on its own, making its usefulness їо а team questionable at best. Wolverine can momentarily increase his speed with the Berserker Charge 


hyper combo, then fag nut to permanently increase the speed of all of his assist attacks, Even sû. you won't sea much of an Increase in utility. Unfortunately, Wolverine’s new Berserker 
Rage attack did not become one of his three assists. Jl would have been great for Wolverine to gain an assist similar to Chun-Li's Hyakuretsukyaku! 


| Snap, Back 


| Screen UEM Hits oe Meter Gain Startup Active Recovery Айаан ЫЕ 


a Hm 500 - (-1 hyper| © ; 
pM оо Peer 2 | 3 | 2 | — | «| 


1 Notes 
| On hil, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
1 out for 4 seconds 


SpeclaliMoves 
| Meter ЖШШЕ Advantage 


screen Name Command Hils Damage Galn SECURE Active Recovery nHit if Guarded Notes 


Berserker 66,500 — Е id Can be mashed for additional two hits, 





































additional hits knock down opponent 
me] ex emm n 
See ee ee RES x salon Meo dow poe 
iat [еба ге les EE e o | ws |" zm A ar EM for additional hits, knocks 
REESE 52 | Can be mashed for additional hits, knocks 


down 


122,600 — атт ji | NET | 
Tornado 1200 - | 46-20 +8-417/ 4 | Сап be mashed for additional hits, knocks 
eine 205 s 177,700 280 s M SUIS CH [down 


Can be directed using the controller, knocks 
down opponent, on hit or guard Wolverine 
recovers in neutral state in air, on whiff does 
not recover until Wolverine lands 
Can pass through opponents from frame 1-10, 
attack automatically re-aligns іп о posing 

| character's direction, knocks down opponent 
| Сап pass through opponents from frame 1-12, 
altack automatically re-aligns in opposing 
character's direction, knocks down opponent 
Can pass through opponents from frame 1-15, 


VE <+ @ -7 | attack automatically re-aligns in opposing 

m | character's direction, knocks down opponent 
aE iE 
Eie аш E 
1а 52/ | 81,700-239,400/ 


4-48 | 68,800-227 400 
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Drill Claw 
{in air OK) 




































Tornado Claw. The Tornado Claw may 
look like a Shoryuken-esque attack, 

but unfortunately, it does not have any 
invincibility ta speak of. This makes its 
usefulness very limited: it’s not great as an 
anti-air, it cannot be used to break out of 
your opponent's offensive patterns, and it's 
duration of the attack. There aren't many still incredibly unsafe if guarded. However, 
reasons to pick Berserker Barrage over the SLE i the Tornado Claw has one very specialized 
amazing Berserker Slash. use—it's the key component of the 
incredibly difficult Fatal Claw loop combos! See the Combo Appendix section for details. 


Berserker Barrage: The Berserker 
Barrage, formerly Walverine's signature 
move in older games, is now difficult 
for Wolverine players to use effectively 
outside of combos. It's very unsafe if 
guarded, and it is also difficult to cover 
with crossover assists due to the long 





In combos, Berserker Barrage can be useful for adding damage in situations where hitstun 
has scaled severely, making it impossible to combo into Fatal Claw. In these situations, you Mashing buttons while Tornado Claw is hitting results in substantially more damage, but 
can simply tack on Berserker Barrage H, then hyper combo cancel to Berserker Barrage X it also causes Wolverine to travel higher into the air. In Litimate Marvel vs. Capcom 3, 

for good damage. there are various changes to the active and recovery frame numbers of the Tornado Claw 


Berserker Barrage can be mashed for additional hits and damage, but in Uitimate Marvel attacks, but these changes don’t seem to have any major practical effects. 


vs. Capcom 3, the additional hits now immediately knock your foe into the air. This doesn't 
have any noticeable effect on juggle combos, however. 


Berserker Slasir Your most important attack by far, 

the Berserker Slash causes Wolverine to run forward 

а distance specific to the atlack button pressed. While 
running forward, Wolverine can run straight through the 
opposing character to get behind them. After running 
the specified distance, Wolverine automatically attacks 
in the direction of the opponent. In other words, you 
can use the Berserker Slash to either cross up your 
opponent or hit your foe from the front! 


Drill Claw. While Drill Claw 
is Wolverine's only special 
attack that is accessible while 
jumping, it’s still generally 
used only in combos. In 
combos, the Drill Claw 
conveniently bounces the 
opposing character up near 
Wolverine, allowing an easy 
Diving Kick combo, which in 
turn leads into a ground bounce for more punishment. 





A simple, yet incredibly effective mix-up, the Berserker Slash is simply too fast for human opponents to 
be able to consistently quard correctly on reaction. For the most part, players simply must commit to 
You can aim Drill Claw in all eight directions, as well as redirect it off of walls. guarding in a specific direction ahead of tima. 


aedi is m i ei Coe nein packs dris While the Berserker Slash is technically unsafe if guarded, few characters can consistently punish it due 
in a neutral state allowing you хаз E inê Ê ds guardin Diving to the awkward range left between the two characters after it finishes. Also, you should always cover 
pa er dun 9, Berserker Slash by a crossover assist, or cancel the move into Berserker Charge or X-Factor. Doing any 


i a ] I к ; Ё | 
messed at lien тон өне | ыу Муз "n of the above not only allaws you to convert any Berserker Slash mix-up into a full combo if it hits, but it 
| : also leaves you at frame advantage if guarded! 


reaches the ground. Don't use Drill Claw as a substitute for an airdash! 

in original Marvel vs. Capcom 3, the Berserker Slash was completely invulnerable whenever Wolverine's 
shadows were visible. This gave the attack incredible utility, and it was the answer to practically every 
potential problem Wolverine could face. But in Uilimate Marvel vs. Capcom 3, the Berserker Slash isn't 
invincible at all, which forces Wolverine players to deal wilh many situations that never bothered them before. 
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Wolverine has a powerful mix-up using Drill Claw against new characters 
coming into the playing field. Check the Advanced Tactics section for more 
details! 


Berserker Rage: A brand new attack for Ultimate Marvel vs. Capcom 3, Berserker Rage is very similar to Chun-Li's Hyakuretsukyaku. 
Unfortunately, it's also worse than Hyakuretsukyaku in nearly every way. 












It's difficult to find a use for Berserker Rage in Wolverine's general gameplan: it adds a large amount of hitstun and damage scaling 

to Wolverine’s combos, and it pushes Wolverine away if it is guarded. If your opponent is guarding, you'll almost always want to use 
crouching @ or Berserker Slash instead. Berserker Rage does leave Wolverine at a large frame advantage if guarded, but the opposing 
player can easily choose to use advancing guard to push him away. 


It only takes three consecutive button presses to execute Berserker Rage, make sure to control your button presses to avoid performing 
this move on accident! Don't mash! 









Advantage Advantage 
on Hit if Guarded 


| Berserker 286, 200- 

— Barrage X m + ФФ EE 343,600 | ita LM M 
ү Claw 302,100- 

Weapon X 

(Level 3 hyper Era + OO 440,000 | 16+1 E 

combo) 





> Screen Name Command Hits Damage Startup Active Recovery ШЕ 













Invincible from frame 1-7, knocks down opponent. Сап 
be mashed for additional hits 

EE UE down opponent, air version does not recover 
| ЕЕ landing. Gan be mashed for additional hits 
Puts 30% speed-up effect on Wolverine for 400 
frames, hyper combo gauge does not Fill while 
speed-up effect is active, Berserker Charge cannot be 
a while speed-up is already active 


























Berserker 





|= | frames invincibility, hard knockdown 








Berserker Barrage X: Like the regular Falal Claw. With its ability to be performed 
Berserker Barrage, you should typically in the air, Fatal Claw is the preferred 
‘only use the hyper combo Berserker combo ender for Wolverine. It also inflicts 
Barrage X at the end of long combos where SIMA more damage than Berserker 
hitstun scaling won't letyou combo into TE 
Fatal Claw. One of the few improvements that Wolverine 
On the flipside, in Ultimate Marvel vs. PN mE ду кА аот ү 
- Capcom 3, Berserker Barrage X is now damage to your target. A fully mashed Fatal 2 
T i : EST g 7 т j mashable for шо more damage Claw inflicts a ridiculous 262,500 damage! 9 
ess ma mas tal Claw, however). Berserker Barrage X is also much more A weakness of the Fatal Claw is that it does not allow you to THC to a teammate for very lon 
‘conducive to set Шр a THC to another teammate, as the opposing character will be much after the final hit lands. This generally leaves your ГУТ much too high up in the a (o : 
lower to the ground. most hyper combos to connect properly. You can string together several Fatal Claws in one 
Berserker Barrage X has a small amount of invincibility frames before super flash occurs, combo, guaranteeing a K.O. on any character. Sea the Combo Appendix section for details, 
which. has situational use in blowing through attacks. However, this isn't recommended, Outside of combos, the Fatal Claw doesn't have much use other than allowing Wolverine to THC 
since it's very difficult to properly time the attack in this manner. You're much more likely out safely: super jump into the air, activate Fatal Claw, then THE to a different teammates sale 
to eal a full combo and also lose an entire hyper combo bar for your efforts. hyper combo! 
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X-Factor! 


AN 100% damage combos. In Uitimate Marvel vs. Capcom 3, this glitch has been removed. 
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Use a crossover assist 10 get close if you have to, bul 
this forces you fo use Berserker Charge in order lo 
capitalize olf of a Berserker Slash 


Wolverine must close the distance fo his competitor 
primarily with ground dashes and noma! jumps. 


When using Wolverine, you really want to try to get clase enough to your opponent so you 
can threaten with a Berserker Slash mix-up. Wolverine has no practical air mobility options 
lo speak of: Drill Claw is much too unsafe for moving around. As such, you need to gat in 
clase the old-fashioned way: wavedashing forward on the around while normal jumping over 
defensive threats. 


Wavedashing normally with Wolverine frequently causes you to accidentally activate 
Berserker Charge hy fU ). To mitigate this, cancel your dashes with € on the 
controller instead of ty . This ends up looking likeG> + GQ) A с> + GD i 


Wavedashing with Wolverine also has to be performed much slower than with most 
characters, as Wolverine travels most of the distance in the latter portion of his dash. To get 
Ihe most out of his wavedash, simply cancel the forward dash by pressing A much later 
than you normally would. Increased ground control now becomes necessary to position 
Wolverine closer to the opposing character! 


Ideally, you'll want to close the distance on your opponent without using crossover assists: 
this lets you set up Berserker Slashes that are covered by the assist attack, allowing for 
combos if the stash hits and frame advantage if the slash is blocked, But realistically, this 
technique is often difficult, so at times, you should settle for simply forcing your opponent 
їо guard à crossover assist. This gives you the frame advantage you'll need to freely set up 
а Berserker Slash mix-up and cancel inta Berserker Charge, Crossover assists that nullify 
projectiles are greatly preferred; see the following section for details. 


Once you manage to work your way into the range of Diving Kick, things become 
considerably easier. Diving Kick is fast and beats or trades with most anti-air attempts. It's 
also very difficult to air throw! If it counterhils, it causes a stagger state on your fae, which 
allows for easy conversion into a combo, and if it hits an airborne opponent, it causes a 
ground bounce state for a combo! If guarded, Diving Kick leaves you at a highly varied 
frame advantage situation: the lower the Diving Kick hits, the more frame advantage you 
have. Ideally, aiming at the feet of your target can give you up to 11 frames of advantage! 
Conversely, aiming the Diving Kick at the top of your opponent's head places you in 
disadvantage territory, which leaves you open to guaranteed ground throws and snap backs. 
In more extreme casas, opposing players who intentionally guard a Diving Kick in the air 
by jumping back at the last second can actually punish it with a full combo. Be careful with 
your Diving Kick placement! 


Calling a crossover assist simultaneously with Diving Kick is a strong tactic: the assist starts 
hitting almost immediately after your opponent recovers from the guardstun of the divekick, 
giving you the frame advantage you'll need to set up a Berserker Slash. 


Typically, you'll find that the Diving Kick counterhits both the opposing player's point 
character and crossover assist character. When this happens, don't hesitate to immediately 
use your X-Factor. When you get a lucky break like this, use the damage boost from X-Factor 
to K.O. both characters at the same time with a single basic combo. Happy birthday! 


Berserker Charge: Activating Berserker Charge puts Wolverine in a state where he 
- becomes 30% faster for 400 frames. This effect stacks with the speed-up effect of 


Use Berserker Charge primarily with a hyper combo canceling a Berserker Slash: if the 
Berserker Slash hits, you can capitalize and go into a full combo. If the Berserker Slash is 

- guarded, it is still +7 if hyper combo canceled into a Berserker Charge. From there, you can 
| Still salvage the situation by immediately mixing up your opponent. 


Wolverine does not bulld any hyper combo gauge bars at all while Berserker Charge is 
active. This is a significant detriment, as landing a combo while in Berserker Charge state 
ur opponent Is gaining bars by getting hit! Of course, this doesn't mean that you should 
Iker Slash; just use it in moderation so you don't find yourself at a massive hyper combo 


Berserker Charge while already using X-Factor makes a huge difference: the combined speed-up boost is enough 
. s доном отр! © to combo into Drill Claw! This allows you to combo off of an instant overhead jumping ® against every character 
S - in the game! Previously, players could have Wolverine use Berserker Charge in THC combos to trigger the THC glitch, allowing for easy 








Weapon X: Like most level 3 hyper 
combos, you should use Weapon X 
primarily at the end of long combos 
because it causes massive, unscaled 
damage. It has a fair amount of 
invulnerable frames on startup, allowing 
you to use it to blow through certain 
attacks and hit your opposition. However, 
the invulnerable window after Wolverine 
slaris dashing forward is very brief: only 
fiva frames. You can't use Weapon X to go 
through projectiles from afar, but you can 
employ it in point-blank situations to beat 
other hyper combos. 
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Though his crossover assis! has beer weakened 
Akuma—[L5 is stil one of Wolverina's best partners. 
fRiyu—]5 is pretty good, toe! 


Seninel—et is gras! far pinning appanents gown 
for dong periods oi time. This 1615 you set up instant 
overheads, 3s well as Berserker Slash erass-ups! 


Wolverine reaches his full potential anly when backed up with the right crossover assists. 
He needs the help of an assist to do the following critical things: 


Combo after Berserker Slash without having to use Berserker Charge 
Convert air throws and ground throws into full combos 
Nullify projectiles to allow Wolverine to get near zoning opponents 


Place the opponent in large amounts of guardstun from afar, setting up a 
mix-up 
Out of all the assists in the game, only Ашта—[3 fills all four of these roles extremely well. 
He also keeps the number of hits in a combo low, resulting in more damage. Акита— [3 
causes much less hitstun in Uifimate Marvel vs. Capcom 3, but he is still the best overall 
assist to pair with Wolverine. 


Iron Man—4 and Doctor Doom—c both fill all four roles nicely, as well, and these 
characters also give you a fullscreen threat for the opposing player to deal with. However, 
both of these assists hit eight times, significantly reducing the damage in your combos. 


centinela isn't great for nullifying projectiles, and he can't be used ta combo from 
throws at all. However, Sentinel—Q is arguably the best assist in the game for placing 
your foe in huge amounts of guardstun. This sometimes makes it much easier for you to 
close the distance against your opponent, and it also allows you to establish the threat of 
overheads! See the Advanced Tactics section for details. 


Other honorable mentions: 


Ryu—y causes much more hitstun than Akuma—{3, but he doesn't nullify 
projectiles. 


Arthur—f is a little more difficult to combo off of, but this is still very 

m with practice. He also becomes much more powerful with Gold 
rmor! 

Ghost Rider—cv and Iron Fist don't nullify projectiles or place your 

opponent in a ton of hlackstun, hut their single-hit attacks allow for the 

most damaging combos! 


Hawkeye—« is a faster version of Arthur—3, but many characters can 
crouch under his arrows. 
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Now that the Berserker Slash is not Е це р: 
invincible anymore, you'll have to do EY J 1 чү "s 
more work to ensure that your opponent = а. ИК 
doesn't press buttons. The simplest way {= Э 
to accomplish this is to pressure your 
opponent with crouching @ attacks. 
Using advancing guard against a single 
crouching (B. attack is very difficult, and 
it is practically impossible to do purely on ы салаа e = Ба 
reaction. If the opposing player is trying іо елдт able to cross the opposing player up with Stagger the timing of your crouching ЮЭ attacks Dash forward and use standing H ta counter attempts 
use advancing guard against your crouching Berserker Slash while sill having an assist available — o catch opponents attempting lo use advancing to stop your Berserker Barrage with normal attacks! 
@® attacks, simply place a longer delay is the best scenario for Wolverine players! guard. If they aren't pressing any bulfons, break iheir 

betwean the kicks: your opponent then likely defenses by canceling infa a Berserker Stash L! 

gets a crouching (2) attack instead of an advancing guard, causing them to be counterhit by your crouching (B. From here, verify the hit with another crouching (B or two before going 
into a full combo. 


If the opposing player chooses not to use advancing guard, simply cancel one of your crouching (B attacks into Berserker Slash L to cross them up. This is nearly impossible to guard on 
reaction: if your opponent commits to guarding the other way, they'll instead get hit by your delayed crouching (B kicks. 

ideally, you'll want to call your crossover assist just before attacking with Berserker Slash: this lets you convert a successful hit into a full combo without having to cancel into Berserker 
Charge. If the Berserker Slash is guarded, your opponent will still be in guardstun from the crossover assist, giving you plenty of frame advantage to dash forward and put your foe ina 
second mix-up. 

lf you don't have the luxury of having a crossover assist available when doing a Berserker Slash, you'll have to cancel it into Berserker Gharge to get any real damage from a successful hit. 
A successful hit leads into a full combo (see Combo Usage section) that is damaging, but it doesn't gain any hyper combo gauge bars whatsoever. You should avoid being left without any 
hyper combo bars to work with! 


A guarded Berserker Slash that is canceled into Berserker Charge still results in a +7 frame advantage. See the Advanced Tactics section for details on how to maximize this situation. 
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You can still threaten your opponent with à crass-up Berserker Slash from much farther ranges, but first, you'll have to convince the opposing player to stop pressing buttons. Getting 

your challenger to guard a long range crossover assist is the easiest way to accomplish this, but it forces you to use a Berserker Charge to capitalize heavily. Simply jumping forward and 
quickly using Diving Kick generally beats most ground-based attempts to keep you away. Any Diving Kick hit in this situation generally is a counterhit, leading to an easy Conversion to a 
combo. Players who are repeatedly pressing crouching to ston Berserker Slashes can often stop and quard a Diving Kick on reaction; in this situation, dashing forward and hitting your 
opponent with the tip of standing (D works very well. Standing ( has a very strong set of collision hitboxes, with Wolverine's vulnerable area sitting well behind his attacking area. Cancel 
the standing G) into forward Drill Claw, then use Diving Kick to go into a full combo. 


INIGIATOM: 


lf your adversary instead attempts to avoid your offense by jumping away, the simplest solution is to immediately mix them up with a cross-up Berserker Slash H or a non-cross-up 
Berserker Slash М. But keep in mind that certain characters have large air attacks that can beat both of these options, such as Nemesis T-Type's alr Ф. Against these characters, you'll want 
to aggressively dash forward and attempt an air throw. Air throws can lead to a full combo, depending on the crossover assists you are using. See the Combo Appendix for details. 
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IT OTRAS 


When using Wolverine, you must often employ X-Factor to finish off certain problematic characters early. When you use X-Factor 

in this way, you may want to think about activating Berserker Charge before the next character comes in: when bath X-Factor and 
Berserker Charge are active, hitting your opponent with an overhead air ® immediately after leaving the ground becomes a combo 
starter. Simply cancel the air ® into Drill Claw, then Diving Kick, then proceed as normal. With the damage boost from X-Factor, 
this combo inflicts a ton of damage and es instantly К.0. any characters with less than 800,00 health! 


As an alternative, you can simply use an “instant overhead" air (B , then immediately cancel into an aerial X-Factor and continue 
the combo! This is a much bigger gamble because you cannot verily the instant overhead air ® to hit before canceling into X-Factor, 
but the surprise factor is much higher. The resulting combo also deals at least ane million damage points! If your opponent guards 





| 





the instant overhead air (B , mix the opposing player up again with an overhead air fW) attack, or simply land and go low with -e 

crouching ®. Activating Berserker Charge while already in 

lf your opponent is guarding a multi-hit crossover assist, simply going for an instant overhead air (B. is an incredibly strong tactic. ji оша ra foamy кар аа threat fo 
The assist combos after air (9 hits, allowing you to combo into a Drill Claw, then Diving Kick! x 


Against very large characters, you can use air ©) as an instant overhead attack, then immediately cancel into Drill Claw for a free combo. Instant overhead air © works agains! 
the following characters: 


Captain America Haggar sentinel Nemesis T-Type Doctor Strange 
Doctor Doom Hulk She-Hulk Ghost Rider 





GOMBOVAPPENDIK 


GENERAL EXECUTION TIPS 


When performing chain combos, be careful not to spam inputs carelessly or you'll produce Berserker Rage on accident 


After activating Berserker Charge or X-Factor, attack as soon as possible after the screen freeze to keep a combo going. You can dash 
and attack with crouching () after Berserker Charge sooner than you think! 


THROW OR AIR THROW, FORWARD WAVE DASH, CALL AKUMA—P, Су + MD, FORWARD DASH, Ө ==> FORWARD SUPER JUMP, 
AIR), 0, © =F Tt QA + H М LAND, ST. (a) Exc чу Aa =й». + T) (c {7 ا‎ + D, MASH: \ 


‘Notes | Damage 
Mima of we eee 
WITH FACTOR LEVEL 2 OR 3 ACTIVATED, CR. @,CR.@), ST. Q => G 12 + O, CR. (9, ST. O => {7 e< + O, СВ. O, ST. Ф => 
û Fa <î + (0), FORWARD DASH, ST. (), ST. ©, © => FORWARD SUPER JUMP, АВО, 00, O => ©+ O,V + O, LAND, 

ST. ©, © ==> FORWARD SUPER JUMP, AIR ©, ©, LAND, $3 + 0 


Noles Damage 
Damaging loop combo using level 2 or 3 X-Factor : 1.350,400-1,595,700 damage, builds 2 meters 
FORWARD JUMP INSTANT AIR @ ZS ZE ARO STO CR. (9), ST. O, O => FORWARD SUPER JUMP, ARO, @, © => 
© + Ө, + O, LAND, ST. ©, © => FORWARD SUPER JUMP, ARO, 00, 0, 0 => С + Ө => Q2 + ФФ 


Noles Оатаде 
Instant overhead air ® into X-Factor combo _ 1,013,900-1,322,200 damage, 33-74% meter gain 


WHEN USING AN ALTERNATE TEAMMATE, ACTIVATE A TAC WITH Ai + (3, THEN AS WOLVERINE COMES IN PERFORM AIR 4), (v) , © => 
J+ @+ ©, + O, LAND, © <=> FORWARD SUPER JUMP, AIR &, ®, ©, ©), LAND, CALL PHOENIX—B, £^ + O, V; > + GD => 
Vi fase + OD 

Noles | | i Damage 

WHEN USING AN ALTERNATE TEAMMATE, ACTIVATE A TAC WITH => + © OR; + ©, THEN AS WOLVERINE COMES IN, 
PERFORM AIR (М), М), б) => J+ $+ O => 7 Part SG 





























Damage | 





Optimal ender irom forward ТАС PE Я а BS 
FORWARD JUMP, INSTANT AIR G => T+ @ + O, + ©, LAND, CRW ST. ©, Ө => 
FORWARD SUPER JUMP, AIRM, M, (8, (D => G+ Oe VES + Gi 


Damage 






Combo from instant overhead air © on large characters | | , 
CRO CRM), ST. O, © ==> FORWARD SUPER JUMP, AIRM, 00, O => © + © ==> vt ФФ o 
0 00 + ©; LAND, ST. ©, G => FORWARD SUPER JUMP, AIR O => D+ Ө ==> VT TAY 

Notes dr | | 
1 million damage combo with level 1 X-Factor 










__ [1,026,900 г 
©, LAND, ST. ©, Ө => 
(SHITS) => CGT + @@]Х5 





ЄТ БН. М), ST. O, O => FORWARD SUPER JUMP, ARM, &), О => © + 6,0 
FORWARD SUPER JUMP, AIR (№), (М), ©, O , LAND, CALL DANTE—B, A + 49, EVD + 


+ 
0 






D , reverse the command for the 
is depleted 





When a new character 
enters the playing field, 
you have an incredibly 
simple and effective 
mix-up at your disposal. 
Simply run directly under 
your foe and attack with 
upwards Drill Claw while 
ihe opposing character is 


canceling into Berserker Charge leaves you at а «7 frame 
advantage at a relatively close distance. This also applies 
il your opponent activates advancing guard belore the 
Berserker Charge super flash! From here, you have three 
major options: 
Dash forward and attack with crouching © . This 
beats all attempts from the opposing player to stick 
out any ground normal atlacks. Jumping away helps 





avoid this. If Berserker Slash to Berserker Charge is guarded, Use уеп а new character is coming in, Wolverine has a Ming in. The timing of 

: your «7 frame advantage to fry io salvage ine ШИ nearly invisible mix-up using upwards Drill Claw! the Drill Claw determines 
Immediately performing Berserker Slash M crosses whether the attack must 
up opposing players who sit there and guard low. It also crosses up opponents attempting to jump be guarded in the cross-up direction or not, but it's impossible to 


away. If you hit an opponent jumping away with Berserker Slash M, the speed bonus from Berserker visibly distinguish! 
Charge allows you to dash forward and gel a full juggle combo. To combo against a grounded After the Drill Claw, call your crossover assist and use Diving Kick. If 
opponent, call a crossover assist before performing Berserker Slash M. the Drill Claw hits, you can convert into a full combo. If the Drill Claw 


If you think your challenger is going to jump and block in the opposite direction, counter with an is guarded, your opponent then gets pinned in place by the Diving Kick 
immediate Berserker Slash L. This also leads to a full combo if hit. and the crossover assist. Mix your challenger up with Berserker Slash, 
crouching @, or instant overhead (9. 

Best of all, this Drill Claw mix-up beats nearly all attempts by the 
opposing player to press buttons; the Drill Claw beats all normal aerial 
attacks on the way in, and it also cleanly hits attempts to airdash ог 
fly away. 


li your opponent uses advancing guard after the super flash, the situation changes a bit. The additional 
guardstun gives you enough time to dash forward and hit them with crouching & before they can 

aven jump away. However, advancing guard in this situation pushes Wolverine back a very miniscule 
distance; not enough to cross up with Berserker Slash M. If you want to cross up in this situation, you'll 
have to dash forward and use Berserker Slash L. 
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ALTERNATE COSTUMES. ТЕТТЕ 


| — [830,000 _ 
Chain Combo Archetype Hunter Series 


X-Factor Boost Damage Speed 
Level 1 (3 teammates remaining) 120% 
Level 2 (2 teammates remaining) _ l 130% | 


| Level 3 (1 teammate remaining) А 160% 140% 










































X-23 is a melee character; her effectiveness is heightened al close range. She benefits 
greatly from the help of crossover assists, so she is best placed first or sec ond on a team. 
Your main goal with X-23 is to get her close, with the secondary goal of cornering her 
opponent. Why 15 this effe clive? 

X-23 has few options from fullscreen. The majority of her damage 
will be scored at point-blank range 


All of X-23's special moves move her forward, making it difficult 
for her rivals to push her away with advancing guard 

Mirage Feint M and Decapitating Slice become particularly deadly 
against a cornered adversary 3 

Using а cros sover assist to cave r Ne ck Slice, Ankle Slice, and 
Mirage Feint SE Se eee | 
Approaching from the sky with Talon Attack and ¥ < (0) 
Canceling attacks with Mirage Feint and Neck Slice to stay within 
close range È WE WE E 


TUNING SINCE ORIGINAL MICS 
Х-23 gains the ability to cancel Crescent Scythe and Mirage Feint into Talon Attack, 
increasing her offensive options. In return, her vitality has been decreased from 880,000 to 
830,000. The rate at which X-23's air basic attacks decay hitstun is increased, reducing the 
number of rejump loops you can attempt with her, thus slightly reducing her damage output 
and meter gain. Damage has been added to Rage Trigger (with mashing) and Silent Kill, 
somewhal compensating for this change. 

Vitality decreased from 880,000 to 830,000 


Can cancel into Talon Attack from any aerial special move 
Rage Trigger is mashable 
Silent Kill 100,000 damage increase 


PO lu co Mg HW ud RE ANNUS NE TU ЖИ ҮТҮЕ ТИШ 












otanding Basic Attacks 


Screen Command Hits Damage. MeterGain Startup Active Recovery Ма advantage И Notes 


! anding 3 zi ы] 40,000 еы ГТ Chains into standing and crouching @ 
Zar sin | 54.000 ERE ОТ 20 ШЕШЕ ара 
ji a 66,000 cca -d Knocks down 
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Screen Command Hits Damage MeterGain Startup Active Recovery и кш Notes 
z | 





Ground Special Attack— launcher 


screen Command Hits Damage Meler Gain Startup Active Recovery Advanta ge ШИА. Noles 


© (while standing ог | 80.000 ; dics | F Launcher, not special- or hyper combo- 
crouching) |. cancelable 
Ww uw IN d SS ae ۴ 
p ee a T P af gn 








Air Basic Attacks 
Screen Command Hits Damage Meter Gain Startup Active Recovery А0а11а08 Advantage if y use 


on Hit Guarded 
hn Te aE aE 
ШЕШ f SNE es | 
qen ma 


















Air Special Attacks—Flying Screen and Air Exchange 


a) causes а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo. air (Б) behaves mostly like another 
basic attack. Air exchange attacks; performed by inpulting a direction п 9), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 


available character to continue the air combo, 


Meter 
Gain Startup Active Recovery on Hil if Guarded 19189 


360 11 


Screen Command Hits Damage 








Ar» orco + © | |a | | i Until 
| (during launcher combo) | grounded 
| € Tags in next available ally while causing ground bounce, 
generales 1 hyper meter Dar 





Alloa Р Uu har = 
fon Р. a ae e = i 


Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into à command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 





Meter Advantage Advantage tl 


Screen Мате Command Gain Startup Active Recovery — on Hit Guarded Notes - 






Falling | Until 


Glaw | grounded | Cancelable into TAC attack or Y € cz» + @ 


Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemplively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 








screen Command Hits Damage Meter Gain Startup Active Noles 
с> Ф @ gu) X 80,000 | | Hard knockdown 
|< + © (ground) | 3 | 80,000 800 1 | 1 | Hard knockdown 





| тааш -Crossover Assists 


Рл) Crossove Recovery (this Recover 
| Screen Туре Combination Description Hits Damage melee Startup Active КОЛИ (other. Notes 
Hyper Combo i partner) 


N eee eee ي‎ анин 
aoa a Lost cai 


E. TEN Rage Trigger 108,300 HER: 


ч 230 Neck EE ЕН attack with no special properties. X- 23—D Ankle Slice is one of the few crossover assists that must be guarded low, making it useful to complement 
ЫЗ ihidow ог! F unguardable Sellips. This crossover assist is OTG-capable, as well, making it useful for any character to extend combos. X-23—y Crescent Scythe has a large hitbox but 
ncibility, decreasing its usefulness, However, it does has a very small window of invincibility when used as a crossover counter. If you are guarding an attack at close 
ju Can Oring іп, X-23 via crossover counter, and X- -23—y will beat out any opposing attack (unless it happens to be more invincible than Crescent Scythe!). You can then proceed 
cel Crescent Scythe s recovery with Talon Attack L into a combo. 


М, | calling Х-23 asa crossover assist should be kept to а minimum due to her low vitality. 
NT j 
У 8 DE] Т] Ba ch 


b T Command Hits Damage MelerGain Startup Active Recovery муан ИА 


E 500 - (-1 hyper 
xc С ВС Т ERR REC 


1 : | = Meter Advantage Advantage 
screen Name Command Hits SENE: Gain Startup Active Recovery on Hit if Guarded Notes 


Neck Slice 85,000- | 680- "ES | Charged version slaggers, charged Version Causes 
E can be char se 135,400 18187 spinning knockdown if it hits aerial adversary 
REI Ankle Slice j3 | 85,000- | 680- Low attack, charged version staggers and is OTG- — 

(can be charged)! V 135, 400 | 1200 capable ays! 


Decapilaling 
d Slice (can be 
| charged) 


Throw, knocks down, charged version has increased 
range 


ina Hard knockdown when used in air combo alter 
Talon Attack L | FL Ayo Pies © launcher, can be canceled into from any aerial 


_ special move 
Talon Attack M Л 
E] Talon Attack H k 5 
Crescent 
Scythe L [v &«0 85,000 
(in air OK 
| Crescent 
E M E» y X + v 104,500 
(in air ОК) _ 
Crescent | 
ma А 9 
lin air OK) 
Mirage Feint L Charging stale slaris on frame 4 if button is held, 
I EEE ESE EE o 
Mirage Feint M Charging stale slarts on frame 4 if button is held, 
popes ТЫ НЕ | | j Ө during charge cancels fein 
oj- - |-| « Can use air attacks during active frames, charging 


state starts on frame 7 if button is held, pressing 
© during charge cancels feint 


Mirage Feint Н | 
(can be charged) Vat 





Neck Slice; X-23 launches forward with a slice attack. If (B is held down, you can charge Neck Slice for added damage, hitstun, and 
range. An uncharged Neck Slice reaches halfway across the screen, while a fully charged Neck Slice covers three-quarters of a screen's 
distance, making it a great way lo get close. A successfully connected Neck Slice cannot be followed by basic attacks for a combo, but 
you can hit-confirm into Rage Trigger for decent damage. More importantly, a successful Neck Slice puts X-23 right where she wants to 
be—right next to her opponent. Neck Slice can be punished with a throw if guarded, so it is important to use this attack in tandem with a 
crossover assist to make it safe. A fully charged Neck Slice causes a stagger if connected, allowing for a combo opportunity. A charged 
Neck Slice also causes a hard knockdown on aerial rivals. Even though a charged Neck Slice can still be punished by a throw, you have 
enough time to have X-23 jump away from a throw attempt. Jump away from the throw attempt, and then counter with an ar + (2) 
or Talon Attack L. 








Ankle Slice: Ankle Slice is a Decanitating Slice: X-23 leaps forward for an 
low-hitting version of Neck Slice. unquardable throw. The throw can be countered by 





A fully charged Ankle Slice is interrupting it with a quick attack or jumping away, 

OTG-capable, making it a staple sp this attack is best used after your competitor 

in X-23's combos. A charged has been conditioned to guard. Throws do not work 

Ankle Slice causes opponents to on opponents who are in hitstun or guardslun, but 

stagger, leaving them open for Decapitating Slice has enough startup and range to 

a full combo. Ankle Slice suffers allow any hitstun or quardstun to pass if canceled 

from the same punishment from a basic attack. If your adversary is not vigilant 

options as Neck Slice, so itis with advancing guard, you can use this technique | 
hest used either in combos or while covering with a crossover assist. You can to score free damage. Because of Decapitating Slice's horizontal range, your opponent's advancing 
cancel into Rage Trigger for decent damage if Ankle Slice connects. guard will not push X-23 away far enough out to avoid Decapitating Slice іп the corner. 


Talon Altack Talon Attack is a flying 

kick that serves as X-23's main way of 
manipulating her aerial movement. Talon 
Attack L travels downward at an angle and 
can only be punished if guarded in the air. 
Talon Attack M flies straight, covering a 
large amount of horizontal distance, Talon 
Attack H sends X-23 flying upward at an 





Talon Attack | Talon Attack H angle, making it great for escaping corners. 
: 2: - Talon Attack M and Н recover in the air, so 
it is possible to attack or quard after recovering. Talon Attack L is commonly used as a combo ender and has the same hard knockdown property as air © if used after first launching an 
opponent. Note that all versions of Talon Attack can be canceled into from Crescent Scythe at any time. Also, you may only use Talon Attack once in the air. 


سس 


Mirage Feint М | Mirage Feint H 


чё 





Mirage Feint: Mirage Feint is a quick hop that you can employ for movement or set-ups. Mirage Feint L is a small hop 


slice attack. The range and damage of Crescent Scythe and can be canceled from a guarded basic attack (such as standing @ ) to stay close. Mirage Feint M travels the farthest 
differ depending on the button used, with G being the of the three and can pass through opponents for a cross-up (this works in the corner, as well). Mirage Feint H is different 
strongest. This attack has no invincibility, so you must because X-23 performs a small jump instead. During this jump, air basic attacks and special moves are available. 


perform it early if used as an anl air attack. You can charge all three versions of Mirage Feint with their corresponding @ button. The feint can be charged 


A whiffed or guarded Crescent Scythe leaves X-23 wide indefinitely, though a charged Mirage Feint has no special properties. While charging, the move can be canceled altogether 
open for punishment. However, you can mitigate this by by pressing ©). Take advantage of this option to cut down the recovery time of basic attacks (see the Advanced Tactics 
canceling into any version of Talon Attack. Stop foes who section for more details). 

are approaching from the sky with Crescent Scythe H, then 

cancel into Talon Attack L or M to reverse their momentum! 


Hyper Combos 
Screen Name Command Hits Damage Startup Active Recovery gene nis Notes 


ЕТЕ Rage Trigger > + ФФ | 13-26 | Soi e00 | | Frames 1-19 invincible, can be mashed for additional hits 
| 2 | Weapon x Prime TREAT 280,900 | 


Silent Kill (Level ж | 


| Frames 6-29 invincible, K-23 becomes invisible upon 
aclivation, pressing when near the opposing character 
_| activates special unblockable attack and ends Silent Killer 


a a ge А E UE 


ТЫШ ae 
- 


successfully: 
‘connected. 
K-23 
. performs 
a barrage 
of melee 
. attacks. 
Rage Trigger. Rage Trigger is combo- 
friendly and is X-23's main way of 
ending combos. It has a short period of 
invulnerability for blowing through close 
range attacks. Rage Trigger is extremely 
unsafe if guarded, so save its use for 
combos or reversals. 


knockdown. Weapon X Prime is not ast in combos - Although she be 
as Rage Trigger because of its startup її S "Invulnar. 

has a considerably longer window of invincibility 

Trigger, and you can use it to counter projectile hy 

combos from fullscreen. Utilize the move to THC 1 

the other characters on your team and also to count 

combos at a distance, 








376 // 
EU 


Your main goal when using X-23 is to get 
her close to her attacker. She has no way 
of dealing damage from across the screan, 
so all effort should be put inta getting X-23 
into striking range. Once she is at mid to 
close range, X-23's hand-to-hand prowess 
shines! 


You can have X-23 approach her foes in 
several different ways. The main way to 
approach is with a frontal assault utilizing 
X-23's "Slice" special moves. Neck Slice and 
Ankle Slice cover half a screen's distance 
uncharged, and they cover almost the entirety of the screen when tully charged. Neck Slice 
has a large hitbox and can be covered with a crossover assist to push forward safely. A fully 
charged Neck Slice is better to usa if possible because of its increased range and hitstun, 
Charging Neck Slice has quite a hit of startup, so use a crossover assist to protect X-23 
before attempting it. As your rivals become conditioned to dealing with Mack Slice, you can 
then mix up between Ankle Slice and Decapitating Slice ta keep your opposition quessing. If 
the opposing character is not vigilant with advancing guard or low guarding, use Ankle Slice 
and Decapitating Slice for a possible combo opening while pushing the opposing character 
into the corner. 


Mirage Feint M covers nearly half ihe screen 
horizontally. Use it with the help of а crossover assist 
fp approach. 


Mirage Feint is also a great way to close the distance between X-23 and her competitor. 
Mirage Feint M covers more ground than her forward dash and rivals it in speed, as well. 
Cover your advance with a crossover assist, then perform Mirage Feint M to get X-23 near 
the opponent. Mirage Feint L only hops a short distance, but you can use its short recovery 
time to lead into a Mirage Feint M, which then puts X-23 in attacking range. Mirage Feint Н 
doesn't cover as much ground as Mirage Feint M, but it allows a crossover assist call while 
&-23 is in the air. Instead of performing Mirage Feint L to Mirage Feint M, try performing 
Mirage Feint L to Mirage Feint Н with a crossover assist during the jump to keep X-23's 
mability from being too obvious. 


In addition, the short hop of Mirage Feint can be canceled into Talon Attack to travel even 
farther. You can surprise your challenger by performing a Mirage Feint L or M, canceling 
into Talon Attack M, then coming out of the Talon Attack with air ©) fora heavily offensive 
approach. You сап also use this for a tricky cross-up with Mirage Feint M. After crossing an 
opponent up with Mirage Feint M, immediately perform Talon Attack L for a quick dive attack 
from behind! 


COMBO USAGE 


CR. ©, ©, ST. @ => +e e с @, AIR, 
© (2 HITS), © => FORWARD SUPER JUMP, AIR ©, 
+ u > 2 @ (CHARGE) => ¥ м > o @® (MASH @) 


604,500 damage, 8% meter gain 


@, LAND, FORWARD JUMP, AIR ®, € 
VAOR 2 Ө => woe Vw о (0), LAND, 


You сап also utilize X-23's Talon Attack to have her approach from the sky. All versions 

of Talon Attack propel X-23 forward, with Talon Attack M and H traveling particularly far. 
This makes il possible for X-23 to approach at unusual angles. For example, you can follow 
a Talon Attack M or H with + upon recovering to have X-23 drop directly on top 

of her adversaries. You can also simply attack with air © after а Talon Attack M or H for 

а combo attempt, If you think your opponent is ready for an aerial assault, you can opt їо 
guard after a Talon Attack M or H to avoid retaliation. If you have a long range crossover 
assist, you can call it, then quickly jump and perform Talon Attack M or H. Doing this al 
high altitudes is sneaky because your rival won't be able to see the crossover assist since 
the screen will be focused on X-23 flying in the air and not at the action on the ground! At 
mid range, you can use Talon Attack L not only as an offensive means of approach, but as а 
great way ta punish projectiles, as well. 


Once close, you can utilize the speed of 
X-23's standing and crouching (B to mount 
an offense. Guarded attack strings can be 
canceled into Mirage Feint, Meck Slice, 
Ankle Slice, or Decapitating Slice depending 
on how your competitor behaves. If your foe 
is content in guarding X-23's onslaught, call 
a crossover assist during a quarded attack 
String, then cancel into Mirage Feint M fora 
cross-up while your teammate attacks from 
behind. You can also take advantage of an 
overly defensive opponent by opaning them 
up with Decapitating Slice. To combat advancing guard, use Mirage Feint and Neck Slice to 
move back into position. Mix this up with Ankle Slice to check their low guard. Mirage Feint H 
becomes a threat at close range, as well. You can cancel your basic attacks into Mirage Feint H, 
then continue the assault with air attacks that must be guarded high. You can also cancel Mirage 
Feint H into Talon Attack L to continue the pressure. 


Cornered opponents are not safe from a Mirage Feint 
M crass-up! 


Once cornered, enemies must deal with even more shenanigans! Mirage Feint M always 
crosses up cornered opponents, so they must then worry about guarding left or right in 
addition to the high/low mix-up produced by Ankle Slice and Mirage Feint H. Cornered 
challengers also fall victim to Decapitating Slice much easier, since advancing guard does 
not create enough distance for the opposing character to avoid the throw. Counter attempts 
at advancing guard with Neck Slice or Mirage Feint to keep your rival cornered. If you have 
an assist that lacks the opponent down for an extended period of time, the corner is a great 
time to utilize it to set up Silent Kill! 





В. Өс WE (1), LAND, 


This is X-23's standard M NA butter cambo, This pot has trouble « DOSIS character like Rocket Raccoon, in which case, you should perform st. (H) gne» 


Н). land, st. (DE. 7 > (B. air ll, 


at = art 


uw 2G, ST. O= V ik «* 2 @, AIR (D, 


ST. @ (2 HITS), @ => FORWARD SUPER JUMP, AIR $ 
¥ u 2 @ (CHARGE) buc (MASH @) 


977,300 damage, 15% meter gain 


This combo is similar to Comba |, but it starts with Decapitating Slice. If you are having problems linking TR ater Mi. >» (9), st, «i 


juggle properly. 


FRONT OR BACK AIR THROW, LAND, (FORWARD DASH), ¥ м > = œ 


345,900 damage, 80% meter loss 


buc 


@, LAND, FORWARD JUMP, AIR ©, @ 
),0,€0), V oe wc Vw o (0), LAND, 


„Тапа, st. WW (2 hits), into the remainder of the launch combo. 


‚Ө, Ө => {мә o (0), LAND, 


1 gives afew extra frames of leniency to 


) (CHARGE) => ¥ м » 2 (MASH @) 


It's best to use BD to forward dash in this situation instead of = => to avoid an accidental > $ 34 motion when attempting the ¥ % => 2 ш. 


(WHILE ENEMY 15 AIRBORNE) FORWARD JUMP, AIR (D, OD, 
IM, , 65, 


(2 HITS), e. FORWARD SUPER JUMP, AIR М 
Vu o @ (CHARGE ei^ Fue 2 @@ (MASH @) 


601,600 damage, 17% meter loss 


Qu этеер ўм 2 (D, LAND, ST. 
t i Юе ә фм 2 (0) ва Vs о (D, LAND, 


This combo is good to use in air-to-air situations. When a new character is incoming after a knock out, use air O to interrupt their attack and go straight into this combo, 








COMBO USAGE CONT: 


CR. ®, ST. © (2 HITS), CR. O (2 HITS) 25 ST. © (2 HITS), ® tte 0, ARO, ®, LAND, FORWARD JUMP, AIR 
2,0 ,@,@, LAND, FORWARD JUMP, AIR (D , ®, © => ¥ u> (Т), LAND, © FORWARD SUPER JUMP, AIR OD , 
POM SE» ъф м o D => ф ч +» с (0), LAND, чә 2 D (CHARGE) E> ¥ u + o @@ (MASH ©) 


897,800~1,162,100 damage, 47-92% meter gain 


X-Factor allows far an extended bread and butter combo with an extra ré-jump. If you're looking for a guaranteed К.О. and still have X-Factor available, this should be your go-to combo, 
X-23 becomes much quicker in X-Factor. so you should adjust your inputs accordingly. 


— PM 


SILENT, BUT DEADLY 


You can Tw all three versions of Mirage Feinl by holding pr c S UR Because Silent Kill is an unguardable attack and not 
down the button used to perform it. This charge can be Lig pA 225-5: a throw, you can perform various set-ups on cornered 
canceled at any time by pressing ©. With this, you can cancel Б (9 ee t: foes that are virtually inescapable. Lockdown-heavy 


the recovery of basic attacks by canceling them into Mirage v п ЧУС Î crossover assists such as Amaterasu—[ Cold Star 


Feint, then quickly press © to cancel the Mirage Feint. For Tte р fs TÎ or Doctor Strange— [5 Eye of Aggamato can be used 

example, you can perform a Mirage Feint cancel with standing (rt es ү: эл 1 to hold your challengers in place for the unguardahle 
um» v; [? c . Опсе (V) is pressed for the Mirage S: ge Mae] attack. Attacks that linger onscreen even if the 

Feint, hold it down and press Ө immediately afterward, i original characler is no longer in play (such as Trish's 

almost simultaneously. Hold your apponent in place with a crassover assist, Round Harvest or Phoenix's TK Trap) can be used to 

If performed correctly, the recovery time of the basic attack ЖЫ TUE Se ate SEDI WIN E keep adversaries from escaping Silent Kill, as well. 

used is reduced drastically, and it even grants heavy frame 7 This is especially useful after a K.O. when a new 

advantage if used with @ and (D attacks. It is possible to character is coming in; foes will fall haplessly inta X-23's clutches! If meler isn't an issue, you 


loop standing Ө, (9), (D several times by Mirage Feint can follow Silent Kill with a combo to guarantee a K.O. Use this to turn the tides in battle! 
canceling (D , which is normally not possible. 


COMBO APPENDIX 


GENERAL EXECUTION TIPS | 
When performing > $ м OG > Үр o © during air combos, delay the ¥ м» © (D for optimal positioning 


(AFTER ТАС) AIR ©, O => > 4 i (H)ex^ & щ EO LAND, & «- 2 © (CHARGE) V. wie © б) (MASH @)) 


Noles — —— ТЕШЕ EE 4 


0 + Өш» Өш) + Ө сюз TE | 
(AFTER ТАС) AIR® O ==> > ү w COGS Vy wu + (МУ LAND, + € + 3 D (CHARGE) => ы =» > GS (MASH), | 


Notes Damage . 











Requires corner, 2% + ESS + Ө TAC to X-23 Varies based on damage scaling 
СА. (©, O, STOS фи « 2 (Н), AIR ©, O, LAND, FORWARD JUMP, AIR T, CO, OZ V X > О) LAND, ST. C (2 HITS), 
SES FORWARD SUPER JUMP, AIR, ©,@,4 (H)ES +4 « GO > # 9 9 (C, LAND, CALL WESKER—G, V « > © 

(CHARGE), © ==> FORWARD SUPER JUMP, ARO E^ > pu c Me > V щ > 2 65, LAND, # > © 1) (CHARGE) e 
ow © 6 (MASH 69) 


Noles | "ЕЩЕ: 
An assist combo that illustrates a method of increasing X-23's damage oulpul and meter gain 708, 600 damage, 52% meter gain 


+ ~ > о © (CHARGE), FORWARD JUMP, AIR + © O, LAND, STOO = ¥ и ж SOART (9), LAND, FORWARD JUMP, AIR ©), 
), @, © => € « > o (D, LAND, ST. © (2 HITS), © => FORWARD SUPER JUMP, AIR C, 0,0. t OSC. OG > 

+ «+ © (©, LAND, CALL WESKER—B, + ч + o © (CHARGE), © => FORWARD SUPER JUMP, =» +4 X. c (B) > 

+ м» c6) LAND, & * > с © D (CHARGE) ==> Vu (MASH E) | 


| Notes Damage 


| ананаса 650,900 damage, 23% meler gain _ 
| at & & 6859, (5), LAND, FORWARD DASH, ST. (D, © (2 HITS), OES 4 x « OH) ARO (Н Exo ya (0), LAND, 57. ( 


(2 HITS), © => FORWARD SUPER JUMP, AIR ©, ¢ 10, OED V x o (DES yuo o (D, LAND, ¥ w = 50) г (CHARGE) 
Eu» ¥ u o GE) (MASHG) 


| 
К Noles 3 P Е. З 'Damane ae а. обии зы: ee Й md ee — mc n 
| Requires corner. After landing trom Silent Kill, you must dash forward st. (B immediately for the juggle. You may instead call ап 858,900 damage, 319% meter loss 











OTG assis! aller recovering from Silent Kill to make this combo easier and lo make it viable midscreen 
ACTIVATE LEVEL 2 OR З X-FACTOR, [¥ м © (L) (CHARGE), ¥ % > = (L) (CHARGE)] X 2 


Notes Ж Damage | p 
Once the first hit connects, you may repeat this loop indefinitely until X-Factor expires | 
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"МУ SKILLS ARE UNPARALLELED!” 
Bid 
REAL NAME OCCUPATION 


Akuma Fighter 


ABILITIES 


While his basic fighting style is based on 
Ansatsuken, same as Ayu, he has mastered his 
Own style known as "Satsui no Hadou.” 


WEAPONS 


None 


PROFILE 


A fighter who took on the name of “Master 


of the Fist.” He seeks a true battle to the У 4 
death with Ryu, and to make him И a worthy 

opponent, he tries to lead Ryu down the path 

of the “Satsui no Hadou.” 


HIRST APPEARANCE 
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"This is biographical, and does not representan evalu P. i 
in-game combat potential of this heroa. = s x» 





Overview 
Vitality | лат | 





Chain Combo Archetype 


X-Factor Boost Damage - SMELL RAE AER 
| Level 1 (3 teammales remaining) 192.5% 


| Level 2 (2 teammales remaining) m-—« — Mh | 


pic =e! 










Level 3 (1 teammate remaining) 


While Akuma is a fairly powerful paint character, his amazing Tatsumaki Zankukyaku assist 
lets him really shine as a dedicated assist character. As an assist character, Akuma can power 
through projectile walls, enhance offense, and change the flow af a round in an instant. 





—— - — " But, as a dedicated assist character, what happens to Akuma when he's on his own? There 
| ; will no doubt be situations in which Akuma has to fight for himself, so it's necessary to 
learn where and how Akuma 15 effective as a point character and how to best lake advantage 
of his abilities, 





























Akuma’s greatest strengths lie in his strong up-close game. When in close while using 
Akuma, you can easily mix your opponent up by: 


Using Akuma’s Zugaihasatsu overhead to hit the opposing 
character and chain straight into combo 


Dashing in with crouching L to hit an adversary afraid of 
ЕЩЕ ЕП 


Throwing a blocking competitor and continuing to combo with 
Hyakki Gojin or Tenma-Gozanku Ungyo 
Crossing your target up by calling an assist, then teleporting or 
using aerial Tatsumaki Zankukyaku 

How can you get Akuma close to his foe? 


Advancing by using Zanku Hadoken and Hyakki Goho 
Forcing him through projectiles with Tatsumaki Zankukyaku H 


Super jumping and using a mix of Zanku Hadoken and 
Тептакијіпкуаки 


Jumping forward with option select air@: © Tatsumaki 
Zankukyaku L to stop jumping opponents 


Using his wavedash to speedily approach a grounded attacker 


When getting close is impossible for Akuma, he can still deal considerable damage to. both | 
characters as an-assist using Messatsu- Gohado Ungyo and Tenma-Gohado Ungyo. The 

damage on these beam hyper combos adds up ‘quickly and the combos аге fast and easy АВИ] 
- to connect, and they can be used on reaction to fullscreen projectiles. When. Akuma has — | Se G 
meter, he can force opponents to play passively and safely, since the Ungyo hyper t combos AU Su 
can destroy. assists. Akuma can also evade the opposing character's attacks and quickly کا‎ a ei ons ES 
punish with N Шш; aning Fart a EE mue can use to advance on n ur PEU e rcd 


y UE = Ме Ж ' 
Е) -7 TEE oN ara 4 
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Ailack set 


olanding Basic Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery ‘vantage Advantage il Notes 


Standing @ | | 53,000 


mem SEE EI E 
ENCCCHENSERETI 


on Hil Guarded 


ER 


! : cT 
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CETT Basic Attacks 
Advantage Advanlage if 


screen Command Hits Damage Meter Gain Startup Active Recovery on Hit Guarded ‘ates 


ih ee ee eee d Low attack, chains into @ tacks 
a ee ш ишш 
[ЕЕ] 


Crouching (D E 5,000 





Ground Special "mm auneher | | 


deoa a баде if 





screen Command Hits Ramage Meter Gain Startup Active Banus Guarded Notes 
(while standing or 90,000 | Launcher, not special- or hyper combo- 
crouching) | cancelable 
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Air Basie Attacks 
Advantage Advantage if pa. 


Screen Command Hits Damage Meter Gain Startup Active Recovery n Hit Guarded 


eg M e pend]: = 
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= чн pn ww 











Air Special Attacks—Flying Screen and Air Exchange 


Аг) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, аг) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus), ara only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


= =r + 5 E = ALTES "um —ÀH rim t FE SoS ee gran DTE Hardy Be he а get М а ЖЫ R 3 “SIT ta mapu a = DER z 

eT 2 - + Н کا ا‎ a = [+ Tal. : f aen cta x (Fete E | 1 р а ur AU ES ud 

gine ODE PT CIE NET Hits Damag M е fii Waal ERE LIN S ge Ad "UN I Аа рота т 

Tr t aren Se th, 1. м: ‘i f T ЖЕ ip IH Р. п Урра. TT "- ET. 01 À ea E ni T wk 

Tad dr ITE 8" Ted Жыл, PI 1 : LIU TENE Ta — [| i | dore اي‎ ret وک‎ TEE 7 
dici aT Å a a Ва SALIS BILE ust = \ Я ета Е! - Sh rd Le tet bk 2 # ا‎ a 


sed in launcher 


С ИЕ 
Tags in next available ally while loiting 
opponent upward 


m à - Until |. Tags in next available ally while causing wall 
1 т> ose (during launcher combo) Ы grounded bounce, erases 1 hyper meter from foe 
: i mm | Tags in next available ally while causing ground 
| Г I (duri ner € ) bounce, generates 1 hyper meter 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties, It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 










ова P Un E y - Meter - ү qu ce Advantage. Mp s Ur dh Pu qt 
—- sala MES EM Hits Damage. “Gain | Startup d Relive | ES cover Y onHit Guarded Noles - Pac e E 





| | )verhe attack, causes ground boung ve against 
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Throws 


| Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
Ў 


are usually possible after throws, one way or another. 


Pong CIN? жае каи vis AG t nx! boa 


Screen. Command x ue MEL [еер Hits Damage cram шш наша it €———— e ESSA К: 0 5 OREL Le AT і 1 erro ae 


аси SEE EES Hard knockdown 
азаи Hard knockdown 
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Crossover Recovery (this Recovery 
Combinetinn Description Hits Damage т! Startup Active crossover  (01һег Notes 
Hyper Combo assist) partner) 


Messatsu-Gohado | Exe. 
saeu BUNC 777 


| Tatsumaki Knocks down 0 jonent, destroys low and 
| Zankyaku M 32, S | UABJG medium priority projectiles during active frames 


Messatsu-Gohado — | Hyakkishu M, Overhead attack, around b 
| ааа 0 = sica ES TOT 
m Y  |Agyo Hyakki Gojin uibus OTG-capable 
" f 27) T 7 1 


з a ST ey 


юп i can add some additional firepower toa pure projectile team. 


У 

* 

ў 
igi AK | Iq £ankukyaku і is Akuma’ 5 sland: “out assist and is ong of the best assists in ihe game CAUSE it НЕ numerous MUT it ЛБ in trong and behind, almost aveny 


а. 


ї sack 


| Sereen Command Hits Damage Meter Gain Starlup Active Recovery E rper 
+ 


= (500 = [-1 hyper | 
Li зво a Bre As 
р, 


| Lug 


UE ak = а ! | Meter : Advantage Advantage wrine 
uii Name Command Hits Damage Gain Startup Active Recovery onHit if Guarded Notes 


EE ENE 90,000 [БО SEE EE Projectile has 5 low priority durability points 
wow foa ИСТИТЕ ИСИ Е REN TTT 
Ts H l (2) t 90,000 SS MM Projectile has 5 low priority durability p points 


Та Projectile has 5 low priority durability points, if 
+11 x10 | Akuma lands while still in recovery, then add 6 
Irames of ground recovery 


Projectile has 5 low priority durabil ity points, if 
+11 Akuma lands while still in recovery, then add 6 
Irames of ground recovery 


| Projectile h has 5 low priority durability points, if 
Akuma lands while still in recovery, then add 6 
frames of ground recovery 


Invincible from frames 1-6, airborne from frame 7, | 
_| knocks down opponent 


Invincible from frames 1-7, airborne from frame x 
knocks down foe 


Invincible from frames 1-10, airborne trom frame 5, 
knocks down adversary 


Knocks down rival, destroys low and medium — 
priority projectiles during active frames, airhome 
irom frame 8. 


Knocks down competitor, destroys low and medium 
priority projectiles during active frames, airborne 
from frame 2 


Knocks down target, destroys low and medium — 
priority projectiles during active frames, airborne 
from frame 8 


oan Hadoken L 99,000 10 


жшн =o ee riven 
— лар (D Er 90.000 B E 


posce pma 


Goshonnken | H 


[c 

e M eeu fe [n M) 
LE zx 
ES H | №” 
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еб mA e al 90,000 ie) 


| 
Ц 1 
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| 
1 
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ЕР | 
te 


Special M SICOntinued 


Command Hits Jen Gain startup Active 


iji A en | 


screen Name 


Air Tatsumaki 
Zankukyaku L 
(in air OK) 
Air Tatsumaki 
Een aD M 
| (in air OK) 


Air Tatsumaki 
| Zankukyaku H 
(in air OK) 


Hyakkishu L 
War een. Sg 


H akkishu M A2 Until 
oF +@ BExENENSERF ERES 


| ipiis H 
(in air OK) 


Dese 3 xus өөр» ER MCN ا‎ 


ri боп. 


о [nous Goho 


Gohadokem Akuma's 
ground projectile is best 
used from fullscreen range 
because its slow recovery 
leaves Akuma vulnerable, 
allowing opponents who 
jump over the projectile to 
deal big damage. 


Depending on the button 
pressed, Gohadoken 
travels across the screen 
at different speeds: L is 
Ihe slowest, and H is the 
fastest. Each version of 
Gohadoken deals the same 
damage and inflicts 27,000 
damage ії guarded, which is nice far free chip damage. If an adversary is forced to block a 
Gohadoken, another сап be thrown fairly safely, unless your competitor can hyper comba 
through it. 





You should avoid trying to win a long range firefight with Gohadoken, since it only has 

5 low priority durability points, which many long range characters can easily overpower. 
Extra care should be taken when throwing Gahadakens against characters with teleports 
because the long recovery of the projectile leaves Akuma vulnerable to characters who can 
quickly get behind him. 


If a Gohadoken hits, you can easily tack on some extra damage by immediately hyper combo 
canceling into a Messatsu-Gohado combo from anywhere on the screen for free damage! 


Goshoryuker. This variation on the classic 
“dragon punch” gives Akuma a valuable 
invincible attack that costs no meter, which 
you can use to interrupt your opponent's 
offense. Goshoryuken L is only invincible 
during its 6 frame startup time, while 
Goshoryuken M & Н remain invincible 

well past their startup frames, with f and 
10 frames of invincibility, respectively, 
Goshoryuken M has a startup time of only 4 
frames, which ts fairly fast, but Goshoryuken H has an amazingly quick startup time of only 
3 frames, making it one of the fastest striking moves in the game and allowing it to punish 
any move that is -3 or greater! 





If Akuma has meter, you can hyper combo cancel Goshoryuken Н on the second hit into 
Tenma-Gozanku Agyo or Ungyo to make it completely safe, giving him an invincible attack 
that is very difficult for your foes to punish! If your opponent blocks the Goshoryuken, then 
the hyper combo cancels the recovery period, making Akuma safe; if your adversary is hit, 
the two attacks combo together, giving Akuma solid damage off a safe and invincible move! 


| Until grounded, 
| 19(4)6 | 6 frames 


P| [woe [mw ЕС IER ER 
wom |508 158 
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Adva паде Advantage 


on Hil if Guarded Nates 


Recovery 


Destroys low and medium priority projectiles during 
active frames 


Until grounded, | 
Б irames of 
landing recovery] 


| Destroys low and: ‘media priority. projectiles T 
active frames. 


[unti grounded, 
6 frames ol 
= recovery 


ЫШ 


TET low and medium priorily projectiles during 
| active frames 


| Airborne from frame 1, Hyakkishu attacks can be 
performed from frame 14 on 


Airborne from frame 1, Hyakkishu attacks can be 
periormed from frame 14 on 


Airborne from frame 1, Hyakkishu attacks can be” F 
| performed i from frame. 14: on 


53/Until 
grounded 


Overhead attack, ground bounces foe 


Overhead attack, ground bounces airborne 
adversaries, O1G-capable — 

Projectile has 5 low priority durability points, 
automatically aligns with rival 


Invincible from frames 14-30 


Zanku Hadoker. The aerial 
version of Gohadoken ts 
an angled projectile aimed 
down toward the ground 
and is Akuma's go-to move 
for approaching distant 
opponents. The button 
pressed determines where 
the projectile is aimed: the 
L version is aimed almost 
completely downwards, 
while the H version travels 
үн 9 1100) nearly across the screen. 
b. о — _ The M version is best 
Lid CIN 2 utilized when Akuma is 
super jumping, as it goes 
far enough to hit the opposing character from that height and is also angled so that it can 
black jumping competitors. 
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You should use these moves when normal jumping forward toward most adversaries. 
Against foes with a quick projectile that can nullify Zanku Hadoken, like Magneto and Arthur, 
you should have Akuma super jump and fire a Zanku Hadoken, and then follow it up with an 
aerial Hyakkishu into Hyakki Goho, or a Tenmakujinkyaku if you think your challenger is going 
to try to dash under Akuma. Note that the stronger versions of Zanku Hadoken have more 
recovery, which can leave Akuma vulnerable during a super jump if thrown at the wrong time. 
Generally, throw the projectile immediately after beginning a super jump. 


Akuma can only throw one Zanku Hadoken per jump, even after one has recovered during 
a super jump. Akuma can act again after Zanku Hadoken has recovered, however, so follow 
up with a Hyakkishu move, Tenmakujinkyaku, or an aerial Tatsumaki Zankukyaku. 


Tatsumaki Zankukyaktr. This spinning 
attack doesn't just go through projectiles; 
it destrays them! Starting from frame 8 
and during all active frames, all projectiles 
that hit Akuma are complately destroyed, 
allowing Akuma to slice through zoning 
altacks in an instant! 


Tatsumaki Zankukyaku L is safe if guarded 
Я to everything but 1 frame command 
throws and deals 33,000 points of chip damage, making it a powerful pressure tool against 
opponents, especially when they are in the corner. It's also Akuma’s single most damaging 
attack, so you should use it in combos whenever possible. Tatsumaki Zankukyaku M & H 
give frame advantage if guarded, but your adversary can punish them by using advancing 
quard against the second-to-last hit, so be careful when using those moves from midscreen. 


EU a 
aeu DM | 





If Tatsumaki Zankukyaku M or H hit the target while the opposing character was in the 
corner, you can immediately go into a combo by hitting the © launcher; the move gives 
you ample time to verify that the attack hits, then confirm inta Akuma's basic aerial combo. 
Against many characters, you can have Akuma combo into © from midscreen! 
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Air Tatsumaki Zankukyakur. 
The aerial version af 
Akuma's powerful 
Tatsumaki Zankukyaku 
allows Akuma to easily 
control space in the air, 
and it hits on both sides 
of Akuma, making it an 
excellent cross-up! Aerial 
Tatsumaki Zankukyaku 
alsa destroys prajectiles 
only 5 frames after you 
perform the attack, 
making it an excellent tool 
for approaching zoning 
characters. 





Like the ground version, air Tatsumaki Zankyaku L deals 110,000 points of damage, 
making it the most damaging single hit attack that Akuma has, so use it in combos 
whenever possible. 


After performing air Tatsumaki Zankukyaku, Akuma is completely vulnerable until he lands 
or hyper cambo cancels into Tenma-Gozanku Agyo or Ungyo. So when normal jumping at 
an opponent, use air Tatsumaki Zankukyaku L, and use air Tatsumaki Zankukyaku Н when 
super jumping to make sure Akuma's safety is ensured until he hits the ground. 


Hyakki Gosho: One of 

the three attacks that can 
only be performed during 
Hyakkishu, Hyakki Gosho 
is a short-range overhead 
punch that ground bounces 
the target on hit. Of the 
three Hyakkishu attacks, 
Hyakki Gosho is the least 
useful outside of combos 
because it has very limited 
range and few active 
frames. 


Hyakki Gosho is most 
useful in combos, where 
you can use it to ground 
bounce your competitor. Outside of combos, the best way to use Hyakki Gosho is after 

an adversary is forced to block a normal jump attack—pertorm an air basic attack while 
calling a crossover assist, then cancel the jump attack into Hyakkishu L then Hyakki Gosho. 
This lets you keep up pressure while performing low-risk mix-ups. Hyakki Gosho is safe on 
block, allowing you to keep up your offense without risk of punishment! 





Hyakki Goha: This 
Hyakkishu attack allows 
Akuma ta throw a fireball 
in the middle of Hyakkishu 
simply by pressing ©. 
This attack is a major part 
of Akuma's offense, since il 
lets him advance under the 
cover of an air projectile, 
and if the opposition is 
forced to block Hyakki 
Goho, Akuma is at frame 
advantage! Being a 
Hyakkishu move, you can 
alter your gameplan an the 
ily by using Hyakki Gojin 
against an adversary trying to dash under Akuma, or by using Hyakki Gosho against a 
competitor attempting to meet Akuma in the air, 





This move is mostly identical to Zanku Hadoken; it inflicts 27,000 points of chip damage 
when blocked, and Akuma can only throw one per Hyakkishu. After Akuma throws the 
projectile, he cannot act until he hits the ground, putting him in great peril if your rival 
evades the projectile. 


You can also employ this attack to create two midair projectiles, which can create 
enough of a wall to stop most characters from destroying Akuma's fireballs! Throw 
a Zanku Hadoken during a super jump, then perform air Hyakkishu and Hyakki Goho 
immediately after to rain down Hadokens on your opponent! 


Hyakkishu. When you perform this attack, 
Akuma jumps into the air and is granted 
access to the three powerful Hyakki attacks. 
Hyakkishu is primarily a tool to assist 
Akuma's offense, as he quickly moves 
farward and at any time can use one of 

the Hyakki attacks to attack opponents. 
Hyakkishu can now be performed in the air, 
which gives Akuma a semi-double jump, as 
well as the ability to throw two projectiles 
during a single jump. 
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Hyakkishu L only travels a short distance and is lower than a normal jump. The M 
version is essentially tha same as his normal jump, while the Hyakkishu H travels across 
half the screen and goes very high, but not quite as high as a super jump. Primarily, 
you'll want to use Hyakkishu L in close-range situations, and employ Hyakkishu H to 
advance against zoning characters. 


In the air, each Hyakkishu attack travels about half as far and high as the ground versions. 
As such, air Hyakkishu L barely moves upward at all! When canceled from a jumping 
attack, the Hyakkishu jump is barely off the ground. Consequently, you can use it in tricky 
double overhead attacks and can even create entirely unblockable situations with low- 
hitting crossover assists! 


Unlike a normal jump, once Hyakkishu has sent Akuma into the air, he cannot guard and 
can only perform one of the Hyakki attacks or Tenma-Gazanku Agyo or Ungyo, so be 
careful when using it in situations where the opposing character can hit Akuma, 


Hyakki Gojim. This 
Hyakkishu attack is 

an energy-Infused 

dive kick that, unlike 
Tenmakujinkyaku, is 

an overhead attack and 
allows you to combo into 
additional damage when it 
hits. Hyakki Gojin is best 
used in combination with 
super jumping and using 
Hyakki Goho; if you think 
your opponent is going to 
try to dash under Akuma, 
use Hyakki Gojin instead of 
Hyakki Goho to dive down 
and cut them off! 


You can also use Hyakki Gojin to extend Akuma's combos, as it is OTG-capable and ground 
bounces when hitting a grounded їое, You can use this fullscreen and after an air throw, 
but if it hits your rival just before they're about to stand up, it causes the competitor to 
ground recover instead of ground bouncing. If this happens, use it as an opportunity 

to continue attacking your challenger; use the overhead Zugaihasatsu, or cross up your 
opponent by calling a crossover assist, then switching sides with Ashura Senku! 





Ashura Senki, Akuma’s 
teleport causes him to 
quickly move to the left or 
right, depending on which 
direction the command is 
performed. Ashura Senku 
isn't recommended as an 
escape tool; while it has only 
4 frames of recovery, it has 
14 frames of startup, making 
it easily thwarted when 
Akuma is on the ground. 


When covered by an assist, 
Ashura Senku becomes 

a powerful mix-up tool 
because it allows Akuma to 
quickly travel through his opponent, making it difficult to see which side of his competitor 
Akuma is on! Ashura Senku can even travel through an adversary in the corner, and itis a 
great way to open up the target and land one of Akuma's huge damage combos. 





Ashura Senku can be hyper combo canceled at any time, allowing Akuma to teleport close 
to his foe and then cancel into an inescapable Raging Demon! 





Hyper Gombos 


Screen Name Command Hits 


Messatsu-Gohado Ty $^ c» + GX hold QD 


(mash QD after beam begins) 


Ungyo 


(in air) 
wc + CD nid 


(mash @ after beam begins) 


ssalsu- 
Goshoryu — 
Raging Demon 
(Lavel 3 Hyper 
Combo) 


465,000- 
510,000 


Messatsu-Gohado Agya: 
During this hyper combo, 
Akuma unleashes a flurry 
of high priority projectiles 
angled to cover most of 
the screen in front of him! 
While this hyper combo 
potentially deals more 
damage than the Ungyo 
version and can be mashed 
for an additional 27,300 
damage on tap, most of 
the projectiles miss the 
opposing character by 
flying over the foe's head ог 
into the ground. 


This hyper combo is useful outside of combos as an approach tool, since the projectiles 
stay on the screen after Akuma nas finished throwing them, allowing him to move in on 
his competitor under the cover of this hyper combo, Advancing guard can negate the 
effectiveness of this technique, but it can be useful in a pinch, especially when Akuma 
doesn't have assists to help him cross the screen. 


Tenma-Gozanku Agyo: The aerial version 

of Akuma's barrage of projectiles hyper is 
much more useful than the grounded version, 
because the spread of projectiles has a 

much higher chance of connecting with the 
opposing character and can be mashed for 
up ta 57,300 additional points of damage! 
Generally, most projectiles will still miss your 
target, meaning that Tenma-Gozanku Ungya 
is recommended in many situations. 





This hyper combo really shines in combos, however: Akuma can end anl alr combo with 
Tenma-Gazanku Agyo, then tack on an additional Messatsu-Gohado Ungyo or Tenma- 
Gozanku Ungyo after he lands! For more details on these combos, check the Combo 
Usage section. 


You can also use Tenma-Gozanku Agyo as a close range pressure tool, as Akuma is left at 
+3 frame advantage after he makes an adversary block this move fram up close: таке an 
opponent guard the hyper combo, then perform an aerial mix-up with aerial Hyakkishul 


Messatsu-Gashoryu. This hyper combo 

is invincible for 21 frames, making il an 
excellent way to avoid chip damage from a 
competitor's hyper combos. Тап opponent 
is too close to Akuma when performing a 
raw hyper combo, immediately perform 
Messatsu-Goshoryu and blow through 
their attack. In combos on the ground, 
Messatsu-Goshoryu generally does lass 
damage than Messatsu-Gohado Ungyo, and 
many of the hits whiff adversaries who are not on the ground or close to it. Additionally, 
the move will only fully connect during very specific THCs, making this hyper best used 
strictly as a counterattack. 
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if Guarded “ates - 
i Can ba mashed for addilianal damage, each 
projectile has 5 high priority durability points 
Knocks down opponent, can be mashed: 
for additional damage, beam durability: 25 
frames x 1 high priority durability poi 
Can be mashed for additional damage, each 
projectile has § high priority durability points 
Knocks down adversary, can be mashed 
for additional damage, OTG-capable, beam 
| durability: 25 frames x 1 high priority 
durability points 
Invincible Irom irames 1-21, knocks down 
(6)14 | I: rival | d E 
| Invincible from frames 1-39, throw attack. 
hard knockdown, can be mashed for 
additional hits 


Messafsu-Gohade Ungyo: This hyper 
combo allows Akuma to shoot a fast, 
powerful high priority beam across the 
screen, damaging any adversaries caught 
in its path. This hyper comho starts up in 
only 8 frames, allowing Akuma to easily 
punish projectile-throwing rivals from 
fullscreen! 





Whenever Akuma has meter, opponents 
should throw projectiles with caution, since Akuma players can- easily cancel any move 
Akuma is performing into Messatsu-Gohado Unoyo and blast thraugh any projectiles on 
the screen, You can also use this hyper to hit an assist from across the screen; if you see 
one come out, let this hyper rip! If it hits and Akuma has X-Factor available, cancel into 
X-Factor and fire off another Messatsu-Gohado Ungyo! This combo does up to 547,500 
points of damage at level 1 X-Factor, and when this is combined with the damage bonus 
against assists, сап sometimes be enough for an instant К.0.! 


Be wary of performing this hyper combo close to your opponent in situations where this 
hyper isn't guaranteed to hit, as it is -34 when guarded. Characters with fast, fullscreen 
moves like Magneto and Ryu can punish Akuma from fullscreen, but most characters will 
be able to punish it if they're close! 


Tenma-Gozanku Ungyo: 
The aerial version of 
Akuma's beam hyper 
combo fires downwards 
al an angle and is OTG- 
capable, making it а very 
useful tool in Akuma's 
offense. It can also be 
mashed for an additional 
52,200 points of damage, 
it does solid chip damage, 
and leaves Акита at only 
а -1 frame disadvantage 
after it's over, making it 
completely safe! Since Tenma-Gozanku Ungyo only covers a small portion of the screen, 
characters with horizontally aimed projectile hyper combos like Taskmaster-and Ryu сап 
easily hit Akuma during the middie of the hyper combo, sa take special. care when playing 
against those.characters. 


Raging Demon: This level 3 hyper is an 
incredibly fast moving throw that can be 
mashed for an additional 45,000. damage, 
for a grand total of 510,000 damage! li 
you perform this hyper fairly close to your 
rival, the opposing character will be unable 
la escape, giving Akuma big guaranteed 
damage! Raging Demon is also invincible 
for 39 frames, so you can utilize it to blow 
through enemy attacks. 


When performing this attack, make sure not to hit your opponent.with an attack while 
entering the inputs; if your competitor is hit before Raging Damon is performad, thay can 
easily jump away from the attack, rendering the attack useless, Raging Demon can also 

be used in THCS to catch blocking foes aff guard; use an advancing hyper combo like 
Spencer's Bionic Arm to aet close to the opponent, and at the last second; THC into Raging 
Demon for a gimmicky trick! 
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Akuma s Tajsumaki Zankukyaku assist can completely negale projeciiles, opening up space to slart the attack! Tatsumaki гапкикуаќи can fit opponents from behind, effectively trapping your fog in the carer, 


While Akuma can be a strong point character worth building a team around, he really shines on a team that takes advantage of his excellent Tatsumaki Zankukyaku assist. This assist 
maintains the properties of Akuma's Tatsumaki Zankukyaku M, which is already a powerful advancing tool in its own right! 


Akuma—[3's Tatsumaki Zankukyaku assist is versatile enough to be used in all stages of the game, from at long range to close up. From long range, calling Akuma at the right time can 
completely pierce through a zoning opponent's projectile attacks. Akuma isn't invincible when he comes out; even though his assist can destroy projectiles, if Akuma contacts a projectile 
attack before the attack comes out, he'll simply get hit and return to the bench. То use Akuma effectively, wait for a break in your competitors zoning; every zoning character has a gap in 
their projectiles at some point. If Akuma is safely out and performing Tatsumaki Zankukyaku, your adversary can only hit Akuma with a projectile hyper combo, allowing your point character 
to dash in and closa the distance. 


Akuma should be called very carefully against characters like Taskmaster and Ryu who can cancel their projectiles immediately into their long range hyper combos. Tatsumaki Zankukyaku 
will only destroy low and medium priority projectiles, so charactars who can quickly hyper combo cancel into projectile hyper combos can seriously damage Akuma. Akuma only has 
730,000 health, making him one of the most fragile characters; an errant assist call can potentially get him eliminated in one combo. 


At mid range, you can use Akuma's assist to simply take up most of the screen, since it stays on the screen for a long time and hits both in front of and behind Акита, Characters 
attempting to jump over Akuma generally get hit in the hack by Tatsumaki Zankukyaku, which allows nearly every character to land а huge combo. Also, if an opponent is forced to guard 
Akuma, he creates a golden opportunity for you to immediately launch an offensive; the three hits of Tatsumaki Zankukyaku place your rival in a surprisingly long amount of quardstun, 
during which advancing guard is ineffective. Capitalize on this by dashing in and using any mix-up attacks your character may have, such as overheads or cross-ups! 


The Tatsumaki Zankukyaku is even more effective when directly integrated into a mix-up. Calling Aku та— Û first, then using a quick side-switching special move like telaparts ar 
Wolverine's Berserker Slash can be a nightmare for the opposing player to defend against: Akuma makes contact with the enemy immediately after your point character has switched sides, 
scoring a hit unless your opponent was guarding in the opposite direction! Akuma then proceeds to hit three times with Tatsumaki Zankukyaku, giving you plenty of time to capitalize with a 
juggle combo. Akuma— B's assist is also great for turning quick overhead attacks into combo opportunities, but this is more difficult midscreen, because Akuma often carries your rival's 
character à long distance away. 


You can also use Akuma’s Tatsumaki Zankukyaku assist to extend many characters’ combos, since it hits for a long time, letting you combo from things that normally have tao much 
recovery, like Wolverine's Berserker Slash and Zero's Santsuizan. The assist also only hits three times, which lessens the damage and hitstun scaling incurred by successive attacks! 
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Акита can keep ihe pressure an by jumping over projectiles and firing ane of his own Throw a Zanku Hadoken while super jumping, then immediately periarm Tenmakujinkyaku fo quickly approach 
Tullscreen opponents! 


When you are forced to fight with Akuma, you should try to get him in close as quickly as possible. Stuck in a long range firefight, Akuma doesn't have the arsenal ha neads to compate 
against more dedicated projectile throwers, and most characters can quickly close the distance against him and put him on the defensive. Gohadoken only has 5 low priority durability 
points, which is only useful against characters who can't overpower them, like Rocket Raccoon or Zero, as well as against characters without advanced movement options, such as Haggar 
and Frank West. The recovery on Gohadoken is fairly long, however, making it easy for characters to slowly put Akuma on the defensive by jumping over them. If Akuma is forced inta a 
firefight, try to catch your adversary and their assist on screen at the same time with the Messatsu-Gohado Ungyo beam hyper combo; chances are you can catch bath of them at the same 
time, inflicting massive damage to the assist. Even if it doesn't K.O. the assist, it'll do considerable damage, which should keep them on the bench far long enough that they won't be a 
prablem for a few precious seconds. 


If you must play Akuma an point, try to pair him up with a crossover assist with slow-moving projectiles: Sentinela, Rocket Raccoon—cx, or Arthur—B are all great choices. These 
types of assists not only bolster Akuma’s long range game, they also function as covering fire to allow Akuma to quickly close the distance and place his foe in long enough guardstun to set 
up easy mix-ups. Characters with fullscreen hyper combos make good partners for Akuma in general: he will often be hitting with beam hyper combos from fullscreen, and these characters 
can be used in THCs for extra assist-destroying potential. 


in most situations, Zanku Hadoken and Hyakki Goho prove more useful than Akuma's ground projectile, as it allows him to remain mobile while tossing fireballs. Having Akuma jump 
forward while tossing projectiles is a great way to safely gain distance оп your opponent, the fireballs effectively act as a shield from the front, making this difficult for foes to stop by 
conventional means. From farther away, you can advance a much longer distance by using Hyakkishu H immediately followed by Hyakki Goho. Making contact with a projectile leaves 
Akuma with a huge amount af frame advantage; if Akuma is close enough, you'll be able to immediately dash in and perform a mix-up, or start a combo if the fireball hits the opposing 
character! When attacking your challenger with aerial projectiles, be sure to use the proper versions of the attacks so as ta not toss a fireball behind the opponent; Akuma is vulnerable after 
an aerial projectile all the way until he reaches the ground, allowing for an easy combo for your adversary. To help mitigate this, play it safe and use weaker versions of Zanku Hadaken or 
Hyakkishu. This can still be thwarted if your foe dashes forward unexpectedly, moving clear under both Akuma and his projectile and leaving him open for a combo. To prevent this, use 
Tenmakujinkyaku or Hyakki Gojin: Akuma abruptly dives straight down onto his rival and cuts them off, allowing for a big comba! 


Some characters with high-powered projectile attacks can make it very difficult for you to have Akuma bully his way in with aerial projectiles. Against these characters, try changing the 
angle of your approach: super jump forward and use Zanku Hadoken L on the way up to cover your descent. This tactic completely bypasses any ground control your competitor possesses 
and forces them to change up their game. The Zanku Hadoken will also have recovered well before Akuma lands, allowing you to perform a Tatsumaki Zankukyaku L on the way down to hit 
opponents trying to dash under Akuma. This tactic still allows your rival to get away from the corner by dashing under Akuma, 50 you'll want to amit the aerial projectile and drop down with 
Tenmakujinkyaku at times. 


Опсе Akuma has reached midscreen, you can start mixing in aerial Tatsumaki Zankukyaku along with Zanku Hadoken; normal jump forward and press > + G) + HEELS to 
simultaneously perform an air throw attempt, an air Û basic attack, and a cros sover assist. Immediately after the kick extends, cancel into air Tatsumaki Zankukyaku H to complete the 
option-select: you'll get an air throw if your opponent is near and a combo if air ( hits your rival out of a jump. Grounded competitors are then typically forced to guard the Tatsumaki 
Zankukyaku, then the crossover assist. This allows you to quickly have Akuma dash in and perform a mix-up! Even better, when this tactic is used from up close, the Tatsumaki Zankukyaku 
crosses up your challenger! 
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Akuma can teleport behind his opponent while calling an assist la create a crass-up ihal is very dificult for You cart use Aerial Hyakkishü very low to the ground, and when combined wiih a low-hitling crossover assist, 
foes to black. you can set up completely unblockable situations! 


If you can manage to get Akuma up close to his opponent, there are many tools you can use to have Akuma mix up his rival and open them up for huge damage. His easiest mix-up involves 
using his quick Zugaihasatsu overhead, which hits twice and chains directly inta the © launcher for a combo. While the Ө launcher is completely safe if guarded, an opponent using 
advancing guard against Zugaihasatsu causes the launcher to completely whiff, leaving Akuma wide open. To prevent this, simply verify that the two hits of the overhead are hitting before 
you chain into et: Zugaihasatsu is blocked, cancel into Tatsumaki Zankukyaku M. It's +3 advantage on block, and you can utilize it to keep pressure on your adversary, You can also tack 
on an © launcher against any character if it hits in the corner! 


A competitor making use of advancing guard can easily put a stop to Akuma’s offense, forcing you to begin the approach process over from the beginning. To defeat advancing guard, use 
delayed crouching e attacks spaced farther apart than what you may be accustomed to; opponents trying to use advancing guard against single (B attacks will likely mistime it, instead 
getting a crouching (2) attack. This then gets counterhit by your crouching (B attacks, allowing you to convert into Akuma's massively damaging combos. 


By using Akuma's Ashura Senku while calling an assist, Akuma can quickly cross up his opponent, opening them up for a combo. Use any assist that covers the ground horizontally, 
including assists that Akuma can use to close distance like Doctor Doom's Plasma Beam and Rocket Raccoon's Spitlire Twice! Simply call the assist before performing Ashura Senku; if 
it hits, you can easily convert the assist's hit into a juggle combo, and if it's blocked, Akuma generally remains covered by the assist with frame advantage, allowing you to keep up your 
offense. If blocked, try to slip in Zugaihasatsu while your competitor is blocking the assist! Ashura Senku has considerable startup and is vulnerable for 14 frames before Akuma teleports 
through his target, and it only travels across half the screen, so make sure your adversary isn't in position to hit Akuma aut of Ashura Senku's startup. 


To counter opponents trying to jump away from your offense, use the aforementioned ar C> + (D + BEA => Tatsumaki Zankukyaku Н option select: scoring an air throw in this 
manner is great, but a wrong guess still results in a cross-up situation that also forces your foe to guard your assist. Proceed to go right into another mix-up! 


If your rival is intent on staying on the ground, jump forward and attack with a late air © canceled into air Hyakkishu L, then use Hyakki Gosho. The L version of air Hyakkishu causes 
Akuma to perform a very short hop, allowing you to perform a very quick double overhead! If combined with Wesker's low-hitting assist Samurai Edge (Lower Short), you can create a very 
quick completely unblockable setup with Akuma! Simply call Wesker the same time ЄЎ is pressed, then cancel into Hyakkishu L to open up any grounded foe! 
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| CR. ©, ST. @, + > ©, DASH, CR. ©, ST. ®©, © ==> SUPER JUMP, AIR O, ©, ®, 8, «te o @ => 
a (DURING HYAKKISHU) ©, DASH, CR. ®, © => SUPER JUMP, AIR ©, ©, ® ==> AIR Ф £ « = (D exi» 
| + мә 2 @® (HOLD @) MASH Ө 
706,700 damage, 12% meter gain 


After the first launcher, stagger the timing of the air iD 0 (9): (8) chain to make sure Akuma lands shortly after the opponent. This gives you more time to hit with the Hyakki Gojin. 
Performing Hyakkishu in the air makes it significantly easier to ground bounce your adversary in time. 
























You'll need to be able to judge the distance after inflicting the hard knockdown— in the corner, Hyakkishu L works all the time, but at midscreen, you'll generally need to use Hyakkishu M, 
which involves stricter timing. If the Hyakki Gojin hits too late, Akuma does not ground bounce the opposing character. 
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Jf. (CORNER REQUIRED) CR. ©, ST.@, + 2 @, CR. D, ST. O, > o @=> ¥ у € o O= CR. O, CR. O, © ==> 
SUPER JUMP, AIR ©, ©, ®, ©, = $ и © © ==> (DURING HYAKKISHU) ©, СА. @, © => SUPER JUMP, AIR ® 
=> ф # +2 DED ¥ ч» о 689 (HOLD ®) MASH & 


746,400 damage, 31% meter gain 


This combo adds more hits in the corner, but it is slightly more difficult, Cancel the second Senpukyaku Into Talsumaki Zankukyaku as quickly as possible to give yourself enough time to 
juggle the crouching QW) attack. 
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-> > 0, Ө ==> SUPER JUMP, AIR DBD, 0, ®, ©, +4 и o ® (DURING HYAKKISHU) DO, DASH, CR. ©, © ==> 
SUPER JUMP, AIR ©, 0, (B) ex фи е с Oe tues (HOLD @) MASH @® 
631,600 damage, 12% meter loss 
This combo hits directly off Akuma's Zugaihasalsu overhead, 


Lugaihasatsu chains directly into the (5) launcher and is two hits, giving you ample time to verify that the overhead is hitting before you go chain into the launcher. 





BACKWARDS OR FORWARDS AIR THROW, AIR & *& № > © => (DURING HYAKKISHU) ©, DASH, CR. O, CR. ©, 
+> о ®, ex^ SUPER JUMP, AIR O, ©,@,©, +¥ ж 2 © => (DURING HYAKKISHU) © 

264,900 damage, 67% meter gain 

This combo costs no meter, so you should use it whenever Akuma needs to conserve or build meters for other characters on his team. 


Any Akuma combo can be ended with a second OTG Hyakki Gojin to conserve meter. You can add a hyper combo ta this combo by replacing the final (5) with air Tatsumaki Zankukyaku L 
into Tenma-Gozanku Ungyo, for a total of 465,200 points of damage but a 38% loss in meter. 


Ending the combo with Hyakki Gojin causes your opponent to instantly ground recover, giving you a chance to mix your rival up and catch them off guard with Zugaihasatsu or an Ashura 
senku with assist cross-up! 





CR. ©, ST. ®©, > © @, DASH, CR. ©, ST. ©, © => SUPER JUMP, AIR O, D, ®, Ө, = V r с Ө = 

(DURING HYAKKISHU) OD, DASH, CR. ®, © ==> SUPER JUMP, AIR ©, O, @ AIR & € Ф o OF | 
bu MASH @, AIR ¥ u > 2 (9, LAND ў u + =@© (HOLD @) MASH @ 

679,100 damage, 75% meter loss 

This combo uses two hyper combos and does incredible damage, enough to knock out many characters in the game without the use of an assist! 


This combo won't work if your opponent is in the corner after the Hyakki Gojin OTG, or if Akuma is just outside of the corner. To get your adversary out of the corner, perform Hyakkishu | 
immediately after landing; Akuma hits the target with Hyakki Gojin and then lands on the other side of his foe, letting you finish the combo. | 


I! Hyakki Gojin doesn't switch sides with the opposing character, you must perform a slightly different combo, which can be found in the Combo Appendix, 
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While Akuma—B is a very powerful 
assist, that also means he's going 

to be in situations where he'll have 
lo fight by himself with no crossover 
assists once his teammales are gone. 


Unless you have a quaranteed chance 
to knock aut a character witha 
combo, it’s generally best to save 
X-Factor until Akuma's by himself; if 
the only way to save a character is by 
activating level 2 X-Factor to avoid chip damage, it's probably best to let that 
character gel knocked aul so Akuma can use X-Factor level 3 by himself. 





To turn the lables, look for m nities to Blas! bath 
the point and assist character with Messatsu-Gohado 
Ungya, then activate X-Factor and do it again! 


Once Akuma is in X-Factor, you should use Tatsumaki Zankukyaku L fairly 
liberally, as it's incredibly fast, completely safe on block, inflicts 58,500 points 
of chip damage, and can lead to massive damage on hit. Tatsumaki Zankukyaku 
L combos into itself at X-Factor level 3, allowing you to connect up to eight in 

a single combo for 1,111,600 points of damage, which is enough to take out 
almost every character in the game! Against Thor, Haggar, Tron, and Nemesis 
T-Type, cancel the eighth Tatsumaki Zankukyaku L into Tenma-Gozanku Agyo to 
finish them off, dealing a total of 1,503,500 damage! 


Once you've scared your challenger into blocking Tatsumaki Zankukyaku, look 
for a chance to dash in and throw out Zugaihasatsu, which is incredibly fast at 
X-Factor level 3 and can lead into an instant-knackout combo! 


it's vary common for your opponent to try to jump away in the face of an angry 
level 3 X-Factor Akuma. Be ready to switch it up and ge for an air throw by 
using option-select air S> + @ canceled into Tatsumaki Zankukyaku Н! 


If chasing down your rival is proving difficult, you may want to simply try to chip 
them Into oblivion with multiple beam hyper combos; during X-Factor level 3, 
each beam hyper combo guarded results in 285,700 points of damage! Just be 
sure not to get punished; if your adversary's character is capable of punishing 
the ground version of the beam, you'll have to stick with the aerial version. 


It’s best to hold off on activating X-Factor as long as possible and look for а 
chance to connect with Messatsu-Gohado Ungyo. If it hits, or hits an assist, 
activate and then immediately throw out another Messatsu-Gohadou Ungyo, 
which will be a combo against both your opponent's point character and their 
assist. This deals 598,000 damage to the point character and 898,500 damage 
to the assist; enough to instantly knock out most assists! 





GENERAL EXECUTION TIPS 
Perform OTG Hyakki Gojin as fast as possible to combo. 


When performing Raging Demon, be sure not to press (М) before <>; perform the motion slowly and deliberately 
ы e їп the corner will switch sides unless you backdash before inputting Hyakkishu 
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Akuma's Raging Demon level 3 hyper 
combo is a throw that moves forward, 
and if performed close to an opposing 
character who isn't in the air, it 
cannot be avoided once the hyper 
combo has been performed. Properly 
used, it can be axtremely effective 
not only as a throw, bul also asa 
mix-up tool! 

Raging Demon is completely 
invulnerable for 39 frames and 
travels across almost the entire screen, allowing it to beat nearly any move on 
the ground, including long range attacks like Doctor Doom’s Plasma Beam and 
Magneto's Electromagnetic Disruptor! 


When playing with Akuma and his teammates, you can also sel up Raging 
Demon in several ways that are guaranteed to catch an adversary off guard 
the first time they see it. You can even create inescapable set-ups using 

THE: perform a hyper combo that moves directly to your competitor, like 
Spencer's Bionic Arm; if your rival blocks it, wait a moment, then THC into an 
inescapable Raging Demon! If your opponent avoids a hyper combo like Ryu's 
Shinku Hadoken, cancel into Raging Demon and punish the target for trying to 
punish you! 


Since Akuma can hyper combo cancel his Ashura Senku, you can have 
him teleport through his challenger and then hyper combo cancel to an 
inescapable Raging Demon. This 15 great to use against new characters 
entering the playing field! 














Raging Demon is campisiely invincible tor 39 
frames, allowing Akuma io blow inrough many 
aliacks in the game! 


A flashy way to land a Raging Demon is to hyper combo cancel the startup 
frames of Zugaihasalsu: chain basic attacks into the overhead, then quickly 
input the Raging Demon command before the Zugaihatsu hits your rival. This 
is for style points more than anything—performing chains of basic attacks 
gets you pushed away hy advancing guard more often than nol. 


After hitting Raging Demon, Akuma is left at extreme frame advantage. As 
long as you can guess the direction your adversary will ground recover, you 
can immediately follow the Raging Demon with an easy mix-up: dash in 

the direction of your foe, call a crossover assist, then immediately perform 
Ashura Senku to cross up, Zugaihasatsu to hit overhead, or crouching (B to 
hit low. 
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| Amaterasu is. E] versatile: character who can adapt to апу: у sittion on the fly. She is à power- 
d house 0 on both offense and. defense, and she can effectively run away from danger, as well! 
Ultimately, your goal with Amaterasu is to push your competitor into the corner. Amaterasu 
| benefits гота cornered oppone nt because: 


mi pressure. that Amaterasu сап. put on her rivals during Solar 
` Flare mode is even mare d ШЕ to deal with when they are in 


| ^x corner — 
E She has extended combo potential ir in the corner 


| E Her airdash covers a lengthy distance, making it easier fo move 
"back in. after being pushen out Jus h advancing guard Mun 
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Standing Basic’ Attacks: 


| Screen CURE Hits Damage  MelerGain Startup Active ^ Recovery  ^üvantage il Guarded Notes 


on Hit il Guarde 
240 
iesu | | 











ПП Basit Attacks 


Advantage Advantage 


‘Screen Command Hits Damage Startup Active Recovery on Hit if Guarded Notes 


E Bu G 








Ground Special MER nener | 


Meter 
Gain 


Advantage Advantage 


screen Command Hits Damage Startup Active ; Recovery on Hit if Guarded ‘oles 


EN G (while 


standing or crouching) 





Launcher, not special- or hyper combo- 
cancelable 





LU Basic Attacks 


ШЕ Advantage If 


| screen. Command Hits Damage Gain Startup Active | Recovery a Hilt Guarded Notes 


| в | Overhead attak O OSSO 
ы eee ШШ 
Wilh Thunder Edge) hold air ® Sor ТЕГ чн Overhead attack, , can cause multiple ground 
— 


bounces in one combo 
rn FARE. Beads) Air | 0 8 








Overhead attack 


Air Special Attacks—Flying Screen and Air Exchange 


hir (S) causes a hard knockdown when used in a launcher combo (this Is sometimes called flying screen); When used outside of a launcher combo: air) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus S) are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 


available character to continue the air combo. 


Airc> or ch + Ө 


(during launcher combo) 


Airy + Ө (during 


launcher combo) 


Command Attacks 


jecover ү Advanta ge A vantage uotes = 


ES Tu 


EN in next available ally while lotting opponent upward, 


projectile has 10 durability points and lasts for 30 frames 


Tags іп next available ally while causing wall bounce, erases 1 
hyper meter bar from toe, projectile has 10 durability points and 
lasts for 30 frames 


| Tags in next available ally while causing ground bounce, 


generates 1 hyper meter bar, projectile has 10 durability points 
and lasts lor 30 frames 


Command attacks resemble basic attacks hut have different chaining and canceling properties. It's usually possible ta chain into a command attack from basic attacks, but most command 


attacks cannot be chained from or canceled themselves: 


Reflector Chain 
Combo Ichi 
Reflector Chain 
Combo Ni 


| (With Solar Flare)» + @ 


Ichi on contact) > + QD 
Combo San Ni on contact) z^. + 
Reflector Chain 
Combo shi 
Solar Flare 
Attack | Shi on contact] 5> + @ 
Glaive Chain 

Combo Ichi (сап. МШШ Edge) 
be charged) 
Glaive Chain 
Combo Ni (can 


San on contact 


| (during Glaive Chain Combo 

| Ichi on contact) ^ + (D 

| Glaive Chain 
Combo San (сап 

| be charged) 
Thunder Edge 
Slash (can be 


| on contact) e + @ 


(during Glaive Chain Combo 
| San on contacl) Ez» + (D 
charged) 


Rosary Chain | (With Devout Beads) 
Combo chi > + @ 


(during Rosary Chain Combo 
Comba Ni__| ichi on contac) => + @ 
(during Rosary Chain | Combo 
Combo San Ni on contaci o> + @ 
(during Rosary Chain Combo 
Combo Sh San on сопіасі) Ez» + @ 
(during Rosary Chain Combo 
Whip Shi on contaci) > + (D - 
Thunder Edge "um ; 


Stab (can be 
charged) 


асса: 


(during Reflector Chain Combo 


| Reflector Chain | (during Reflector Chain Combo 


(during Reflector Chain Bat 
п> + 


| (during Reflector Chain Combo 


(during Glaive Chain Combo Ni 
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Until 
contact with 
ground 


Chains into © 


| Staggers when fully charged 
Staggers when fully charged 


Staggers when fully charged 


Knocks down, staggers when fully 
charged 


Staggers when fully charged, can be 
canceled into aerial special attacks 





Attack Set continued 


Throws 


Throws. are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 


" are usiially possible after throws, one way or another. 
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| Power Slash zi 80,000 БАП On contact wilh ioe or hostile projectite, produces a 
| projectile with 4 tow priority durability points 












se 0 o aamin 


The strength used determines TAF weapon you 
change lo: (B ior Solar Flare, (M) lor Thunder Edge, 


(in air OK) | and @ for Devout Beads 


| Thunder E 
Edge (Can a ПЕ mum 12/33 | 6/11 20/18 
be charged) | | у 
14 | Glave Ch (in air, with Thunder Edge) aui ! | This attack contains 12 projectile points, resets the 1 
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The Ù version shifts into а counter throw if a high 
attack makes contact with the shield, the (9 version 
counters low attacks, holding the button increases ils | 
counter duration, hard knockdown | 










Nullifies certain beam attacks, reflects low priority 
projectiles 












Knocks down when fully charged 


























| Each projectile has 1 low priority durability point 


Head Charge: An aerial attack where 
Amaterasu charges in one of three 
directions. The @ (М, and @ versions 
of this attack travel 5> , and V , 
respectively. Use Head Charge Land Mas 
a means of offensive approach. You can 
also use Head Charge L to make Amaterasu 
run away from her adversaries by Head 
Charging to the top of the playing field. This 
is great for waiting out temporary power- 
ups such as X-Factor or Ryu's Hado Kakusei, Head Charge Н causes a ground bounce on hit and is useful for extending combos. Head Charge can be used a maximum of three times in 
the air. Like Power Slash, Head Charge is usable in all three of Amaterasu's attack modes. 


Power Slash. A floating projectile 
materializes in front of Amaterasu. The 
strength of the button used determines 
the position where the paper appears. 
Appearing directly in front of her, Power 
Slash L serves as a mid-range attack that 
Amaterasu players can use both offensively 
and defensively. If connected at this range, — 
you can follow Power Slash L with standing Poi Slash L 
for a combo. 





| Power slash M Power Slash H 


The $3) and С) versions of Power Slash appear higher than the @ version and should be primarily used for defensive measures. Attackers jumping in оп Amaterasu can be deterred 
with Power Slash M, while foes dropping down directly above her head are stopped by Power Slash H. These two versions of Power Slash stay on screen for a long period of time 
because of their slow downward descent. Therefore, Amaterasu players can use them as a trap of sorts for opposing characters trying to get into striking distance. Used like this, Power 
Slash Н is especially useful for covering tag-outs; pul it onscreen, then simply use a crossover attack to bring in another character. If your opponent tries to retaliate, the paper will 
probably protect you. Because of its quick startup and recovery, you can use Power Slash quite liberally without much risk. This attack is usable in all three of Amaterasu's attack modes, 


Weapon Change: You can change Amaterasu's mode of attack 
by inputting X V + Gp. Weapon Change M is used to switch 
to Thunder Edge, while the @ version changes to Devout Beads. 
Amaterasu's default mode, Solar Flare, can be changed into from 
the other two modes with © V + (®. Weapon Change is 
extremely fast and can even he used in the middle of combos, 
followed by a standing М) to continue the combo. Using Weapon 
switch in the air causes Amaterasu to hover briefly to switch 
weapons, stopping any forward or backward aerial momentum. 


Fireworks: Available 
only in Solar Flare 
mode, Fireworks 
acts as a counter 

to physical attacks. 
Once the X» $4 
+ (B of input 
is performed, the 
attack button used 





Note that this action counts toward Amaterasu's maximum of ў Ў 2 may be held down 
three special moves in the air. Even though Weapon Change is relatively safe, performing Power Slash M or H to keep the shield out indefinitely. If an attack comes into contact 
first to put a paper out for cover further decreases Ammy’s vulnerability. with the shield, Amaterasu instantly grabs her opponent for an aerial 
Being able to use Weapon Change in midair opens new possibilities for feints and transitions to aggression. чал аре Кикини гап Шап olay Bite Бал А 


she’s free at act in midair after a Weapon Change; you can fake an airdash and then change weapons by jumping, бише oy ттн апи MAL Chanpa Мааш 
airdashing, then immediately using weapon change. This could be used to fake an incoming airdash while forward, then performing air Û + @ ==> ху с> + Ө 
simultaneously changing to Devout Beads for a stronger long range position, for example. On the other hand, you FON сал pan ARIE @ © (а Okami ШЇ, ДЕРШЕ 
can also just jump, Weapon Change, then see what the opponent does. Since you didn't use your airdash yet in the combo with standing for an air combo. Fireworks L 

this case, you can come out of the midair Weapon Change by airdashing forward with an attack. In this way, you catenes Пап кий жинсы WIRES the ® нып ршн DW 


can shift to offense with terrific aerial attacks like Thunder Edge air @ even if Ammy left the ground ina different _ 212СК5- While both versions of Fireworks are able to counter special 
attack model moves, they have no effect on hyper combos. 


Solar 
Flare: 
Amaterasu 
puts up 
a green 
shield that 
reflects 
projectiles. 
Certain 

: as projectiles, 
such as beams, are not reflected but instead nullified 
completely. Solar Flare is ineffective against hyper combo 
projectiles. You can generate the shiald indefinitely by 
holding down GJ . This move alone forces projectile-centric 
characters to deal with Amaterasu differently than other 
characters, since she can just roll her puppy-dog eyes at 
her foe and keep Solar Flare going, then start using Cold 
otar to shoot right back at them when they're hesitant. 





Glaive 
Chop: 
An aerial 
attack only 
available 
during 
Thunder 
Edge mode, 
Glaive Chop 
comes 
straight down with a dava stating chop. The impact of 
the blow also produces a bolt of thunder, and both 
strikes inilict damage on enemies. Glaive Chop perfectly 
complements an ОТС A + G for a ground bounce. If 
used early in a combo, it can be followed with standing 

, Ө. In combos where hit decay has already taken its 
course, Glaive Chop is best canceled into Okami Shuffle. 





This is a terrific move, and it makes Amaterasu’s self-OTG 
combos possible, but don't rely an it too frequently as an 
attack in an of itself, because it's unsafe if quarded. Be 
ready to hyper cancel into Okami Shuffle to protect Ammy 
if the apponent is ready to retaliate. 
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Okami Shuttle 
(in air OK) 














Vale of Mist 
| (in air. OK) 


Divine Instruments 


| (level 3 hyper combo) VO + @ 
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Thunder Edge L 





Thunder Edge: Exclusive to Thunder Edge mode, Amaterasu charges forward with a glaive attack of the same name. 
Thunder Edge L is a straightforward attack that is used for combos and offensive pressure. The farther away it is used, 
the more frame advantage you get, increasing combo potential. Thunder Edge M travels at an upward diagonal angle and 
recovers in the air, making it possible to continue with air attacks. Thunder Edge H strikes straight up and is used as a 
defensive maneuver against opponents falling on top of Amaterasu's head. You can easily cancel Thunder Edga M and H 
into Okami Shuffle in order to maximize damage. 


You can charge all three versions of Thunder Edge by holding down the & button used to perform the move. A fully 
charged Thunder Edge causes increased damage and hitstun. Because of the increased hitstun produced, it is possible 
to juggle off a charged Thunder Edge. If you think the opposing player might interrupt your attempt at a fully charged 
Thunder Edge, you can always release it early as a surprise attack! 





Cold Star L 


Cold Star: Amaterasu fires an icy projectile that quickly travels the length of the screen. AUN {пе attack button 
additional times allows you fire up to eight shots as a rapid stream or as delayed shots. Firing a single shot results in 
considerably faster recovery compared to when more are added, Each individual ice projectile has only a single low priority 
durability paint. Cold Star L shoots straight ahead and is used as a long range attack. Gold Star M shoots at a 45-degree 
angle diagonally, blasting enemies out of the sky. Cold Star H is unique because it causes Amaterasu to slightly jump 

up before shooting diagonally toward the ground. Use this move in a firefight to hop over your target's projectiles while 
shooting some of your own. 


If Gold Star connects anywhere besides maximum distance, you can cancel into Okami Shuffle for added damage. When 
doing this, itis important to cancel inta the hyper combo early, since the window to combo Okami Shuffle is relatively 
small. After Okami Shuffle, harass your adversary further with Cold Star L as they recover from their knockdown for added 
chip damage. 


First projects has 10 high priority ТОШ 












ї0,000 + | points, second sel of projectiles have 3 high 
10,000 x 35 priority durability paints each, third set ol 
+ 7.000 x 18 projectiles have 5 high priority durability 

+ 80.000 points each, last projectile has 5 high priority 


durability points, causes ha rd knockdown 

Slows your opponent's movement speed by 
3395, slow duration lasts 300 frames 
Frames 1-19 invincible, knocks down, 
Amaterasu ends in Thunder Edge mode 





Onami Shuffle: With its quick startup and various t —-— — — = Vale UID LECTURES UE 
applications, Okami Shuffle is Amaterasu's most practical AU DN all adversaries down for a short 
hyper combo. The duration of the hyper combo is actually ard o c period of timê while her own 
that of four phases—Amaterasu starts with a fiery blast, | „з VM speed is unaffected. Because 
follows with a hail of ice, continues with a lightning | $i = г =| ofthe extended hit stun this 
storm, and finishes with a bolt of thunder. Each phase ie oe РАГИ creates, you can perform 
has a slight pause in between, so opposing characters ae ; ig КЕНЕ certain special combos that 
defending are nat in true guardstun. Also note that Okami o Y : EM &) are only available during this 
Shuffle's hithox and range is determined by the position "hes Lo hyper. An advanced technique 
of the screen, not the position of Amaterasu: the canter of to use is to perform a combo 
the screen is where Okami Shuffle appears, even il Amaterasu is not on the screen upon activation. ending in Power Slash | E Vale af Mist intoa THE of your choice. The next 


You can use Okami Shulfle in a variety of situations, making it Amaterasu’s "ga to” hyper combo: 
Rely on this move for ending combos, THCs (both from and into), punishing foes at long distances 


(including super jump height), and punishing crossover assists. It is even useful when used as part 

of a crossover combination because of its long duration. Your point character can often be controlled 
long before Okami Shuttle has ended, making it possible to OTG off the hard knockdown that the last 
phase causes. 


teammate coming in then reaps the benefits of Vale of Mist, Experiment with 
various THCs to perform otherwise impossible combos! 


Divine Instruments: 
Amaterasu's level 3 hyper 
combo, Divine Instruments 
makes for high, unscaled 


Though Okami Shuttle is relatively safe when guarded, many characters can punish Amaterasu m NN ous damage at tha end of lang 
hetween the varying phases. The space behind Amaterasu is safe for opponents during the hyper | ES NA С combos, It also sports a sizable 
combo, so characters with a teleport can easily punish her by teleporting behind her between the first | ` window of invulnerability, 

two phases, A guarded Okami Shuffle at diui to medium range is also punishable by dashing forward ; making it ideal for blowing 

and air throwing Amaterasu between phases. Other characters can punish Amaterasu depending on N £o ._ through an opposing 

their hyper combos, so it is best to not use this hyper combo randomly, character's offense. 
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Make use of all three of Amaterasu’s weapon changes — Power Slash сай be used in any of Amaterasu s 
for maximum effectiveness. free modes. 


Amaterasu's main strength is her versatility; she can fight effectively in close, from afar, in 
the air, or on the ground, and she can switch from offense to defense seamlessly. Some of 
her best attacks, such as standing/crouching and Power Slash, are usable in all three 
of her attack modes. All attack modes also have access to her unique three-way alrdash 
that can travel forward, up-forward and down-forward. Combined with Head Charge, this 
gives Amaterasu strong mobility options in all three modes. Though it is possible to rack 
some wins using only one attack mode, Amaterasu's true potential is unlocked by utilizing 
different attack modes depending an the situation and character match-up. 


Solar Flare: Solar Flare mode is best used for close-quarters combat. This stance has 
the combo-friendlyS> + G) attacks, as the other modes do not allow a launch after 
successful & chains, nor are they special or hyper-cancelable. Solar Flare mode 

C» + (D combo chains cause a substantial amount of hit and blockstun and build 

а good amount of hyper combo meter, and the first (D) is jump-cancelable to help 
with mix-ups and offensive strings. Another strength of the Solar Flare mode is the air 
@ chain: Ammy can airdash in and press @ repeatedly when above the opponent's 
head. Depending on the timing this may cross up the opponent's character, and will 
typically break any airthrow attempts your adversary may try to stop the airdasn. The 
speed of Amaterasu's crouching ® and the range/priority of her standing (v) further 
complement the short-range style of Solar Flare mode. 


Air С) is a great attack and should be your main aerial threat in Solar Flare mode. Air @) 
should always be performed with an input of > + G) to option select an air throw. If air 
G) connects or is guarded, continue with another air W or two before landing. If you are 
in range for a throw, the S> + @) input ensures the throw will be performed. Follow this 
with a forward ground dash into standing (MI ar Okami Shuffle if the air throw is performed 


at a high altitude. 


By adding Fireworks to the equation, 
Amaterasu becomes a close-quarters 
monster. The true power of Fireworks is 
not the counter itself, but the hesitation 
that it produces in adversaries. By 
countering an enemy attack only ance or 
even just showing the opponent Firewarks, 
competitors start thinking twice about 
attacking Amalerasu. In situations where a 
rival decides to stop their attack beacause 
Fireworks is being performed, take 
advantage of Fireworks’ fast recovery time to let go of the counter and mix it up between 
crouching (B ога throw. 


Threaten opponents with Fireworks... then suprise 
ПЕП will an айал or Virgi! 





Thunder Edge: Thunder Edge mode boasts increased range over Solar Flare mode 


‚ as well 
as a wider variety of special attacks to B: We *: 
"m ki 









utilize. Though Thunder Edge mode's 

C + ( chain attacks are not cancelable 
like Solar Flare mode's, Thunder Edge 
mode's standing Û is special move- 
cancelable and has huge priority and 

range. Also, you can charge each attack of ined 
Amaterasu'sS> + (5) glaive attacks by > 
holding down HJ for increased damage 
and hitstun. Air a can also be charged, 
causing a around bounce far extended 
combos. Charging air lal fully also causes 
Amaterasu to stop moving in midair briefly, and this is a basic attack, and thus doesn't 
count against Amaterasu's air specials. By combining your actions here, Amaterasu can stay 


— 


Take advantage af the huge range of Thunder Edge 
mode standing XJ . 





=, y= 





in the air for a very long time. This can be terrific if you want to burn some time safely while 
your opponent's X-Factor or their hyper combo power-up state dwindles away, for example. 
Super jump, charge air G) fully, airdash up-forward, charge air д) again, then perform 
Head Charge L upward x3, then charge air 62) AGAIN! All told, Amaterasu can hang at the 
top of the screen longer than anyone else. 


Thunder Edge mode is far from a runaway 
stance, though. Combining air \ + ©, 
air charged ÛD апа Glaive Chop with 
airdashes and Head Charges, Amaterasu’s 
air mobility can be made unpredictable for 
your opponent. Both aerial ? + @ and air 
charged @ are special move-cancelable, 
granting even more control of the skies. 
You can stall at high altitudes using special 
attacks, then surprise enemies with a 
sudden tA + G). Airt + (D is great 
for offensive pressure; though it has a great 
deal of recovery, this can be mitigated though the use of special move cancels. If the dive 
attack hits, cancel into Head Charge H into a combo. If guarded, cancel into Head Charge M 
(which can then be followed hy air (B ) or an aerial Weapon Change to avoid punishment. 
Finally, Thunder Edge air @ out of an airdash is worth mentioning as one of the game's 
best air-to-ground atlacks, bar none. It has huge range, the glaive itself is invincible, it can 
be made to strike in front of or behind opponents ambiguously by using it just as Amaterasu 
passes over them during an airdash, and on a successful hit it leads directly into the 
damaging Combo Il. Because of this, although she loses Fireworks in Thunder Edge mode, 
Ammy is at her strangest on offense when wielding the giant blue glaive, Thunder Edge air 
G) is also excellent defensively, and can be used from far away to preemptively control the 
space your enemy wants to be in. 





Amaterasu gains added air mobility during Thunder 


Devoul Beads: Amaterasu 
fights at a distance during 
Devout Beads mode. With 
its whip attacks and Cold 
Star, Devout Beads mode 
has the longest reach of 
the three modes. The three 
variations of Amaterasu's 
grounded whip attacks all 
have different ranges and 
properties. Standing w 
covers the largest area of 
space and can ba followed 
with crouching @ for a 
knockdown, Use this to cover the area in front of Amalerasu, as well as the area above her 
in which attackers may come in jumping or airdashing. Crouching (D is а far-reaching low 
attack used to surprise opponents by checking their low guard, though it cannot be followed 
by any attacks. C^ + (D commands the least amount of space control but attacks for а 
whopping 20 hits when all five whip attacks are connected, Though it is not cancelable, the 
hitstun is consistent enough to simultanaously call an assist for extra damage. 





Alfack from а distance with Devout Beads mode. 


Learn the different ranges 
and uses of Amaterasu's 
Devout Beads whip attacks. 
Devout Beads mode is 
ideal for keeping out 
heavy-hitting brawlers, 

or for sitting on a life 

lead. At maximum range, 
you can keep opposing 
characters oul of range by 
predicting their movements 
and countering with the 
appropriate version of Gold 
Star. If competitors get 
too close for comfort, use the whip attacks in conjunction with Power Slash and crossover 
assists to push your foe back out. This is also a good opportunity to use Power Slash as a 
means to cover a Weapon Change to Solar Flare mode, which is more suitable for up-close 
combat. The huge hitbox on Amaterasu's air 3) during Devout Beads made can be abused 
by using it while jumping backwards for a quick retreat. 





= 


Leam the different ranges and uses of Amalerasu's Devout Beans 
whip attacks. 








SOLAR FLARE CR. ©, ST. ©, O => + o (HHXEXEXHIS) => FORWARD SUPER JUMP, AIR ©, 0, O O (8) =>» 
Vw © (9, LAND, ST. ©, (S) & FORWARD SUPER JUMP, ©. 0, 0, 0, O 


378,800 damage, 102% meter gain 


Your go-to bread and butter during Solar Flare mode, this combo 15 easy to perform and nets a good amount of damage and hyper meter. After the second (S) input, yOu can opt to super 


al ^ 


jump cancel into Okami Shuffle by canceling the launcher with a tiger knee mation of TF м me Д ii TI Ending with Okami Shuffle instead of the relaunch deals around 522.500 
damage ata net cost of 22% meter loss. 


THUNDER EDGE CR. (D, ©, (H) e» ue oO), ST. (D, Qi (B) es Vw O ST. GE (SESS 


FORWARD SUPER JUMP, AIR ©, (D, ©, ч o ®© OTG ex» # w 2 (S (2HITS)Ez^ V м > 9 (xe) 
~9/3,900 damage, 20% meter loss 


This is Amaterasu's main bread and butter combo in Thunder Edge mode. Learning the timing on linking attacks after + a => m (L) is paramount to this cambo. Don't rush; you have 
more time than you think! In addition, sometimes you will end up on the other 5108 ol the opponent alter айг М > (H) depending on the overall timing and positioning during the combo, 
To mitigate confusion, keep in mind you have a lot of time to cancel the ЗА > (H) into тч © Ө] 50 use that time to adjust if you have unexpectedly switched sides mid-combo. 


DEVOUT BEADS CR. ©, ST. «0, ©, FORWARD SUPER JUMP, AIR C? (4 HITS) => t u > € O AIRG) (4 HITS), 
LAND, ST. Mi (S) Em + щч» л c 
~458,900 damage, 57% meter loss 


This сап be your go-to combo in Dévout Beads тайа. It is а fairly simple combo for а decent amount of damage; Delay the falling air(H) 50 that the st, (м) Will properly connect, and then 
super jump cancel the (S) launcher into Okami Shuffle with either a tiger knee motion, or (with "auto super jump” set to ON in options) just hold (S) after the launcher, and parform Okami 
Shule quickly while holding (hut before the super jump actually happens) 
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Players can use Amaterasu's airdash offensively 
Via square jumps. In Solar Flare mode, perform 
a normal jump, airdash, and quickly da an air 
(9 , (à) tor an overhead attack. If the airdash is 
allowed to travel a short moment longer, you can 
achieve a tricky cross-up with square jump air 
©). In Thunder Edge mode, super jumping airdash 
O can be a very ambiguous cross-up because 

of its exaggerated hitbox. You can also square 
jump in place with Thunder Edge mode air @ as 
Solar Flare mode air @ makes for iricky cross ups when used during Take enemies by surprise with the range of Thunder Edge mode air QD. 3 EOP YE 102: I9 prOSRET irom frontai авва: 
à forward air dash. Devout Beads mode square jump air @ can be 
used hath offensively and defensively, since 115 
range is similar to Thunder Edge mode's air Û. 








(LOS MEL 
— ` During X-Factor or Vale of Mist, Amaterasu can perform a deadly instant overhead attack in Thunder 

Edge mode. At close range, perform an air (B immediately after leaving the ground ta hit a crouching 

opponent. This can then be followed with air $ + (D => Glaive Chop, then either Okami Shuffle or 

standing @), © to an air combo. Once your rivals are conditioned to this maneuver, mix it up by faking 

the instant overhead and attacking with crouching (9 instead. Both attacks are too fast to react to, 

forcing competitors to make a 50/50 guess to successfully guard. 

Alternatively, you can attack your opponent with an instant overhead air (B, then immediately cancel that 

inta X-Factor to hit your opponent with a surprise combo. This is a fairly big gamble, however; there's no 

way to verify if the opponent's character got hit by the air (B before canceling into X-Factor. 





Perform an air @ immediately atter leaving the ground irom a normal 
jump for an insiant overhead, 








SOLAR FLARE CR. ©, ST. ©, CR. O => + 4 o O, THUNDER EDGE ST. М ФО a> уме со ST.) OS 
+ м > © ©, ST. ©, © => FORWARD SUPER JUMP, AIR ©)", 00; O ч > Оп ис» Fuse + (S) 
098,700 damage, 12% meter loss 


At mid range, er. ( and st. (0), will be your combo starters of choice due to their extended range over er. (D). It the cr- GD. attack is guarded, you can continue with > 5» QOOOGK aJ 
instead to keep the pressure оп. 
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FORWARD THROW OR LOW ALTITUDE FORWARD AIR THROW, (SOLAR FLARE DASH FORWARD 0, 5) => 

FORWARD SUPER JUMP, AIR ©, ©,@,@, O c> 4 «+ O LAND, S) ex» SUPER JUMP, AIR O (н), (Н), ©) 
OR (THUNDER EDGE DASH FORWARD ©, © SUPER JUMP, AIR D, «D, (S), м © (B OTG Ec V x 5 

$ ч > сл Gi) | 


224,100 damage, 74% meter gain OR 381,800 damage, 54% meter loss 





This is an important combo to master as forward throws are вазу fo mix-up inta during Amaterasu's offense. You аге going to be hitting =>- «x: (H) a lot of the time in any position anyway, 


after all. As Soon as the cinematic for the throw ends. get the dash input teady and hit with the st. М) a moment before the enemy hits the ground. The forward-lunging оох of st. (M) 
makes the timing on the beginning of this combo forgiving. | 






FORWARD OR BACKWARDS AIR THROW, ¥ w > < CD) 
22 hits, 324,800 damage, 92% meter loss 





Any air throw, front or back, can be followed by an aerial Okami Shuffle. Forward alr throws cannot always be followed with a dash forward 1 (М) die to altitude, $0 Okami Shuffle can 
always be used as a consistent follow up. The faster the V. а =» <> (к/т) js performed after the throw cinematic has ended, the more likely the Okami Shuffle is to connect. 






SOLAR FLARE > ¥ м 2 (1) VS. A JUMPING ATTACK (OR = 4 x © © VS. A LOW ATTACK), AIRDASH V 5 0) о | a 
AIR’ @ (B OTG ==> us ©, ST. MOSES tata o Ge eise! | O 0099 
511,300 damage, 61% meter loss | dota st (ss Bn 4 





A successtully landed Fireworks Lor M has а long window of Opportunity afterwards for а combo, For easy, guaranteed damage. you can go straight into # CIE + (cn) immediately > ) = ме * S ۰ | 
after Fireworks as well. The *& 22 (H) dive can ba fully charged for extra damage. | MS ui tb \ ux dt y. ax] 
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GENERAL EXECUTION TIPS Ет. 

МАО, щ «> (H)E V s+ > (9), ST. ©, (S), SUPER JUMP, AIR Ш 0 O мон DTG E= V. OLO 695 рме о) Е p b | 1 

Notes | ‚а ШЕТ: 9 | | E 

Instant overhead setup during Vale of Mist or X-Factor. — | | 441,200 damage, 18% meter loss ——  . 1 EMEN 

CR. (D, 0, (B) Ez V щч >» с (0) V «wc CO Yue со xo * мэ 70) ч +» SOGNO TONO rese DI^ d ч 

Vw Oo буш) | But 

Noles | = І и — — — F lamage | d ў 

| e ш: z gea бын фа ваш reverse (пе motion for the 2nd through 6th loops of Thunder Edge, 7 600 amage, 0% meter gain | | ' i т. 
(Н. ©), ©, ST. ©, MES) GO ©, FORWARD SUPER JUMP, АВ), (Н) => $$ © D, AIR (1), ©, LAND, E { 

FORWARD JUMP, ж <> (9 => fu ‹› E 








Notes | ЩТ | | са a 
Air combo involving Weapon Change. | | 209.900, 27% melergain — | 

CR. (D, D, ST. 9), > = (НУНХНХНУН), ©, FORWARD SUPER JUMP, AIR MEMO ONO з уме (н) LAND, ST. H E 
>ў щт 


Notes | ТЕШЕ 
| Involves |v.3 hyper combo 769,100, 227% meter loss 
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Arthur Knight 
ШШ 
Gan rapidly hur! spears, swords, ete. toward his 
enemies. When wearing gold armor, he m: 4 
the ШП i; USE magit. 
ur Др | 
ніз ШШ includes: large lances, | | 
swords, fire bottles, bombs, — | 
boomerang scythes, the swallow » 
Blade, vine whips, ete. | 
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ALTERNATE COSTUMES, Overview 


Vitality — ____ 850,000 — 
Chain Combo Archetype 


X-Factor Boost WEWETE Эрве 


Level 1 (3 teammates remaining) 125% 
Level 2 (2 teammates remaining) d 145% s 
Level 3 (1 teammate remaining) | 


Your goal with Arthur is to keep attacking opponents far across the screen. 







_ Why do you want to keep your adversaries far away while playing as Arthur? 


Arthur's huge assortment of projectile attacks are very effective at 
controlling the entire area of the screen below super jump height 
Projectiles that hit the target can be canceled into Goddess’ Bracelet 
for a strong reactionary combo from fullscreen 


Each successful attempt to keep your competitor away builds a lot of 
hyper combo gauge, which fuels Arthur's powerful For The Princess 
hyper combo 


Arthur's close range defense leaves much to be desired, and it often 
forces you take a large risk to reestablish control of the match 

How does one keep opposing characters away using Arthur? 
Jumping and using Air Dagger Toss, then immediately landing and 
using Lance Toss to cover the entire vertical height of the screen 


Using a long range crossover assist to bolster Arthur's control over 
the ground 


Reacting to super jumps with either alr throws or hy forcing your 
adversary to land into Air Dagger Toss again 


Staying out of the corner by occasionally pushing toward your 
opponent with projectiles, or by super jumping over the opposing 
character when the opportunity presents itself 


"Arthur has а. secondary goal that comes into play when the gal] MERE goal i isn "working: 
establish, point-blank range! 


As a slow and immobile Drojectit character, why. would Arthur want to: be close to his rival? 


Arthur’s new and improved аіг(5) gives him access to an easy 
instant overhead that leads into a combo 


. Instant overheads can be mixed up with a low-hitting те Ө 

ER or D creating a mix-up that is impossible for opponents to react to | 

|i . This mix-üp gives Arthur а way to force large amounts of damage. 
onto the opposing character, creating comebacks — 


_ Some zoning characters with several aerial projectile attacks give | 


te м an inordinate amount of trouble from long range; switching bc ARS | 5 
m and going after these characters is often a better option — AAT. 


езам and immobile, how do you achieve point-blank range with ОЛИ ae cal eae of 
Е DON : i | 








_ Using the S)-car celed Scatter Gross technique t to covera a 
. large distance quick ү Жог үт ee g^ xh. P. A A m on ; Sakae) 3 3 
| n К Tu pns forward and re Botti le Toss | E x gs "ue КЫ fane e ie Ac 
While s keeping a an attacking opponent at hay, ‘unexpectedly super M p ts 
М jumping forward and attack with air © — E ы. 
— In Golden Armor state, super jumping forward and use Air Scatter ا‎ 
oN | 
TT AT ge ae 
Анжу e: ey jon E 1 from h his Jump, This Gives him a huge offensiva option with t 
ban of lig ghtnir 10-1 i] tin: l: int: overhead. "that tead into ШТ com 05, and italso ureat 
his | mobility 1: | | ; weld 
[e - Health increase: ed from 800k to 850, 
Al (Ole Г u OTe hi 




















Nitya gal 
standing] ERB MEAIB 


Screen Command Hits Damage MeterGain Startup Active Recovery "on Hit if Guarded 








т Has auloguard property Versus mid/high 
| attacks throughout active frames. 
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ПОЯШ, Basic ЕБ 
; Advantage Advantage 


screen Command Hits Damage Meter Gain Starlup Active Recovery on Hit if Guarded Notes 


башы; © 28,000 2 rm rom А Chain-cancelable into (B attacks 


LOW: attack, knocks down 


зз 



















Advantage Notes 


Advantage 
if Guarde 


Screen Command Hits et dhl Meter Gain Startup Active Recovery on Hit 


















Launcher, not special- or hyper combo- 
cancelable 






© (while standing o! 
crouching) 
























Advantage 


Advantage 
on Hil 


if POL 






Screen En Hits ET Meter Gain Startup Active Recovery Notes 


: 3 
Г 








„=й EM ZI pret " Ша : m. - а>! 1 Яў; " © } | 3 | ^" = P г = PUT dd nu a eM ZH ES 


ЕЕ НШ —33- &- xL = Yu s iW г тышаш 00 щ өр e 



















Air. Special Attacks Flying Screen and ИГ Exchange)” 


Al (5). SES a nar Ü kne aE kA "n MEN used Г uncer eom ЖЕЙ sometumes:callgd THANG SCreer Nn і ЕТ Br COMBE | © ; 
3 3 е m li т j ER П а |. | 
Od sit ALLE BA. AI BIE hani TE attat T Ег miti | [] gu nabil iu mg: EGON iu s Ө A FE OMNE ОБОИ UNENE Amar vmm IIT АГАН TEAT i 


-avallabDie character 10 continue ine atr comoo 


| Meter ' Advantage Advantage 
mar Command Hits Damage Gain Startup Active Recovery an Hit if Guarded Notes 


| | Until | OTG-capable, causes hard knockdown if used in 
| 50 ? à 7 ' 
ШШ Tags in next available ally while lolting opponent 
meee T I Е | Sen 
Aim er«a + © 50.000 | 400 Until Tags in next available ally while causing wall bounce, 
(during launcher combo) grounded erases 1 hyper meter bar from opposing character 
p + Until Tags in next available ally while causing ground 
ү + Өү ETE | 90,000 E Э bounce, generates 1 hypermeterbar —— 
Li Li а г i - 





Command Attacks 
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attacks annor 1 be chained fr Bm ore Ar sale d themse 


| Screen Name Commant Hits Damage Meter startup Active Recovery “on Hit E Notes 


| Not special- ar hyper combo- cancelable, ў 
Gross Sword |< + (9 | 70, 6 projectile disappears if Arthur gets hil, projectile 
= | has 5 low priority durability points 
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Mater Gain Startup Active Noles 


800 Hard knockdown 
| Hard knockdown 


| Screen. “Command 
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As a Pariner—Grossover Assists 





Gn Recovery Recovery 
: Crossover inti T ; Meter cıa | (Е his 
Screen Type uver Description Hits Damage Startup Active | (other Notes 
Combination Gain crossover partner) 
Hyper Combo assist) i 
1 ` | Goddess’ Heavenly A0,000/ 540/880 Knocks down, causes spinning knockdown 
АПЫ: | Bracelet Slash 110,000 БЫ during Golden Armor state 


Creates 3 projectiles, each with 3 Tow 
Goddess’ | | 108,300/ | | i durability points, each projectile has 5 low 
Bracelet Dagger toss | 9 | 449000 [ion | | durability points during Golden Armor state 
| | and pierces through opponents 


DTG-canahble, bottle staggers a rival, bottle 
has 5 law priority durability points, each hil 
Goddess’ Fire Bottle | 1~6/ [40,000-93,500/ | 320-960/ " of flame has 1 low priority durability point. 
Bracelet Toss г |40,000-132,500|320-137t During Golden Armor slate, bottle has г 
frames x 5 low priority durability points, each 
hit of flame has 3 low priority durability points 
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Arthur's crossover assist attacks аге exceptional, and this factor alone [s reason enough to put Arthur on a team! While Dagger Toss and Fire Bottle Toss are strong assists on their own, 
they have the potential to become game-changing; It’s possible for Arthur to permanently stay in Golden Armor state as an assist character! To accomplish this, activate the Golden Armor 
hyper combo while Arthur 15 the point character, then simply tag him out to'a teammate any way you. like. The 20-second timer before Golden Armor state freezes until Arthur becomes the 
point character again! 


Depending on your team, getting Golden Armor Arthur assist might even be your first goal. 


Arthur—[3's Dagger Toss is the most well-rounded of the three assist types, and it is a big asset to any team. The three daggers add up to 8 combined projectile durability points to help 
deal with zoning characters, they don't excessively scale combos. because they are only three hits, and they remain an active fullscreen threat for a long time! 


While in Golden Armor state, the Dagger Toss assist becomes ridiculous: 15 combined projectile durability points is enough to beat the output of most zoning characters in addition to their 
own crossover assists! Evan batter, the daggers continua to travel even after hitting an opponent; they'll hit both the point and the assist character! 


Arthur—y's Fire Bottle Toss 15 also amazing, but it is a little bit more specialized than Dagger Toss: the flames are much slower and have less range but place your target in a huge amount 
of quardstun. This assist is more suited for offensive characters who don't have an inordinate amount of trouble closing the distance with their opponents. Unfortunately, you'll have to take 
care not to be too close to the opposing character when using this assist; directly hitting with the bottle prevents the flames from appearing. 


in Golden Armor state, the Fire Bottle Toss assist no longer has that weakness; you can directly hit your adversary with the bottle and still reap the benefits of the wall of flames. The 
increased amount of flames of the Golden Armor version remains ari active threat for such a long time that the flames essentially give you complete contro! over the next several moments 
in tha fight! 


Compared to the other two assists, Arthur—ac's Heavenly Slash is much mare difficult to use effectively. The Golden Armor version places your competitor in a tremendous amount of 
hitstun that is great for combos hut is much tao specialized in use when compared to the other two assists. 


screen Command Hits Damage  MeterGain Startup Active Recovery ee peek 


. | 9500 - (-1 hyper M " ў 
| | S0 Ea M 2 S: | dE D 
| meter bar) E | 


On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also lacked ош for 4 
seconds 
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screen Name Com i Meter i very Advantage Advantage 
| { mand Hits Damage Gain Startup Active Recovery on Hit if Guarded Nates 























Pressing (B during the recovery period cancels 
into another Dagger Toss, up to lwo times, each 
dagger has 3 low priority durability points. 
During Golden Armor state, each dagger has 

| 9 low priority durability points and pierces 
through opponents 


40,000~ 
108,300/ 

25,000- | 
149,000 








Dagger 
Toss 












Pressing WD during the recovery period cancels 
| into another Lance Toss, can only be canceled _ 
once, each lance has 5 low priority durability 
points. During Golden Armor state, only one 
lance can be thrown. Staggers on counterhil, 
projectile has 10 medium priority durability 

| points and pierces through adversaries 
Each projectile has 3 low priority durability 
points. During Golden Armor state, 3 projectiles 
are fired with homing ability, with 5 law priority 
durability points each 














60,000- 
114,000/ 
130,000. | 























95,000/ 
108,300 










Crossbow 

























Pressing @ during the recovery period cancels- 


40,000~ 
108.300/ 
59,000- 
149,000 


into another Dagger Toss, up to two times, each 

| dagger has 3 low priority durability points. — 

| During Golden Armor state, each dagger has. 
| durability points and pierces 








Air Dagger | 
Toss 


5 Air Lance 
Toss 
7 


Shield "XN 
EN NETT TTNMN 

Heavenly | | 90,000/ 
_* Em" oaro | um 




















(nai с> + (9 | 
| | 5 low priority 


| through rivals > 







Pressing (a) during the recovery period cancels 
into another Lance Toss, can only be canceled 

| Once, each lance has 5 low priority durability 
paints. During Golden Armor state, only one 
lance can be thrown. Staggers on counterhit, 
projectile has 10 medium durability points and 
pierces through competitors 
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| 30/until | 










Each projectile has 3 low priority durability _ 1 















Crossbow | 108,300 ground аге fired with homing ability, with 5 [o ‘priority 
| recovery durability points each — i: 


| Nullifies all pfojectiles, counters low/mid 
altacks, staggers foe | ! 
Knocks down, causes spinning knockdown during 
| Golden Armor, invulnerable first iframes — 
First hit Knocks down opponent, second hit 
causes hard knockdown, causes ground bounce 
during Golden Armor state _ 

OTG-capable, bottle staggers foe, bottle has 5 
low priority durability points, each hit of flames — 
has 1 low priority durability point. During — 
‘Golden Armor state, bottle has 2 frames x 5 low 
priority durability points, each hit of flame has 3 
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Lance Toss: Lance Toss fires a lance with 
5 low priority durability points. Like Dagger 
Toss, tapping (М) again cancels Lance Toss 
into a second one. Only two lances can be 
thrown in this way. 


On the ground, Lance Toss is generally 
superior to Dagger Toss. The lances 

travel faster across the screen, are more 
damaging, push your rival back farther, and 
cause longer guardstun. 


Lance Toss is generally used immediately following an air projectile like Air Dagger Toss. 
This creates a solid wall of projectiles that covers the entire screen below super jump 
height. After your competitor guards the lances, immediately use Lance Toss again if you 
think your foe will attempt to dash forward. 


The Golden Armor version of Lance Toss becomes a single flaming projectile with 10 
medium priority durability points, destroying essentially all non-hyper combo projectiles, 
This gives you a huge advantage in nearly any long-range firefight that takes place on the 
ground! 


The Golden Armor lance staggers the opposing player's character if it counterhits, and 

it also pierces through both the point and assist characters. The Golden Armor lance 
causes an enormous amount of quardstun, and in higher levels of X-Factor, the lance can 
singlehandedly keep your adversary in quardstun forever until they use advancing guard! 


Air Dagger Toss: Air Dagger Toss is the 
foundation of Arthur's zoning defense against 
opponents attempting to get close. It covers 
the entire “normal jump area" of the screen TESRA Wee Ex SD 
and recovers instantly on the ground, allowing SEF C. ef FE | lit 
Arthur to immediately follow it up with ground 24 

projectiles. Air Dagger Toss and ground Lance — & 
Toss combine to make up Arthur's “wall” tactic: | 
causing large amounts of chip damage while 
limiting an encroaching player's options. 


There's a proper timing for using Air Dagger Toss: start throwing daggers just before 
Arthur hits the peak of the jump. This creates an airtight wall of daggers that your 
competitor cannat jump between. 


Air Scatter Crossbow. Arthur's main air- 
to-ground projectile, Air Scatter Crossbow 
fires downward at a slight angle that's 
handy for fullscreen fighting: jump over 
your target's projectiles and fire soma 
crossbow bolts back at them! 


Combined with Arthur's new €) -canceling КТА ҮН 
technique, Air Scatter Crossbow should Jii | m | Tr 
be employed as Arthur's primary tool to . Ё B Вент 
quickly close the distance in on his opponent and begin attacking; see the Battle Plan 
section for details, 


The Golden Armor version of Air Scatter Crossbow does not recover until Arthur lands 
back on the ground. While super jumping forward and using Air Scatter Crossbow is a 
great way to close the distance against his rival, be aware that it leaves Arthur completely 
open to any sort of counterattacks that nullify projectiles. 
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Dagger Toss: Arthur throws a single dagger with 3 low priority durability points. Tapping (B again cancels Dagger Toss 
into a second one, and you can perform this move up to two additional times for three daggers total. 


Dagger Toss travels slower and pushes back the opposing character a shorter distance than Lance Toss. They also both 
inflict the same amount of total chip damage, making Lance Toss the preferred projectile on the ground. 


The Golden Armor version of Dagger Toss Is a whole lot better: each dagger has 5 low priority durability points, 
substantially more damage, and pierces through opponents to hit assist characters, as wall, Even so, you'll generally want 
to use the Golden Armor version of Lance Toss on the ground instead. 


Scatler Crossbow. The Scatter MEE 
Crossbow fires two low priority | == 
bolts upward at a slight angle | 
and fills a very specialized role. 
It's best used when you think "T 
your opponent is going to jump ТЕТ : 
at medium range and when yOu z3 ۴ 
don't have enough time to jump xS 
back and throw daggers. If you [A we» Ei. 
guess incorrectly and your foe Ж | 
didn’t jump al that medium a 
range, quickly cancel into 
Goddess' Bracelet to prevent 
getting hit by a combo. 






The Golden Armor version of Scatter Crossbow fires three projectiles with homing 
capabilities, making it an awesome tool. This gives you a great way to deal with pesky 
rivals firing projectiles down at super jump height! 


Unfortunately, you won't be able to just repeatedly fire the homing bolts until Golden 
Armor expires: the homing bolts have a maximum turning radius and won't always be able 
to follow opposing characters who get around them. 


Air Lance Toss. Air Lance 
Toss is primarily used 
against other zoning 
characters who can fire 
projectiles downward from 
the air. Without Golden 
Armor, Arthur cannot aim 
projectiles up at opponents, 
Scatter Crossbow's angle 
isn't steep enough. Super 
jump up, and toss a lance 
their way! 


Shield Deflect Ап odd special attack, 
Shield Deflect is a counter-type move that 
counters all attacks besides overheads; i a m. A 
if timed well, Arthur deflects an attack мна экс S xn 
with the shield and places his opponent IL 2 Г T- 
in a Stagger state for a combo. Arthur d pur - & = 
doesn't actually attack his adversary when Tt, А 
the counter is triggered. The five frame 
startup time makes Shield Deflect difficult 
to use effectively, but the high reward ona 
successful counter can sometimes be worth the risk. 





Due to the long recovery period of Shield Deflect, converting a successful counter into a 
combo can sometimes be difficult, If it seems impossible at the range you're currently in, 
you may want to think about simply hyper combo canceling directly into Goddess’ Bracelet. 


Shield Deflect has а strange quirk: Arthur has no vulnerable hitboxes behind the shield at 
all during the counter, making it effective against certain cross-up mix-ups like Wolverine’s 
Berserker Slash. 


Shield Deflect also nullifies projectiles, but the usefulness of this is extremely situational. 
in circumstances where an unavoidable projectile is coming toward Arthur, try using 
Shield Deflect to avoid chip damage. Shield Deflect does not nullify any hyper combo 
projectiles, however, There is no difference in the Golden Armor version of Shield Deflect. 





Heavenly Slash: A fairly quick slash that 
covers а large area, Heavenly Slash can 
sometimes be used as an anti-air attack. 
However, it is incredibly unsafe if guarded 
from the air or ground, and it also results in 
low reward if it successfully hits your foe, 


The Golden Armor version of Heavenly 
Slash always causes soft knockdown and 
is unaffected by hitstun scaling. This allows 
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you to perform a loop combo with level 2 or 3 X-Factor that can К.О. any character! 


Fire Battle Tass. Arthur 
throws a bottle that 
creates an OTG-capable 
wall of flames when it hits 
the ground. The bottle 
causes a stagger state if 

it makes contact directly 
with an opponent, but it 
doesn't create the wall of 
flames, This property can 
sometimes get you into a 
lot of trouble if Arthur ends 
up hitting his adversary's 
crossover assist character! 





The flames of the Fire 
Bottle Toss travel across 
the ground slowly and hit several times. This results ina large amount of guardstun for 
your opponent! 


However, you'll generally only use the ground version of Fire Bottle Toss as an OTG- 
capable attack in combos; to actually attack with it and capitalize off of the long quardstun, 
youll want to use the air version. New to Ultimate Marvel vs. Capcom 2: Fire Bottle Toss 
has a sixth hit of flames. This results in even more hitstun and guardstun! 


The Golden Armor version of Fire Bottle Toss always hits the ground and creates flames 
regardless of whether or not it strikes the opposing character. The flames also travel much 
farther and produce more hits! However, the bottle itself is also thrown farther—this makes 
Arthur's OTG combo in the corner impossible because the bottle is thrown off of the screen. 


Seythe Toss: Another projectile that is 
primarily used in combos, Scythe Toss 
pulls opponents toward Arthur if it hits, 
allowing for additional hits ta be tacked on 
afterward. Strangely, Scythe Toss pushes 
adversaries very far away if quarded. This 
is unfortunate, since it would've allowed 
lor a very easy set-up for Arthur's instant 
overhead attacks! 






Most of Arthur's attacks are unsafe if guarded against a cornered opponent; verify that 
your competitor is guarding and cancel into Scythe Toss instead to reduce your frame 
disadvantage to a single frame. 


Humorously, the Golden Armor version of Scythe Toss is actually inferior to the regular 
version! It doesn't improve upon anything of nate, and its additional hits only cause more 
hitstun and damage scaling! 


Air Ax Toss: If used late while jumping 
forward, the air version of Ax Toss can 

be another tool for Arthur to gain ground 
on his opponent. If your rival jumps into 

an Air Ax Toss used in this way, you can 
sometimes convert that hit into a full juggle 
combo! 


Since Air Ax Toss travels so slowly and 
- covers a large area, it creates great cover 
for an S-canceled Air Scatter Crossbow to traverse the rest of the screen! 


The Golden Armor Air Ax Toss is a little strange: the ax still does the upward parabolic 
arc, but it then travels forward in a straight line at the height it was thrown from. This 
essentially makes it an extremely slow horizontal projectile. 


Hellbound Slash: Hellbound Slash is 
Arthur's primary combo extender, causing 
a hard knockdown on the second hit. From 
there, you can continue your combo with 
the OTG-capable Fire Bottle Toss, leading 
into more punishment. 


This attack is very unsafe if guarded: be 
sure to visually verify that your normal 
attacks hit your rival before canceling into 
Hellbound Stash, 


The Golden Armor version causes a ground bounce state instead of hard knockdown, 
which affects the composition of Arthur's combos. 





Ax Tass: Arthur throws 

an ax with 10 low priority 
durability points that covers 
a large area of the screen. 
Ten durability points is a 
lot, but for that purpose, 
you'll want to use Lance 
Toss instead; while they 
both output the same 
amount of durability points, 
Lance Toss has a much 
faster startup speed. 


Despite what it may look 
like, the ax actually isn't a 
huge disc flying across the 
screen. Instead, it's a smaller 
projectile spiraling forward at an add trajectory; it's entirely passible for the ax to go aver and 
around small crouching opponents. The game only allows one ax projectile in play at a tima. 
This prevents Arthur from using an air Ax Toss directly followed by a ground Ax Toss. 





The primary purpose of Ax Toss is to put a slow-moving projectile onto the screen that 
covers a lot of space. This is useful for timing purposes, such as after connecting with an 
Air Lance Toss at super jump height; everything else travels across the screen too quickly 
and passes under your competitor. 


As opposed to the standard version of Ax Toss, the Golden Armor version actually is 

a large disc! The ax becomes a medium priority projectile that follows a much more 
predictable pattern, arcing upwards before dropping back down and travelling across the 
ground. Use this attack whenever your target gets within medium range to effectively 
shield yourself from all angles of attack. 


Air Fire Battle Toss: A great offensive tool, 
use Fire Bottle Toss while jumping toward 
the opposing character to gain ground 

and trap the foe in guardstun. Do this 
unexpectedly during your zoning defense 
to keep from backing up into your own 
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T cea | b the thrown botti 

Eo PE ME ee Something to be wary of: the thrown bottle 
а! 19 is destroyed оп contact with the opponent's 
character, preventing the flames from appearing. While this is generally fine when you hit 
the opposing point character, it becomes much more of a liability when you toss a bottle 
onto an enemy crossover assist; Arthur will be completely vulnerable in the air while the 
Opposing point character is able to attack due to the lack flames. The Golden Armor version 
of Air Fire Bottle Toss eliminates this risk; the bottle will always hit the ground and create 


flame regardless of what's in its way, 





Air Scythe Tass: You can use the Air 
ocytha Toss as an odd combo starter when 
jumping toward an opponent at medium 
range; if it hits, the opposing character gets 
pulled in for an easy conversion into a full 
cambo. 


Unfortunately, there aren't a lot of 

situations where this move successfully 
hits, so generally stick with Air Fire Bottle 

Toss or ©) -canceled Air Scatter Crossbow for your offensive needs. 











Hyper Combos 


Screen Name Command 
Goddess 


Bracelet 
Golden 
Armor 


For the 
Princess 


Goddess’ 
Bracelet: Goddess 
Bracelet quickly 
firas 20 fireballs, 
recovering quickly 
enough to leave 
Arthur at a huge 
frame advantage. 
There's enough 
advantage to continue combos afterward, and you can even 
perform another Goddess’ Bracelet from all the way across 
ihe screen! 


Goddess’ Bracelet also has a fair amount of invincibility 
during its startup frames, and you can use it in sticky 
defensive situations when your opponent is getting too 
close for comfort: However, it only pushes your rival 
backwards а very short distance if guarded; use the frame 
advantage to get more projectiles onto the screen and push 
your competitor away! 


The most common use of Goddess’ Bracelet is to hyper 
combo cancel ground Lance Toss hits on reaction to any 
siray hits for strong damage. You must react fairly quickly 
for this to work, but it's generally safe to try. If it’s guarded 
from far away, consider immediately tagging to another 
teammate across the screen; it's generally safe against all 
but the fastest attacks! 


Arthur can jump and double jump while the fireballs 

are being thrown, allawing you to adjust on the fly to 
opponents that are being lifted too high. You can also mash 
tor extra damage. 


аа Pian 


Keeping opponents away with Arthur largely centers around Arthur s “wall” tactic; jump into 
the air and use Air Dagger Toss, then immediately follow it up on the ground with Lance 
Toss. If performed correctly, you'll send a solid wall of projectiles toward your competitor 
with no gaps to jump between, and no ways to get around it besides super jumping or 
teleporting. If the opposing character doesn't avoid the wall, they're forced to guard at laast 
two lances for good chip damage and hyper combo gauge gain. If your adversary gets hit by 
any of the projectiles, the lances generally hit, as well. Verify the hits, and then cancel into 


Goddess’ Bracelet! 


After every wall of projectiles, you can immediately jump back and repeat the sequence. 
However, opponents who immediately dash forward on the ground can gain a lot of distance 
and leave you їп an uncomfortable position afterward. You have two main options to counter 


Hits Damage Startup Active Recovery 


281,800- 
338,700 


ПЕ 


Advantage Advantage 
on Hit if Guarded 


154 


Golden Armor 

The activation of 

Golden Armor has 

a larga amount 

of invincibility, 

making it great to 

use for defensive 

purposes. It 

still has a small 
window of vulnerable recovery at the end, however, 50 you 
can't use it to prevent getting hit by hyper combos. 


Activating Golden Armor upgrades Arthur's armor level by 
one. Arthur's armor hierarchy and their effects are as follows: 


Level 1: No-armor state (receives 30% more 
damage) 

Level 2: Regular Armor state (default) 

Level 3: Golden Armor state (powers up all 
special attacks) 


Being in Golden Armor state gives Arthur access to some 
incredibly powerful tools, such as powered-up versions 
of Lance Toss and Scatter Crossbow. See the appropriate 
attack descriptions for details. 


Golden Armor state lasts for 20 seconds, after which Arthur 
immediately goes into hard knockdown in no-armor state. if 
the opposing player's character has access to strong OTG- 
capable options, this is like a ticking time bomb—try to gel 
Arthur out of play before this happens! 


Getting Arthur out of play while in Golden Armor state is 
actually a great strategic move, since il gives уои access tū 
Arthur's incredible Golden Armor crossover assists! 


properties of standing Чу . 


this: calling a crossover assist before throwing the daggers, or immediately using Lance 


Toss again. 


If vou do find yourself at an uncomfortable distance after a wall sequence, a good option 
is to suddenly attack your foe by super jumping toward them and dropping on them with 
air Ө. Regardless of whether itis guarded or not, you'll prolong the tima it takes tor your 


opponent to back you into the corner! 


If you ever make an incorrect read and are at risk of the opposing player closing the 
distance, immediately cancel to Goddess’ Bracelet to retain control of the match. While your 
opponent is guarding the fireballs, evaluate your options at your current distance and react 
accordingly. The massive frame advantage fram Goddess’ Bracelet gives you an opportunity 
to attack a nearby competitor with air ©), or call a crossover assist and send another wave 


of projectiles. 


Arthur is very weak to teleports, especially 
opponent-relative ones. He has no great ways 
to deal with them other than to simply stop 
firing projactilas in anticipation, which in turn 
allows the opposing character to freely dash 
forward across the ground. If you do manage 
to read an incoming teleport, be sure to punish 
itas hard as possible with a full combo! If your 
opponent's teleport causes them to end up in 
the air, be ready to anti-air with standing (№; it's very unlikely that your rival will emerge 
from the teleport without pressing any buttons. If your target manages to teleport while 


Frustrated opponents typically super jump toward 
vou in an attempt to get around your projectile 
defense. If you have plenty of room to spare 
before reaching the corner, counter this by simply 
jumping back and forcing your adversary to land 
in another wall of projectiles! Alternatively, you 
can try to get under your opponent to get away 
from the corner by using S> + @ 
jumping forward and using air ©). If you end up 
directly under your target, you can attempt am ail 
throw, or an anti-air combo using the autaguard 


Frames 1-10 invincible, can jump and double jump during 
active frames, each projectile has 2 high priority durability 
points, can be mashed for extra damage 


Frames 1-20 invincible, upgrades Arthur's armor state one 


level, Golden Armor lasts for 1200 frames. Golden Armor 
cannot be activated while Arthur is already in Golden Armor 
state. Alter Golden Armor state expires, Arthur is immediately 
placed Їп a hard knockdown state, also in ng-armor state 


Frames 1-229 invincible, hard knockdown 


For the Princess: 

One of the best 

level 3 hyper 

combos in 

the game, For 

The Princess 

hits absolutely 

everything below 

super jump height, 
all while having а huge amount of invulnerability. This gives 
Arthur an awesome tool for catching both point and assist 
characters, generally resulting in a K.O. for both characters 
if you cancel into X-Factor! 


While For The Princess has more than enough invincibility 
to be used defensively, it’s incredibly unsafe it guarded. 
However, if canceled into X-Factor, the dragons continue 
attacking and keep your opponent in guarüstun. Use this 
opportunity to pile on some free chip damage, threaten 
with an instant overhead, or safely tag in a teammate! 


If For The Princess successfully hits your target, canceling 
into X-Factor allows for a damaging combo—you can do 
almost anything you want while the dragons are flying 
around and likely К.О. the opposing character! See the 
Combo Appendix section for details. 


For The Princess is also OTG-capahle, but using it in that 
manner is generally not an efficient use of hyper combo 
gauge bars. Using Fire Bottle Toss to Goddess Bracelet is 
generally the better option. 








Air Dagger Toss immediately followed by ground 
Lance Toss covers the entire serean Delow super 
fump height. 


or super 
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Verify that any ground Lance Toss hiis into 
Goddess’ Bracelet for easy damage! 


you're throwing projectiles on the ground, immediately cancel into Goddess’ Bracelet to 
keep yourself safe from retaliation. Against characters with taleports, it’s generally best to 
А abandon the keepaway strategy; you'll have to either take the fight to them, or simply get 


Arthur out af the playing field. 












М Slow and difficult la time correctly, standing 
fas aufoguard properties that allows you ta 
effectively anti-air your opponents and continue infa 
8 full combo! 


prevent you iram pushing (hem away with advancing 
guard. Counter this by using the invincible For The 
Princess attack io hit both characiars! 


If you find yourself up against the corner, or if you make an incorrect guess and let your 
competitor near, you'll have to make due with Arthur's comparatively weak in-close options. 
Your first choice should be to use the universal defensive options: advancing guard and air 
throws. Ideally, you'll able to simply use advancing guard to push your opponent away. With 
what little time you've just earned for yourself, your best option is generally to immediately 
take to the air with a super jump. This allows you to escape the corner, or you can drop onto 
your rival's head with air © and attempt to regain momentum. 


While air throws are generally the most consistent anti-air, Arthur has an interesting 
alternative option in his standing (MJ: this attack can autoguard attacks once its active 
frames begin, allowing you to blow through aerial attacks and land a full combo! However, 
standing is a sluggish 12 frames, making it difficult to time properly against all but the 
most predictable air attacks. When in doubt, simply air throw or guard instead! 


The invincible Goddess’ Bracelet and Golden Armor hyper combos are two more options 
available to you. If your adversary is right next to you whiffing an attack during your Golden 
Armor activation, capitalize with either an immediate throw or a combo Standing from 
standing 49, 


Another useful universal option is tha crossover attack, or "random raw tag" as itis known 
within the competitive community. While incredibly unsafe if guarded, the invincibility and 
overhead properties of a crossover attack make it an option with a very high success rate. If 
you notice your competitor attempting to bait a crossover attack out by intentionally lea ving 
hales in the offense and waiting to guard the crossover attack, that's your cule to super jump 
out of there! Alternatively, you can be aggressive and attempt to start a combo with а low- 
hitting attack while your opponent is expecting an overhead! 


Opposing characters often stick to Arthur tor prolonged periods of time by using crossover 
assists. While this generally prevents you from pushing them away using advancing guard, 
it also presents a great opportunity: using the invincible For The Princess level 3 hyper 
combo often hits both characters in these situations, giving you the possibility of knocking 
out both characters in one fell swoop if you activate X-Factor! 
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Characters who can fire projectiles downward from 
Super jump height are a big headache. Counter this 
by super jumping and meeting then in the air with 
a Lance Toss! 


When fighting agains! ofher zoning characters, you 
Will usually be able to win projectile clashes on the 
round wiih Lance Tass. 


Fighting against other long range characters requires a different set of strategies. If the 
opposing character primarily fires projectiles from the ground, Arthur can generally win 
that battle simply by relying on Lance Toss and its 10 combined durability points, However, 
a few characters like Doctor Doom or Chris Redfield can out-produce Lance Toss with 

their own dominant projectiles. In these situations, you can regain the upper hand by 
having Arthur jump over their projectiles and fire Air Scatter Crossbow across the Screen, 
Immediately follow up with a ground Lance Toss to tack on some additional chip damage. 
This creates a simple guessing game: to counter Air Scatter Crossbow, your adversary must 
wait before firing, plowing through the weak Scatter Crossbow bolts and hitting Arthur out 
of the air. If they are doing this, simply use Lance Toss during their period of hesitation: 
they won't have time to blow through tha lances with their projectiles anymore! 


Opponents who can aim air projectiles downward from super jump height are much 

more difficult to deal with; Scatter Crossbow doesn’t have a steep enough angle to reach 
opponents that high, and everything else Arthur has is purely horizontal. Against these 
characters, your best option is to super jump into the air with them and intercept them with 
Air Lance Toss. 


Hitting a rival with a super jump Lance Toss from across the screen is essentially a pure 
guess that the opposing player will be in the air: if you're not confident, just throw a single 
lance instead of two. This allows Arthur to recover in the air with enough time to use 
Scatter Crossbow or Ax Toss on the way down from the super jump that your opponent 
must deal with. 








Despite being a ticking time bomb, activating Golden Armor makes Arthur a much more 
formidable opponent in long range firefights; Lance Toss becomes a medium priority 
projectile, plowing through essentially all enemy shots and continuing on to hit both paint 
and assist characters. Against characters who can fire projectiles downward from super 
jump height, Scatter Crossbow in Golden Armor state now homes in on the opponent's 
location to give Arthur a reliable way to hit adversaries at great heights. 


Long range firefights typically involve the help of crossover assists, as well. This is another 
prime opportunity to catch both the opposing character's point and assist characters with 
For The Princess! 


still, there are going to be long range firefights that аге simply too much of an uphill battle 
for Arthur to handle. In these cases, you'll hava to fall back оп а backup plan—get close to 
your rival and start some offense! 





Super jump forward and press) on the way up, 
then immediately cancel into an Air Scatter Crosshow 
fo quickly close the distance an your targel! 


Air Сап be used as an instant overhead agains! 





every character in the game. Chain into an air to 
be able fo go into a full combo! 


Mounting an offense with Arthur in original Marvel vs, Capcom 3 was largely considered 

їо be too impractical due to Arthur's lack of movement options: ha has an incredibly 

slow walking speed, no ground dashes, no airdashes, and the slowest jump in the gama. 
However, his newly improved air &J goes a long way toward remedying his mohility 
issues—it causes Arthur to quickly drop down from his jump while still retaining his forward 
momentum! 


The simplest way to take advantage of this is to super jump forward and press © on 

the way up. Arthur then moves forward at about twice his normal rate of speed! If your 
opponent is within midscreen range of Arthur, super jumping and pressing © allows you 
to begin your attack in a flash! Super jumping forward and pressing © is generally the best 
way to approach adversaries who are at mid-range or closer. 


A slightly less aggressive option against opponents at mid-range is to simply jump forward 
and use Air Fire Bottle Toss. The bottle shields Arthur from most defensive attacks, and the 
flames trap the opponent in guardstun for а long period of time. This is а great way to push 
your competitor back toward the corner. 


Against rivals who are all the way across the screen, you can take advantage of Arthur's 

new "Ө “canceling” technique. This is exactly what it sounds like: super jump forward, 
press ЄЎ on the way up, then immediately cancel air ©) into a special attack like Air Scatter 
Crossbow! Using Ө -canceled Scatter Crossbow, Arthur can quickly travel more than halt 

of the screen's length while simultaneously hiding behind projectiles! If the projectiles 

make contact with his opponent, Arthur is left at à huge frame advantage, enough ta link a 
c> + @ for a full combo if in range! 


Ө -canceling Air Fire Bottle Toss is another strong tactic. This attack allows Arthur to be 
on the ground and moving around while the bottle is still going up in the air! Since thera 
is considerably more startup time on Fire Bottle Toss, you must super jump considerably 
higher to be able to properly © -cancel this attack. Be sure to practice up in Training Mode! 


If Arthur is in Golden Armor state, super jumping forward and immediately using Air Scatter 
Crossbow is a simple way to get across the entire screen. However, if your opponent's 
character has anything to nullify the crossbow bolts, you'll be a sitting duck; the Golden 
Armor version of Air Scatter Crossbow does not recover until Arthur lands on the ground. 


Once you do manage to get near your target, you'll want to mix up the low-hitting crouching 
(9 or attacks with an instant overhead air ФМ). Jumping and immediately pressing 
functions as an incredibly fast overhead attack on every character in the gama, including 
vay Raccoon! Chain the air (V) into air ЄЎ, then immediately cancel air © into any air 
| special attack. None of these attacks actually has enough time to execute before 
Arthur touches the ground, but this strategy can cut the landing recovery frames of the air 
short. This allows you to land and get a full combo from an overhead (M): The ability to 
land a full combo from instant overhead (M) without the help of crossover assists is a huge 
boast to Arthur's game in Ultimate Marvel vs. Capcom 3! 


Simply jumping forward and pressing © right away also works as an overhead with much 
fewer inputs required. However. air has more range and is much less likely to get 
interrupted by your opponent: air © can be performed so low that the opposing player 
can often interrupt it with crouching ® attacks! To mitigate this, you can super jump and 
immediately press © instead, but that makes the overhead considerably slower. It also 
requires you to cancel into an air special attack to be able to continua with a combo. 
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: (MIDSCREEN REQUIRED, TH GOLDEN ARMOR STATE) C CR. ©. тз ni oe £ 
Va ec, SB, OaS SUPER JUMP, ART D, Ө. (S, LA DA 2 < 
FORWARD JUMP, LAND, | 


612, 10@ damage, 25% meter loss 


Arthur's basic combos can dish out surprising damage for such: a lite gr Ifthe opening attacks E ate y of the normal attack Da 
adversary away. If you're more concerned with. staying. ne ar the enemy a afler a failed attack, add, an additional crouching ‘to. the beginning: of this сат y te 
opening, This reduces overall combo damage slightly, but. it gives you great offensive options: after quarding 1 two. ctavching 9. Span dux fes ШШ | 
(combo IV). а ШШ or more crouching Ua altacks If your 00 EE is үнү, to use ad vancing D gue ARN Wee 
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Les eo (м (SECOND LANCE LSB era 


635,800 damage, 185% meter loss ۹ > 
Opponents attempting to get around Arthur's walls of projectiles aften and up getting hit by lances. гуд re. ЖЫ youc x Hal бо т 
into Goddess’ Bracelet for a full combo from all the way across the screen! if the Goddess" Bracelet. is eig you те still. laver 

trying is the loss of hyper combo gauge. | em | e*t. “Gee its 


Linking two Goddess” Bracelet Чї combos os together aesa bi bit T ipae seii the Lance Tess it the miele Se te Adan Т sation ort ot tome в 
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(CORNER REQUIRED) CR. 16,6 пи эф 
SUPER JUMP, AIR ©, ©, (Н), ©, LAND, * 


568,700 damage; 35% meter loss - Ak 


damage ШЕШ its midscreen amet 










GENERAL EXECUTION TIPS 
Whenever air(S) makes contact with the opposing character, cancel into a V w + special attack like Scatter Crossbow. The attack won t have time 
to come out, but it still removes all of the ground recovery of 'а 6) and makes if much easier ta combo a crouching O afterwards. 


When using Air Dagger Toss to keep adversaries away, start throwing the daggers just before the peak of Arthur's jump. 
Wait until Arthur begins to go over the health bars betore pressing (S) when performing ШӨ (€) -canceled Scatter Crosshow. 


(GOLDEN ARMOR STATE) FORWARD JUMP, INSTANT AIR ©), WZ ¥ v > © (н) (MISSES), LAND, CR. омо exem Ө =>» E^ 
FORWARD SUPER JUMP, AIR ©, 0), O=> Va « o (0, LAND, WALK BACK A STEP, (S) => FORWARD SUPER JUMP, AIR: C), 2, Qc _ 
4 £ 4 с 0, LAND, WALK BACK A STEP, © => FORWARD SUPER JUMP, AIR © O, LAND, CALL DOCTOR DOOM— a, FORWARD JUMP, 
АВ ©), ©, LAND, ¥ su +> 2 E (MASH), FORWARD JUMP te SR. aA _ 
Noles Damage 

‘instant overhead combo during Golden Armor state 701,800 damage, 77% meter loss 


(HALF-SCREEN OR GREATER DISTANCE FROM OPPONENT, GOLDEN ARMOR STATE, X- -FACTOR LEVEL 3) ME 52 + (М "Хб _ 


Damage - 














Notes 
Try to force your oppo nent to guard as many Golden Armor Lance Toss altacks as possible when Arthur has level 3 X-Factor 
activated. If one happens to hit, you get to take out one character with ease 


(MIDSCREEN REQUIRED, GOLDEN ARMOR STATE, X-FACTOR LEVEL 2 OR 3) CR. ©, ©) ST, O: GE ВОЛЕЮ 1 


‘Damage 


























Notes 
In level 2 X-Factor, juggling Arthur switches sides every fourth Heavenly Slash. In level 3 X-Factor, all characters switch sides afler 


every two Heavenly Slashes 
(CORNER REQUIRED) CR. (0, Sales IE T e ST.(H)E | "ONT RS ШОКАЙ О Ө o= [Шш ER JUMP, AIR 
qp ct» DOUBLE JUMP, ©,@),©, LAND, + # € (C) OTG > + wo б, MASH ©, JUMP LAND, Е) Ж И ө TR Ep. 
Notes Damage | 
Requires competitor to be fully flush against the corner, inflicts slightly тог е than Arthur's normal corner combo 587,900 damage, 29% meter loss ___ 
AS ARTHUR COMES IN: AIR C, (9), (S), LAND, ¥ ж a) Ü0TGE- vow > ал SS MASHG, FORWARD JUMP 
Damage 
Varies due to damage scaling 


9 у хоб ext» Б, JUMP FORWARD, ¥ e <= 07 LAND, WALK FORWARD UNTILNEAR OPPONENT, ST O sS UNC EEO : 
OTG, V € € c(9), = (Н), O= SUPER JUMP, AIRC), ©, ©, LAND 4 £ «(D OIG ¥ x = CO, MASH), JUMP, LAND, oF | 1 


РЁ‏ ,= س 










1,400,000 «damage, 200% «meter gain 
























Notes 3 Damage 
Level 3 X-Factor combo starting irom For The Princess 1,473,000, 7% Шш тт 


(GOLDEN ARMOR STATE) CR. ©), 0, ST., > 2 (Н), GE FORWARD SUPER JUMP, AIR ®, (a) (Wee 
A STEP, (5) ==> FORWARD SUPER JUMP, AIR QD. ©, (H)ES 4" 4 > 7), LAND, WALK BACK A STEP, Ses canal SUPER JUMP, AIR 


O, O OVAN соус, O аа лесс ыс са 
Damage 


Noles a 
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> (MIDSCREEN REQUIRED, NOT GOLDEN ARMOR ST ATE) FOR " КЕН: 


SUPER JUMP, AIR C», ©, ©, ©, LAND, 4 2 «e 


628,500 damage, 8% meter loss 


This is.an instant overhead combo that Is the cornerstone of Arthur's offense. Perform alt Dl, (S) as soon as ye {eave the around for the j ng 
Crossbow to eliminate the ground recovery frames of air(S). This gives you enaugh time to comfortably link. crouching 
even if the air (02715 guarded, so stage as econdary offensa by immediately attacking again with Instant overhead’ 


z ј 7] و‎ =. Е; =F. 
4 ы r4 a = А! 
кж — с ойшы + - à awu ee ع‎ ess 1 . Шү e, 4 = S gti A ee d o. 





SUPER JUMP, AIR ©, ©, ©, O, LAND # «^e © ( x5 V м ж с EO; MASH O, FORWARD, 
501,800 damage, 41% meter loss | eee te Lent pe Rash rau сч, 


The new OTG-capable properties of air (S) allow Arih Ura convert air throws into com hos much more r liabi 


AIR THROW, CALL MAGNETO—a WHILE IN THE AIR, DOUBLE JUMP FORWARD, AIR ©, LAN 


forward while calling an assist, then attack with (S) to OTG your advarsary. li timed correctly, OTG! 


when you land: While this combo uses Magneto—c¥ as an example, almost any crossover assist th 


697,500 damage, 108% meter gain jet р 
In Golden Armor state, Arthur throws the bottle a bit farther when using Fire Bottle Toss, This actually (makes 
compensate for this, youll need to usa a crossover assist to help end Your corner combos while in Golden Ало stat, 
After hitting your target with air # at «e ا‎ you must hold back after land ing to move ih front of th 


а manner that's impossible to follow up after. After the {inal knockdown with alc (S), call Doct 


OTG. Perform X. Ww e <> Gren) the second you land to ensure it hits right after Doom's beam, 


ee ee a Э%. 


















Against an opponent on It's a situation thal's happened to almost all of us: the 
Ihe ground, Arthur can Opposing player lands an early hit, activates X-Factor, 
link together an infinite and takes out your first character in a single combo. 
number of Goddess’ Sometimes you lose two characters in this way! | 
Bracelet hyper combos. While Arthur's potential to score a comeback win is | 
This is an incredibly greatly increased in Ultimate Marvel vs. Capcom 3 : | 
useful tool, as it allows due to his air ©, he still can use a little help. I your - \ 
for К.0. combos from ! ; | competitor has used their X-Factor already, that help = — — 
all the way across the Arthur can link together as many as five Goddess" сап come in the form of X-Factored, Golden Armored if your opponent has already used their X-Factor 
screen starting froma Bracelet hyper combos, but the timing is tricky, lances! Barly in the maich, level 3 X-Factor Arthur's Lance 
Lance Toss! ь ? Joss can quickly decimate a whole learn! 

Golden Armor lances are an amazing projectile—they're 
However, the timing required to link Goddess" Bracelet hyper combos fast, have medium priority against other projectiles, inflict good damage, can hit both the point d 


together lakes some practicing. Here are some tricks to help you on your and assist character, and cause a stagger state on counterhit! In level 3 X-Factor, they become | 
nay; ridiculous! If any Golden Armor lance hits the opponent from half-screen or farther, you can easily | 
Mash the ЕП and CA buttons together. This lets you gel a crossover combo together up to five additional lances, knocking out any character! If your adversary happened | 
combination hyper combo as early as possible. If you only have one hyper (о be calling a crossover assist, they get taken out, as well! | 
combo gauge bar, or if Arthur is the only character left on your team, li your opponent guards a Golden Armor Lance Toss, th rowing repeated lances actually keeps 

you'll link two Goddess’ Bracelets together easily! Otherwise, you'll spend һер infinitely stuck in guardstun. They can wiggle the controller all they want; their character | 
more hyper combo gauge bars in what is likely a very inefficient combo. will still he stuck on the ground guarding lances. Each lance guarded inflicts a whopping 78,000 | 
From fullscreen distance, the proper timing to start the next Goddess’ chip damage during level 3 X-Factor, so it only takes seconds to take out a fully healthy character 
Bracelet is exactly when the 17th fireball is hitting the opposing character. guarding lances. 

While the super flash cutscene of the Goddess’ Bracelet is playing, look at ^ There is oni y опе way to escape the guardstun of Golden Armor lances: your competitor must use 
the combo gauge in the HUD: add 17 to that, and time your next Goddess’ advancing guard as early as possible when guarding a lance and then attempt to jump away, If done 





Bracelet at precisely the point where the combo gauge reaches that properly, your opponent will use advancing guard, jump and quard the next lance in the air, then be 1 
number! able cleanly jump over the third lance. The timing of the advancing guard isn't particularly easy, so 
You can also mash Goddess’ Bracelet for extra damage, which throws Opponents often guard several more lances than they have to before they escape. 


a bit of a wrench into the works. When mashed, Goddess’ Bracelet is When your rival does manage to escape, you'll want to bring them back to ground level so that you 

actually 40 hits Instead of 20. This means that you should add 34 to can toss more lances at them. The easiest way to go about this is to use the homing bolts of Scatter 

ihe current combo as a reference point instead of 17. Make sure you're Crossbow; the only universal way to avoid this is to super jump up into the air. If the opposing 

mashing well enough to actually get 34 hits in 17 fireballs, though! character has air mobility options, send some more crossbow bolts up to force your opponent to 
use all their options quickly. From there, you'll want to time your next Lance Toss so that your 
adversary lands right into it. From there, you can go to town tossing lances again! 





































"LL ROOT OUT BIO-TERRORISTS 
WHEREVER THEY MAY HIDE!” 


Bio 
BEAL NAME OGEUPATION 


Chris Redfield BSAA Operative 


ABILITIES 

He has plenty of experience with all types of 
weapons, and he is also skilled with Knives and in 
hand-to-hand combat. He has good observational 
and perception skills, both of which are 
important for survival. 


Chris wields various firearms, such as handguns, 
sub-machine guns, shotguns, ete. He is also 
armed with a military-issue knife and machete. 


PROFILE 

Ever since the Raccoon Gity Incident, he has — 
been fighting continuously against the spread of / 
bioterrorism despite the dissolution of Umbrella. 
He is also searching for his former partner, Jill, .— 
whose whereabouts are unknown. 


Resident Evil пеш 
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*This is biographical, and does not repres ase n Lane 
in-game combat potential ûf this hero, ie 
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- 11,100,000 


Chain Combo Archetype 


X-Factor Boost 





| Level 1 (3 teammates remaining) 
Level 2 ( 


? teammates remaining) 


Level 3 (1 teammate remaining) 





Your objective with Chris 15 to safely inflict chip damage on your opponent. 


Gun Fire M and air Gun Fire L are two of the HOS Патапїпп 
attacks in the game іп terms of chip damage 


Air Gun Fire L inflicts a ton of chip damage while giving Chris 
huge frame advantage to work with 


Adversaries attempting to avoid chi 
themselves up to get hit b 
convert into big damage 


Chris doesn't have many reliable Ways to force damage onto his 
rival; chip damage is generally his best мау to inflict any damage 
at all 


p damage usually set 
у an air throw, which Chris can easily 


How does Chris go about safely chipping the opposing character? 


Using Gun Fire M and long range crossover assists from across 
ihe screen 


Attacking with Air Gun Fire L when closer 


Staying out of trouble by liberally using Grenade Toss L whenever 
his target is within striking distance 


Winning long range firetights with the sheer power of Gun Fire H 
and the evasive capabilities of Prone Position 


TUNING SINCE ORIGINAL MUC3 
Chris received a host of improvements in Ultimate Marvel vs. Capcom 3, the most notable 
of which give him vastly improved combos. The OTG-capable crouching (9) is now special 
and hyper combo-cancelable, which is great because Chris has no Shortage of attacks that 
cause hard knockdown! Combine that with his newly improved sweep Combo, which now 
properly hits juggled opponents, and the damage of Chris’ combos suddenly reaches into 
the upper echelons of the game! These Changes not only drastically increase Chris’ damage 
output from clean hits, they also allow Chris to get major damage after throws, air throws, 
and even Gun Fire Н from all the way across the screen! 

Chris’ dash no longer has an 11 frame window where it cannot be canceled 

Low Shot (> © @) is now special and hyper combo-cancelable 

Crouching (9) is now special and hyper combo-cancelable 

Air Low Shot (air $ > @) is special and hyper combo-cancelable 

First hit of Combination Punch H is now subject to hitstun scaling 

Startup frames on Prone Position have decreased from 27 to 10 

Canceling Prone Position back to standing is much faster 

Recovery frames on Prone Shot are substantially reduced 


Sweep Combo second hit now causes hard knockdown if ground bounce has 
already been used, 13-20th hit are now OTG-capable 








Standing Basic Attacks) 


Damage Meler Gain Startup Active Recovery 


Advantage Advantage if Notes 


Hits on Hit Guarded 


| Screen Command 


| Em tr pem e T 
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| Crouching) Basie Attacks 


Hits Damage  MeterGain Startup Active Recovery “Advantage Advantage if Notes 


Screen Command on Hit Guarded 


| | 1 | crouching ® | 1 | 45000 | 
EET CHEER 


i Im Low attack, c OTG-capable, inflicts chip damage, shot 
Prouchin 90,000 ! | | 
к Crouching @ EINE : = : has 3 low priority durability points 
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Ground Т Attack——launcher : 


| Screen Command Hits Damage Meter Gain Startup Active Recovery Advantage БДЫ Noles 


ж Р, © (while standing or 80.000 2 F Launcher, not special- or hyper combo- 
| crouching) — | Е cancelable 








LIT? Basic Attacks 


=== =- وتس س ав.‏ -- | 


| Screen Command Hits qum Meter Gain Startup Active Recovery Advantage Advantage if Notes 


on Hit Gu = 







Ex EET altac 





Air: Special AttackS—Flying Screen and Air HEL 


Air (S) causes à hard knockdown when used in a-launcher.comba (this [s sometimes called flying screen). When used outside of a launcher combo; air 8) behaves mostly like another 


basic attack. Air exchange attacks. pertormed by. inputting а direction plus (5), are only possible during a launcher combo. Exchange hits initiate team aerial combos bY tagging in the next 
availahle character to continue the air co Ibo. 


Screen Command Hits Damage x: Startup Active Recovery АЧПЫ ПЕ ЫШ Notes 








Causes hard knockdown if used in launcher 
| combo | 
Tags in next available ally while lotting an 
opponent upward : 
Tags in next available ally while causing 
wall bounce, erases 1 hyper meter bar from 
opposing character 
Tags in next available ally while causing ground 
bounce. generates 1 hyper meter bar 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain intoa command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. | 


Screen Name Command Hits Damage a Startup Active Recovery 200 ш: Notes 


E OTG-capable. ШЕ chip damage, shot has 
| 2 [sums | Stun Rod | с> + с>+@ | 30.000 [ay ШЕШ E кишин аш ENT damage 


P 10.000 1296- | | Cannot be canceled into, inflicts chip damage, 

Flamethrower |< + ІН) |9 - 25 171.200 2600 Ў te be held for extra hits, по! spacial- 

| в [ШШ chip damage, shot has 3 low priority 

=E RE тшш ee 


Throws are for snagging passive ar blocking opponents. Since throws ate active so quickly, you Can also use them to preamptively toss opposing characters out of their offense. Combos 
ага usually possible after throws, one way or another. 


| р Command 
а> + @ (ground) 


<a + @ (ground) 


c> + ( (air) 


a RE 
таг ашынын 
+O ti maan 





As a Partner—Crossover Assists 


[Fre] Cros | Recovery (this Recovery 
Screen Type combination Description Hils Damage can Startup Active crossover © (other Noles 


Hyper Combo assist) partner) 


| 


See Grenade Launcher Gun Fire M | ES 125,00 4408 | 49 | [| aw Eh projectile has 1 low priority durability point 


po чын Knockdown, projectile has 1 low 
3 | Chris—y Grenade Launcher Grenade Toss L 117,000 | 1040 | oriority durability 


Chris—[3's s Gun Fire M is his best all-around assist, and itis an asset to any team. It's bas ‘ically a beam assisl! Use it to bolster any character's long range zoning, use itas cover fire for an 
offensive character, use it in cross-up Set ups; just use it alot! 


Grenade Toss L'is a much more specialized assist; while it has the obvious application of being used for extra defense with zoning characters, you can also use it as a great way to extend 
combos! Midscreen, you can use Chris——Yy far a single damaging hit that places your rival in a ton of aerial hitstun, Inthe corner, you can call Спів Y simultaneously while pressing 
©). From there, you can do a full aerial seres ending with alr S) spike your opponent onto the landmine, then land and continue with your combo of choice. 


Since the first hit of Combination Punch Н is now subject to hitsttn scaling, Chris—Ct 15 not nearly as useful in combos as he used to be, You can still cause a hard knockdown if you use 
the assist early enough in à combo, but it's difficult to recommend Combination Puach H over Grenade Toss L for similar purposes. 


However, using a crossover counter to Chris —(@ can be a мегу. Strong lactic: Chris comes in fully invincible all the way until the first hitting frame of Combination Punch Н. If this hits, you 
can convert that hil into a damaging combo! Combination Punch H js very unsafe if guarded, however, so try to only use this tactic | in situations where it's guaranteed to hit, such as whan 
guarding a non-invincible melee hyper combo, 


snap Back 
Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit ‘if Guarded 


| м ۴ 500 - (-1 hyper 
| | 50000 | mater bar 


Noles 
On hit, snap back forces the opposing point character to be replaced by 
out for 4 seconds 


Screen Name Command Hits Damage m Slarlup Active Recovery Advantage nanai Notes 


Combination | 
(Duri o 


L| LI " 


First hit staggers opponent 


| 3 [Haw Blow (During T T | 50000 | 000 LE 


n w pm E reper 
Combination 
| Magnum (During Combination 
ree [ew e jE 
Combination 
TAA Z 


Grenade 
Toss L 


First hit stagg rs rival, second hit knocks down, 4 
frame gap on block between first and second hit 


Wall bounces opposing character, hard knockdown, 
shot has 10 low priority durability points 


-20 Hard knockdown | 


Explosion is ÜTG-capable, spinning knockdown, 
landmine is created on 15th frame, landmine 
explodes on contact or persists for 90 frames betore 
detonating, landmine сап be detonated by projectiles 
from either player and also detonates Whenever Chris 
receives damage, explosion has 1 medium priority 
durability point 
Grenade detonates alter 90 frames, can bounce ofi 
of walls, can be detonated by projectiles and also 
datonales whenever Chris receivas damage, Causes 
spinning knockdown, is OTG-capable, explosion has 
5 low priority durability points 


ta 
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130,000 | 


Grenade 
Toss M 


гыз 
£n 





Screen Name Command Hits Damage Meter Advantage Advantage wi. 


Gain on Hit if Guarded 
10 Grenade 1040+ 
Toss H 500 
Gun Fire L уат + ® 


129,900 | 1600 | 25 31 m | 
12 |GunfigM VAS + @ 125,000 | 1408 | 25 
(in air OK) | | | =" 
| 13 | Gun Fire H V х n +O 150,000 | 1200 22 34 
| (їп аїг ОК} | | 


inair) 















Grenade detonates after 120 гатез, can bounce olf | 
ol walls, сап be detonated by projectiles | 
detonates whenever Chris receives damage, explosion 

causes spinning knockdown, is OTG-capable, cr ales 
flame pool upon detonation, flame pool lasts for 120. | 
frames, explosion has 1 medium durability point, fire 
pool has 5 flames with 1 low priority durability point 
| On counterhit, will stagger the foe if the first hit is a 
headshot. Each projectile has 1 low priority durability 
point 






130,000 + 
51,300 
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Fires 8 shots, each projectile has 1 low priority 
durability point з 

















Wall bounces foe and causes hard knockdown. 
projectile has 10 low priority durability points 












On counternit, will stagger the foe ifthe first hit Isa 
headshot, Each projectile has 1 low priority durability. 
| point E 










| 129,900 | 1600 



































































| Air Gun іп air) | | Fires 8 shots, each projectile has 1 low priority 
| Fire M $c + ® 125,000 | 1408 25 i then 1 durability point 
[rame 
| | | recovery) _ 
Air Gun EN | | . | Causes ground bounce, projectile has 10 low priority. 
ise ^ e a | daily nins =e 








Can move left or right while in Prone Position, exil 
Prone Position by tapping up on the controller 

Not hyper combo-cancelable, projectile has 3 low 
| priorily durability points 






| Prone E 
"|ы 9*0 | 
Prone Shol PL Prone B 90.00 


Combination Punch L: Two punches that cancel into Body Blow with Body Blow. 
specific timing, the first hit causes a stagger state on your opponent. Body Blow is the 
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You can take advantage of this to easily hyper combo cancel into singular follow-up 

Grenade Launcher, but there are better combos and better means to to Combination 

accomplish this. Punch L, carrying 

There is a very lenient 10 frame window to successfully cancel inta y. сле, ? 

Body Blow. The window begins immediately after the second punch pore slightly 

Gonnegts, farther distance 

Combination Punch L carries a 2 frame disadvantage if guarded, compared to 

and it is generally punishable by throws from your competitor, It Combination 
is difficult to punish this consistently, however, so it is sometimes worth the risk to immediately jump straight up Punch L. This usually leaves Chris ata distance that is safe 
after a Combination Punch L is guarded; if your opponent doesn't time their throw attempt correctly, they instead from both throw attempts, but unfortunately, that is not always 
get a standing @ attack that probably misses completely. Come down with a jumping & into a full combo! You'll the case. Even still, not very many characters have attacks or 
want to be sure that the opposing player is attempting a throw, however; most opponents do not know the frame command throws with a 4 frame start-up or less, so ending 
disadvantage of Combination Punch L and instead try to hit you with a crouching (B attack. While you can easily attack strings with Body Blow is generally safe. 


guard this, if you try to jump, you typically get hit instead. Body Blow cancels into Heavy Blow, also with a lenient 10 frame 
Given that Combination Punch L leads to a host of follow-up hits, it's a little ironic that all of Chris’ best combos do window. This window begins immediately after Body Blow hits 
not utilize them. Usage of this attack is best kept for attempting to make guarded attack strings safer while inflicting Ihe target. 

a bit of chip damage. 


Combination Punch M. Another punch 
series, the first hit of Combination Punch 
M causes a stagger state, and it is the 
preferred option to hyper combo cancel 
inta Grenade Launcher. Both punches 
push yaur rival a fair distance away and 
leave Chris at a safe 3 frame disadvantage 
if guarded. However, there is a 4 frame 
window between the two punches: this 





Heavy Blow. Unlike Combination Punch L Payoff. The tinal attack of the Combination 


апо Body Blow, Heavy Blow is very unsafe Punch L sequence causes wall bounce, is allows your opponent enough time to jump into the air, guard the second punch while 
if quarded, It cancels into Payoff with a safe if guarded, and inflicts a lot of chip airborne, then immediately land and punish Chris with a full combo. 
much stricter timing window: 5 frames damage. However, all yo ur adversary has to 


Combination Punch M can cancel into Magnum Combo with very specific timing: tha 


immediately after Body Blow connects. do is use advancing guard once, and Chris ees ; i 

The timing is earlier than what is intuitive, gets pushed ШЛУ across the screen, timing window is 5 frames long, starting at 8 frames after the second punch connects. 

however; if you have trouble successfully punching air. This is incredibly unsafe! However, if you cancel into Magnum Combo on the last possible frame, it misses entirely! 

canceling, try pressing @ a little earlier, Payoff is somewhat ironically named—it Given Chris' new combo tools, Combination Punch M doesn't have much of a role in his 
isn't exactly worth the time invested into gameplan. Chris has other more damaging combo options that cause far less hitstun scaling. 


learning the timing of this attack, given that 
Chris has many superior combo aptions. 





Magnum Сатіо. The 
follow-up to Combination 
Punch M causes wall bounce 
and a hard knockdown. 
Similar to Gun Fire H, it fires 
cleanly over the heads of 
most crouching adversaries, 
leaving Chris open for 
punishment. 





Combination Punch H Combination Punch Н is another two- 
hit strike, only with no additional follow-up attacks. It causes 
а hard knockdown state and is an essential component of 
Ghris' combos. 


in Ultimate Marvel vs. Capcom 3, the first hit of Combination 
Bunch H is now affected by hitstun scaling, allowing 
opponents to air recover between the first and second hits if 
performed late in a combo. This was clearly implemented to 





to Combination Punch H aver and over! 


Grenade Toss L: This is the cornerstone of 

Chris’ defense; always try to have a landmine out 
whenever your competitor is closer than midscreen. 
The landmine explodes on contact, after 90 frames, 
or if Chris gets hit by the opposing character. 


That last point is important—opponents hitting 
Chris up close detonate the landmine, generally 
blowing themselves up in the process. Chris can 
then juggle his rival and transition into a massive 
comba! 


There are a few weaknesses to Grenade Toss L: adversaries with ranged attacks can safely 
hit Chris from afar and detonate the landmine. Characters with the ability to easily get 
behind Chris can also hit him without fear of the landmine. Lastly, it has а punishable 7 
frame disadvantage if the initial mine placement is guarded. 


Grenade Toss H: 
Compared to Grenade 
Toss M, the H version 
has the following 
differences: it takes 

30 frames longer to 
detonate, it bath executes 
and recovers more 
slowly, and it leaves a ' : 


giant pool of fire at the point of detonation! 






Grenade Toss H is great against cornered opponents if you can manage to 
get your foe stuck in the flames, generally with the help of crossover assists 
or immediately after knocking out а character, If the opposing character 
gets stuck guarding in the pool of flames, they'll be at your mercy to guard 
several more special attacks, racking up a ton of chip damage. 


Bun Fire M: The main long range attacking 
option, Gun Fire M deals an impressive 
52,800 points of chip damage. From 
across the screen, you'll want to force 
your adversary to guard this as often as 
possible, It also pushes the opposing 
character backward a large distance, 
making it great for ground control. 


Gun Fire M has a total of 8 low priority 

| - durability points, certainly enough against 
most characters, but not great in firafights with other dedicated zoning characters. In long 
range matches, you'll want to match projectiles with Gun Fire Н instead. 


your opposition up for air throw combos! 








Gun Fire L: The wida shotgun spread of Gun Fire L is 
primarily used preemptively from medium range to stop 
your adversary fram jumping forward. Aside from having 
a landmine out, it's arguably Chris’ strongest counter to 
airdashing opponents from afar. 


You can use tha spread fire of Gun Fire L to detonate Grenade 
Toss M or H, which is especially useful when canceled into 
from Low Shot G> + (№). 


When used up close, most characters are still able to crouch 
directly under Gun Fire L and punish Chris, making this a poor choice to end guarded attack strings with. 


Gun Fire L has the odd property of staggering your target if the first pellet that connects is both a counterhit 
and a headshot. This is exceedingly rare when using the ground version of Gun Fire L, especially given that 
its main role is to counter your apposition's attempts to jump forward. 


le ridiculous combo loops with the newly cancelable cr. 


Grenade Toss M: Chris throws a grenade that later 
explodes two-thirds of the distance across the 
screen. The grenade does not detonate on contact, 
but it still explodes if Chris gets hit, or if Chris 
manually shoots it with a projectile attack. 


Grenade Toss M is usually used as a way to get an 
offensive threat onto the screen with the smallest 
time commitment—while Grenade Toss H and Gun 
Fire M are generally more effective, Grenade Toss 
M recovers more quickly. 


Used creatively, you can also employ Grenade Toss M to set up throws! Use a crossover 
assist to pin your competitor in place while you toss a grenade under them. You'll have just 
enough time to wavedash forward and throw the opposing character before the grenade 
detonates, allowing for a big combo. If your target attempts to break the throw, jumping 
into the air causes them to get a standing (2) attack instead, which then promptly gets 
blasted by the grenade! Follow this technique up with a huge combo! 








Gun Fire H: The magnum shot traverses 
the screen in an instant and has 10 low 
priority durability points, allowing Chris 

to simply power through most long range 
firefights. The bullet also pierces through 
both the opposing point and assist 
characters, knocking them both against the 
wall. This is a great opportunity to inflict 
massive damage on both characters! 





If the magnum bullet hits, it causes a wall 
bounce and hard knockdown state, and Chris can convert that into a fullscreen combo for 
massive damage without even requiring hyper combo gauge! 


Gun Fire Н can be cleanly crouched under by most characters, 50 try to only use it in 
cituations where it's guaranteed to hit your target. 


Air Gun Fire L Chris’ go-to offensive tool, Air Gun Fire L inflicts a whopping 60,000 points of chip damage if all hits connect! Jumping shotguns 
recover immediately as Chris touches tha ground, leaving him with a massive frame advantage of up to 38 frames. This gives you plenty of time 
to set up whatever you like: Grenade Toss H, a slow crossover assist like Sentinel—cx, or even another jumping shotgun. If the shotgun hits the 
opposing character, you have all the time in the world to dash in and perform a combo. The combo's damage is massively scaled by the 10 hits of 
the shotgun, but it's still free damage and hyper combo gauge, and it carries your opponent all the way to the corner. 


Since Chris is shielded by a mass of shotgun pellets, this attack is difficult for foes to counter without jumping directly over the blast. This opens 


Like the ground version of Gun Fire L, the jumping version also has the chance to stagger opponents if you happen to get both a counterhit and 


| a headshot. This is much more likely with the air version of Gun Fire L, however. When this happens, two jumping shotguns link together for а 
combo, allowing you plenty of time to visually verify the hits and dash forward for a full ground combo. 


Air Gun Fire M: The aerial version of the machine- 
gun is OTG-capable, but given the new cancelable 
properties of cr. UJ and Low Shot, it isn't 
incredibly useful far that purpose anymare. When 
normal jumping, if you need an aerial projectile, it's 
generally preferable to usa Air Gun Fire H, Air Low 
Shot, or Air Gun Fire L instead—there isn't enough 
time in а normal jump to fire all eight bullets. 


However, super jumping forward and immediately 
using Air Gun Fire M is a strong tool for approaching your target. All eight bullets connect 
against a fullscreen opponent, and you'll still have enough time to fire an Air Low Shot before 


landing, adding up for some sizeable chip damage and a lot of frame advantage upon landing. 


This can easily be countered by foes wavedashing directly under Chris, however. 





Air Gun Fire Њ A strong all-around tool, the air 
version of the magnum shot inflicts 45,000 points 
of chip damage, causes a ground bounce state 

it hit, and is OTG-capable. This makes it great 

for combos in addition to general usage; if you 
manage to hit your opponent with Air Gun Fire H in 
3 defensive situation, vou can quickly convert that 
hit into a huge combo! 


it's also good for fullscreen firefights: super jump 

А ч straight up over your rival's projectiles and use Air 
Low Shot canceled into Air Gun Fire H for a quick damaging combo, or 72,000 points of 
chip damage if it is quarded. 


As a general all-purpose tool, Air Gun Fire H does have some significant weaknesses when 
compared to Air Gun Fire L, however. The shotgun has a much wider spread of fire and 
aleo much more frame advantage if guarded. Air Gun Fire Н maxes out at 20 frames of 
advantage compared to the 38-frame advantage of the air shotgun. 





Prone Position: Activating Prone Position ma kes 
Chris go into his prone stance. From here, most 
projectiles pass harmlessly over him, while Chris 
can fire Prone Shot with impunity while calling 
crossover assists. 


Prone Position absolutely dominates a large 
majority of the long range firefight matches in the 
game, since most characters don't have projectiles 


that they can angle downward far enough to hit 
| Chris. These characters need to abandon the idea 
of a long range fight and approach Chris, something they typically aren't qood at doing. 


In Ultimate Marvel vs. Capcom 3, Prone Position has become significantly more useful: 
Chris can initiate and cancel out of Prone Position much more quickly. This makes it much 
less of a commitment to go into and out of the prone stance, and Chris becomes much le 55 
of a sitting duck when competitors do decide to move forward. 


Prone Position also has another wackier use: see the Advanced Tactics section for details! 


Ayper Combos 


Command Hits Active 


Screen Name 


Damage Startup 





| Grenade 


Launcher 343,700 


290,400 


Satellite 
Laser (Level 
3 Hyper 
Comba) 


| 35«1 (Lock 


445,500 On 14) 


momentum іп а match. 





Recovery 





Prone Shat Chris shoots at his target from 
Prone Position, causing chip damage while 
still going clear under most projectiles, 
Combined with a long range crossover 
assist, Prone Shot is incredibly difficult for 
most zoning characters to deal with. 


Prone Shot received a marked 
improvement along with Prone Position in 
Ultimate Marvel vs. Capcom 3—the shot 
recovers much more quickly! This gives 
Chris а much more rapid rate of fire, and combined with the quick speed of canceling out 
of Prone Position, the ability to simply change tactics when the opposing player begins to 
make à move. 





Advantage Advantage 


оп Hit if Guarded nee 









First hil incapacitates foe for 113 frames, does nol 
incapacitate airborne foes, second hit causes spinning 
knockdown, third hit cause knockdown, fourth hit causes 
Spinning knockdown, has homing capability, each projectile 
has 1 high priority durability point 


| Second hit floor bounces foe, 21st and 22nd hits cause — 
Spinning knockdown d 


Invulnerable for (357) frames, creates a cursor to aim 
Satellite Laser, pressing any bution tires, allows three shols 
within time limit, each shot is OTG-capable, time limit is 
260 frames, each shot has 20 frames of startup 


Grenade Launcher: Chris fires a single high priority grenade forward that freezes his opposition, thana homing grenade 
up into the air, finally followed by two more forward grenades, The homing grenade comes down last. effectively shialding 
Chris from all but invincible attacks and throws, This makes Grenade Launcher an affective tool for safely resetting the 


If the first freeze grenade hits Chris' target out of the air, it causes a hard knockdown, but the rest of the hyper combo dogs 
not connect in most situations. This makes its usage in juggle combos and THCS very limited. The homing grenade does 
do à good job of keeping Chris relatively safe: however. There are a few other ways to use this: using a THC Immediately 
alter Chris fires the homing grenade is а safe way to get Chris out af the game and another teammate in. Using a THC into 
Grenade Launcher is also a strong way to get another teammate out of the game; 


While Grenade Launcher can indeed be used to win long range firetights, it’s generally preferable to use Gun Fire Н instead: 


fullscreen combos after a Gun Fire H hit actually lead to much more damage without costing a hyper combo gauge bar! Against a cornered Opponent, you can hyper combo cancel inte 
and link more hits after a Grenade Launcher, but it’s a very meter-inefficient combo that inflicts barely more damage than а standard corner combo. 


Sweep Combo: Sweep 
Combo sees a much more 
prominent role in Ultimate 
Marvel vs, Capcom 3 as 
Chris’ primary combo 
ender. The newly cancelable 
crouching (Н) attack 

allows you ta tack this onto 
any combo ending with 

a hard knockdown, and 
improvements to the Sweep 
Combo allow it to be used in combos where you've already used a ground bounce. 





While the second hit of Sweep Combo still causes a ground bounce state in таге 
Marvel vs. Capcom 3, it now also causes a hard knockdown stata та ground botince 
has already been used. This causes the shotgun portion of the hyper combo to miss 
completely, but the newly OTG-capable machine-gun portion then picks your adversary 
back up to get hit by the rest of it! 


Sweep Combo allows for easy THC opportunities afterward: your opponent is feft slowly 
spinning in the air at ground level all the way until they hit the ground, Combined with 
Chris’ new combo potential, a single hit leading inta a Sweep Combo with a THC is enough 
to KO. most characters! 





Salellite Laser: A strange 
level 3 hyper combo, 
Satellite Laser allows you 

іо Move a cursor onscreen 
and direct up to three OTG- 
Capable shots of unscaled 
damage. The startup 

Speed of Satellite Laser is 
remarkably slow, so you'll 
need to hyper combo cancel 
it from hard knockdown 
attacks like Gombination Punch Н and Gun Fire H. 


Holding a button down during the activation of Satellite. Laser determines where the cursor 
initially appears: puts the cursor in front of Chris, Gi) places it halfway across the 
0 aims all he way across the screen, and not holding any button down al all 
causes the cursor to appear directly on top of Chris. This allows you to combo into Satellite 
Laser from anywhere on the screen! However, бе sure not to press any other buttons until 
the Satellite Laser cutscene has finished: pressing buttons too early causes the cursor to 
show up on Chris! 


satellite Laser has a lot of invincibility, but most of it is used in its Startup frames. IE can 
generally only be used for this purpose to beat other hyper combos: everyining else is 
simply too fast to react to. 
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If an encroaching apponent gels within striking 


Try to chip your competitor irom alar with Gun Fire 5 
range, try to have a landmine out af all limes, 


Mas much as possibile, while using long range 
crossover assists to further pin them down. 


Most character matchups involve an opposing character trying to get close to Chris, while 
Chris is trying to force them to guard as many bullets as possible. 


From afar, your gameplan revolves around Gun Fira M and long range crossover assists. 
Long range assists that remain active threats for a long period time are preferred, like 
Sentinel—a, Arthur—B, or even Ryu—[>. These assists clog up the screen, are more 
difficult to avoid, and buy you more time for more shots of Gun Fire M. 


Your rival must generally take to the air to avoid Gun Fire M. If the opposing character has 
limited air mobility options, simply delay your Gun Fire M a bit to farce them to land into 

it and push them away again. If the competitor has mobility options like an airdash, you'll 
have to use Gun Fire L to reliably stop that type of approach. When stopped in this manner, 
it's very common for opponents to immediately jump again, so don't be afraid to use Gun 
Fire L several times in a row! When your target eventually gets within halt-screen distance, 
try to have a Grenade Toss L mine out at all times to cover yourself. Even if your opponent 
manages to hit Chris, the landmine explodes and hits Chris’ opponent, as well. This is one 
of Chris’ most damaging combo starters; juggle a crouching from the explosion, and go 
to town! 


lf your adversary does not have a projectile or a teleport, repeatedly doing Grenade Toss 

L followed by Gun Fire M is a great stalling tactic; laying down ihe landmine makes the 
machine-qun safe, and the machine-gun can push opponents far enough away to allow 

you to drop another landmine. Mix in crossover assists for even better results! Opponents 
without projectiles or teleports can generally anly counter this tactic hitting with an attack 
that Knocks down; they'll still get blasted by the landmine, but you won't be able to capitalize 
with a combo. From there, they can ground recover toward you and cover that last bit of 
distance. 


li the opposing player starts doing this, simply stop using Gun Fire M and guard the 
opponent's knockdown attack instead. This causes them to still get hit by the landmine, 
which you can convert into a combo. Competitors jumping toward you without pressing a 
button are easily air thrown, which also goes into a full combo. 


Another strong tactic against a mid range rival is to use the newly cancelable properties of 
tec + Low Shot: simultaneously call a crossover assist with Low Shot, then cancel 
Gun Fire L to prevent your foe from jumping, Gun Fire M to counter guarding, or Grenade 
Toss M or H for more aggressive play. 


Alternatively, when your attacker gets into medium range, you can take this as an 
opportunity to suddenly begin attacking with Air Gun Fire L! This is especially powerful 
when your opponent is wary of landmines. 


If the opposing character super jumps toward you, you'll want to place а landmine out to be 
waiting for them as they land, This forces them to come down without pressing a button, 
which in turn opens them up for another air throw. 


If the opponent manages to get near you and begins to attack, use advancing guard as much 
as possible with the eventual goal of buying enough space to drop another landmine. This 
tactic buys you enough time to call a crossover assist while jumping away with Air Gun Fire 
L. When on defense, keep an eye out for opportunities to air throw, as well; not only are 
they among the most reliable anti-airs in the game, they're also one of Chris’ main sources 
of damage! 


Fighting against other dedicated projectile-based characters 16 simultaneously Chris’ 
strongest point and biggest liability. Against most characters, Chris can dominate the long 
range match with the high durability and damage of Gun Fire H, along with the evasive 
properties of Prone Shot. However, some characters can float in the air at super jump height 
and rain down projectiles onto Chris. He generally doesn't have an answer to this other than 
to attempt to move in and establish an offense. 


Most long range firefights revolve around the threat of Gun Fire H. If your adversary is firing 
any projectiles on the ground or at normal jump height, the magnum shot can generally slice 
cleanly through all projectiles and wall bounce any point and assist characters in its way. From 
here, you can convert into a damaging combo. See the Combo Usage section for details. 


To combat Gun Fire H, your opponent can crouch directly under it before returning fire. In this 
situation, simply use Gun Fire M from acrass the screen to force an action out of your rival. 

A dew characters are able to beat out Gun Fire Н іп a firefight, especially when they have а 
crossover assist backing them up. In these cases, you can simply use Prone Position to go 
clear under all of the incoming projectiles while pecking at the opposing character's feet 
with Prone Shot. When all the projectiles have flown by and the coast Is clear, call along 
range crossover assist to further frustrate your competitor. Between Prone Position and Gun 
Fire Н, most characters have no choice but to either abandon the ranged game and go on 
offense, or take to the air and fire projectiles downward. 





The evasive properties of Prone Position give some 
characters fits; il forces them to either take 10 the air 
or ip gà оп offense. 

If your opponent decides to move in while Chris is in Prone Position, there's little to no risk 
involved; simply tap up on the controller to quickly cancel out of Prone Position and take 
advantage of Chris' newfound quickness in Ultimate Marvel vs. Capcom 3. Plop down à 
landmine, and procead into standard defensive measures! 


Gun Fire Н has a high amount ol durability points [0 
win firelights with, If also feads fa frliscreern combos! 


The fight becomes substantially more difficult against characters who can rain down 
projectiles from super jump height. If the opposing character can only fire one projectile in 
the air before falling, the best counter is to super jump toward the foe over their projectile 
and counter with air Gun Shot Н, If it hits, you can quickly dash forward and launch your 
target for a combo. If your adversary can Stay in the air and fire multiple projectiles down, 
then they'll be too high for any of Chris’ guns to hit. Trying to maintain a long range fight 
in this case is futile, so you'll have to wavedash forward under the projectiles and try to get 
under your opponent. Go for an air throw on their way down, or lay down a landmine and 
set up your offense. 





Oononants trying io stop Chris’ offense wil! inevilahly 
jump. Counter this with an air throw into hig damage. 


Air Gun Fire L is incredibly good: if deals a ton ef chip 
damage while leaving you ata huge frame advantage! 


Attacking with Chris midscreen can easily be summed up: jump in your rival's face and use 
the shotgun or the magnum, looking for opportunities to land an air throw all while pushing 
your target to the corner. 


Air Gun Fire L is an amazing tool—it fires a gigantic spread of shotgun pellets in front of 
Chris, effectively making it impossible to anti-air except with invincible attacks. If guarded, it 
inflicts up to 60,000 points of chip damage and leaves you with a massive frame advantage 
of up to 38 frames. If it hits, you get to tack on a full combo that can carry your competitor 
to the corner! 


When your jumping shotgun blasts are guarded, you have а number of simple options: 
Jump forward and shotgun again 


Use the massive frame advantage to call a crossover assist and 
use Grenade Toss H 


Immediately use Gun Fire M against opponents who use 
advancing guard 


Dash forward and mix up crouching @ with a throw 


Wait on the ground in anticipation of the opposing character 
jumping forward to counter Air Gun Shot L, then do your own 
counter with Grenade Toss L or air throw 


The most effective way to deal with Air Gun Fire L is to guard the blast in the air: the 
opponent recovers immediately upon touching the ground, drastically reducing guardstun 
and Chris’ frame advantage. From there, the best option is to jump forward and meet Chris 
in the air with an attack or air throw, Counter this by having a landmine waiting for your foe 
when they land, or jump forward and air throw them yourself! 


Against a cornered opponent, you can use the jumping shotgun a whole lot more due to 
advancing guard being weakened. This forces your attacker to make a move much more 
quickly, as the threat of nearly endless jumping shotguns is not an appealing one. 


The corner allows you to get much more creative with Chris’ offensive tools, Grenade Toss 
H in particular becomes much more deadly because you can force the opposing player to 
guard the following sequence: Low Shot pre ssed simultaneously with a crossover assist, 
cancel into Grenade Toss H, Gun Fire L to detonate the grenade and keep the opponent from 
jumping, then Gun Fire M as they are stuck in the pool of fire. Depending on the crossover 
assist used, this can amount up to 240,000 points of chip damage! 


This is also a useful after knocking aut a character, Before the next character comes in, 
use Grenade Toss H as many times as you can, force your adversary to guard Gun Fire L 
immediately as they enter the playing field, then tack on as many Gun Fire M shots as you 
can. When the fire begins to dissipate, call a long range crossover assist and move back in 
with jumping shotguns! 
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CR. ©, ST.@, > о @к=> ¥ ә « o ©, WAVEDASH TWICE, OTG CR. ex» ¥ x « c (9), FORWARD JUMP, 
AIR * м» = ©, LAND, > > ©, © e^ FORWARD SUPER JUMP, AIR ©, 0, @, ©. LAND, FORWARD DASH, 
CR.) em >¥ a 5 


733,600 damage, 7% meter gain (or self sufficient for Sweep Combo ender) 


Chris's main combo inflicts heavy damage while dragging his adversary across the screen, making it possible to transition into a corner variation (Combo II) if Chris is midscreen or closer 
to it. If air S) hits your opponent inta a corner, perform a backwards jump Air Gun Fire H instead of a forward one. This ensures that the gun shot is properly positioned to hit the cornered 
competitor 


Crouching @ is Chris’ preferred combo-starter in most cases: It has much farther range than crouching (0), and forgoing the crouching T) also Substantially increases the total damage in 
the combo. However, don't hesitate to use crouching (L) where Speed is a factor—landing the hit is m uch more important than a few points of damage! 


Try to get into the habit of verifying if your attacks are hit or guarded before the standing (9). Ending at standing (H) is by far Chris’ safest option: it has a 2 frame disadvantage and is out 
of range of most throws. 


Chris doesn't have a great way to salvage his Oliense if his attacks are guarded without the help of à crossover assist. You can delay the Ct (H) hit: to try to catch a rival pressing 
buttons, but this is a risky endeavor. If tha = = (H) Is guarded, your safest bet is to cancel into Combination Punch Land roll the dice on whether or not your opponent can time their 
throw attempt well enough or not. If they are going for a throw, you can jump straight up while guarding. If they mistime the throw, they instead whiff a standing 4H) attack, allowing you to 
come down with air (S) fora full combo. 
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(REQUIRES CORNER) CR. ©, ST.@, 9 o (B => ¥ # * o ©, OTG CR. ex» tees (9, OTG CR. (9 ==> 
Vo» 2 O, © ==> FORWARD SUPER JUMP, AIR ©, ©, @, ©, LAND, [BACKWARDS JUMP, AIR + м > = @, LAND, 
FORWARD DASH, © ==> FORWARD SUPER JUMP, AIR ©} OR (СВ. O ==> o 4 а 2 @®) 


605,100~776,900 damage, 107%~25% meter gain (or self-sufficient for Sweep Combo ender) 


The corner variant of Chris' combo is both easier and more damaging! Of the two options shown, the first variation builds the most meter while still dealing strong damage. The second 
variation inflicts 176,000 more damage at the cost of a hyper combo gauge bar. 


Vw > @, WAVEDASH FORWARD 3 TIMES, OTG > 2 O => V u c @, FORWARD DASH, FORWARD JUMP, i 
AIR OTG ¥ м» 2 @, LAND, + 2 D> Фф «o (B) | 
996,900 damage, 62% meter gain 


Gun Fire His used to counter most projectiles outright, or to punish mistakes from a distance, A successful hil leads to heavy damage from anywhere on screen, but you must wavedash as 
quickly as possible after the initial shot to move into range for the OTG Low Shot. When canceling the Law Shot, he sure to let the controller return to neutral before in putting the command 
tor Gun Fire Н to prevent accidentally getting Grenade Toss Н instead. 


THROW OR AIR THROW, CR. @ => ¥ £ (Н) WAVEDASH TWICE, OTG CR. O => p м + с (9), 
FORWARD JUMP, AIR ¥ * > = @, LAND, > > @, © ==> FORWARD SUPER JUMP, AIR ©, ©, (Н), ©, LAND, 
FORWARD DASH, CR. (к= > + ¥ « o @® 


492,700 damage, 2% meter gain 


Chris can get great damage from throws without the help of an assist. Shift into Combo V if the Gombination Punches carry your adversary to the corner, 


. (REQUIRES CORNER) THROW OR AIR THROW, CR. Q => + # « o ®, CRO => ¥ # о O, CR. O =D 
+ «> о @,@=> FORWARD SUPER JUMP, AIR ®, ©, LAND, CR. 0 => +> ¥ x с G@ 


939,300 damage, 9% meter loss 


A corner variant of Chris’ throw combos. 








шй ИЙИШ 


“After iting У, Punch Н, input а dash immediately before jumping to get that extra distance you need. 
To cancel Low Shot into Gun Fire Н, return the controller to neutral before inputting the TT с mation; otherwise, you'll get Grenade 
Toss H on accident! 

ANT AIRBORNE OPPONENT) AIR (v), С ‚Ө, LAND, ST.@,@ = > 7 2<> + O, JUMP FORWARD, AIR $15» + @ OTG, LAND, 

с2 + 0 ©» SUPER JUMP, AIR), №, О „Ө, LAND, CR. O UTG => 57 + SE 





ТП 


VAirtoaircombo ——— à | =e srg 
c> + ©, (LANDMINE HIT), CRW), ST.@ ‚=> + O => 57/2 <+ ©, JUMP FORWARD, UNES. + @ 016,22 + 0, Os 
SUPER JUMP, AIR 00), 0), ©, ©, LAND, DASH FORWARD, CR. © OTG ==> S o 





Damage 


| Combo from errant landmine hit | Di | 3 [749,800 damage 


OR. ©,@, ST. O, c» + © => SOS + ©, се, O ST.0, o Ф => 006 + O, JUMP FORWARD, NUES D OTG, 
LAND, <> + Qc SUPER JUMP, AIR ©, ©, LAND, DASH FORWARD, CR. © OTG => OM + OF 





Damage 


Character-specitic, you can continue a combo from a — Grenade Toss L against some characlers [862,700 damage - 


AIRS) Se» + ©, DASH, CR.@, ST. © => + @ => VE <s + O, JUMP FORWARD, AIRS) с> + @ OTG, LAND, c» + O, O=> 
АШЕР, AIR@,@,@, ©, LAND, cn CR. © OTG => 298 -D 





Damage 


Combo from a mid range Air Gun Shot H | | Zz | 695.000 damage 


(WHEN THE ENEMY IS AT LONG RANGE AND NEAR A CORNER) У < cS + ©, WAVEDASH FORWARD 3 TIMES, OTGz? + () => V с> + O, 
FORWARD DASH, FORWARD JUMP, ne “cS + (D. LAND, S + у .6 ==>» FORWARD SUPER JUMP, AIR, 00, ©, ©, LAND, 


OTG © + @ => PVA з | 





Damage 
A successful Gun Fire Н hit leads to huge damage as long as the opponent's back is near a corner 819,400 damage, 11% meter lass _ 


CR. ®, ST. © ) + @ => 5. ST. 0,0, > + O, ==» FORWARD SUPER JUMP, AIR (0, (v), O, ©, LAND, FORWARD JUMP, 







AIRY х7 + , LAND, c> + O, © => FORWARD SUPER JUMP, AIRD, ©, ©, LAND, CR. © => CST + eA 


Damage 
.|1,133,400-1,461,800 damage, 6395-1155 











; meter gain 





| Ап easy A-Fac tor combo ihai slaris off of a verifiable opening _ 


THROW OR AIR T THROW, CR. © => "VB + @ => 226, WAVEDASH TWICE, í + CR. O => û [2«5 + (9, FORWARD JUMP, 
ay Qv O LAND, o> + O, 8 —9 FORWARD SUPER JUMP, AIR», @, ©, ©, LAND, FORWARD DASH, CR. © => coy + OF 


Damage 
|875,800-1,126,300 damage, 3 
































[An X- Factor throw combo that starts off of a ver rifiable 33-71% meter gain 





opening 


(REQUIRES CORNER) CR.W), ST. D, c» + © => pee + D, „OTG CR. O => SU + © 0TGCR. О => VAS + O e 
V о» OS, 0186.0; O1G О, DTG a , SATELLITE LASER ENDS, OTG ся. C ( es огу + OD 


Damage 
1,155,400 damage, 324% met 






































A high damage corner combo that requires 4 melers-to use ter loss _ 
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Alter hitting sweep combo in the comer, the opponent will likely If you didnt move al all, you can altach he o pposing character fram 
knockdown recover forward to (ry to get ou! of the corner. fhe front... 


Ac See ee = ee 








- OF you Can move forward slightly and attack them fram the other side! 


After Sweep Combo, the common reaction is to knockdown recover forward. 1! you do not move, the ground recovery roll just barely misses crossing up Chris. 
Standing still and hitting your opponent with a crouching © attack is already pretty tricky! ЇЇ you tap forward even Slightly at the last second, Chris indeed gets 
behind the target, creating a deceiving mix-up. 


If your adversary comes out of the roll concentrating on which side to guard, simply wait half of a beat and throw them, Very few characters can survive two 
successive combos fram Chris! 


Il your opponent ground recovers backward, there aren’! many great counter measures for that. Using Grenade Toss H is ideal, but that is very easily punished 
by an opposing character ground recovering forward. Since keeping your foe in the corner is more important than anything else, call an assist that can pin the 
Opponent for ground recovering backward, all while positioning Chris for the above mix-up in case they go the olher way. 
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ien opponents gat behind Chris im Prone Position, the game treats jl This makes him completely invincible for a moment... -aNd sometimes abie te punch fools in the face while ey Te 








ШКЕ he's getting up Iram a knockdown, vulnerable 


Ultimate Marvel vs. Capcom 3 is chock-full of dangerous offense based off of cross-ups. A lol of the better cross-ups are very low-risk, often even leaving the 
altacker at an advantaga if guarded. Chris has a lunky trick for these guys! 


When an adversary gets behind Chris while he's in Prone Position, ha is forced to stand back up. This act of slanding up is treated as if he's rising froma 
knockdown. In other words, he's completely invincible until he's able to move! 


However, if the opposing character does not cross Chris up, Chris can he hit from the front just like any other character can... assuming that the attack hits low 
enough to actually make contact with Chris. 


Using Prone Position is a very aggressive way to counter cross-up happy players: read the cross-up atlempt coming and gel into Prone Position beforehand. 
When the cross-up attack completely whiffs through Chris’ invulnerable body, react and punish accordingly! In some cases, you'll be able to land a full combo, 
but in most, you'll be able to get al least a guaranteed throw. Watch jaws drop as Dark Phoenix teleports behind you only to get her neck broken! 












“YOU CANT BEAT ME WITH JUST BRUTE 
STRENGTH. GO AHEAD AND TRY." 


Bin 
REALNAME OCCUPATION 


Ehun-li Interpol Officer 


ABILITIES: 
Extremely proficient in kung-fu, she is well-known 
far her varied and beautiful kicks more than fer 
punches. Like Ryu, she is also able to utilize her 
spiritual energy in battle. 


WEAPONS 
None 

PROFILE 
She tirelessly continues her investigation 
take down the criminal organization Shadaloo 
While her strong sense of duty and obligation 


readily apparent, she alsa longs to live the life o 
an ordinary woman. | i 


FIRST APPEARANGE 


Street Fighter H (1981) 













POWER GRID 
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‘This is biographical, and does not represent an evalvation of ine 
in-game combat potential of his hero. 


ALTERNATE COSTUMES Overview 


850,000 





Chain Combo Archetype Marvel Series 


X-Factor Boost TETHETIT: speed 
| Level 1 (3 teammates remaining) 
| Level 2 (2 teammates remaining) 


Level 3 (1 teammate remaining) 





Your goal with Chun-Li is to achieve point-blank range against your opponent. 
The extremely execution-heavy Chun-Li has acce ss fo a great mix-tip at this range: 


Instant overhead Yosokyaku, which leads into a combo from 
anywhere on the screen 


The low-hitting crouching ©: a fast, ranged attack that leads into 
an even more damaging combo 


Chainable crouching (L) attack, which can be delayed in an 
attempt to hit adversaries trying to use advancing guard 


Throws and air throws, which also lead into combos 
How do you get Chun-Li into point-blank range? 


Using her ability to triple jump to approach from angles that are 
difficult to defend against 


Using the kara airdash technique to quickly airdash twice and 
cover a lot of ground 


Wavedashing forward on the ground when your competitor is 
expecting an aerial approach 


Advancing forward behind the cover of crossover assists 


Cornering a foe with the aid of her jump-cancelable normal 
attacks, and by hitting combos that can carry the opponent all the 
way Into the corner 


| TUNING: SINGEIORIGINAL MUCS 


| While Chun-Li received a number of improvements in the transition to Vitimate Marvel vs. | 

| Capcom 3, two stand out for having a much bigger impact than the rest: Yosokyaku 

(air ¥ © Œ) is now OTG-capable, giving you some execulion-heavy ways to extend 

Chun-Li's combos and increase damage. While midscreen combos were eventually found 

that allow Chun-Li ta combo into а Kikosho, the OTG-capable Yosokyaku allows her to land 

combos from her throws and air throws without the help ога crossover assist! 

Chun-Li also received an entirely new special attack in her invulnerable EX Spinning Bird 

Kick, which is great for shutting down offensive rivals. Not to be ignored, her Kikosho 

hyper combo is now mashable— this adds a chunk of much-needed damage to her combos! 
Health increased from 800,000 to 850,000 


Үоѕокуаки is now OTG-capable 


New Move: EX Spinning Bird Kick. Hold ¥ until flashing, # © 9, Can also 
be performed in the air 


There is now a larger window to cancel Kikoken H to Kikoanken 
Tenshokyaku startup speed improved from 3 to 2 frames 


Air Tenshokyaku now recovers in neutral state instead of being vulnerable all 
the way until Chun-Li touches the ground 


Kikosho can бе mashed for additional hits and damage 


Shichisei Ranka now automatically realigns with the Opposing character if 
the foe goes behind Chun-Li after the initial hits 
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Air (8) causes а hard knockdown when Used in a launcher combo (this is sometimes called lying screen); When used outside of a launcher combo: air @) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus (5), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 


available character ta continua the air combo, 


Meter 


Advantage Advantage 
Gain 


Slarlup Active ^ Recovery on Hit if Guarded 


screen Command Hits Damage 


2 |А + © 1 | 25000 | 200 | 
| (during launcher combo) | | Ш | | E - 
| Air yg + Ө 40.000 320 4 18 | Tags in next available ally while causing wall bounce, 
(during launcher combo) | — 5 | erases 1 hyper meter from opponent І 
Агуу + 60000 | 48 | [т | Tags in next available ally while causing ground bounce, 
(during launcher combo) | | | generates 1 hyper meter | 


| - 1 dam = ad 
Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into а command attack from basic attacks, but most command 


attacks cannot be chained from or canceled themselves. 


Screen Name Command Hils Damage Notes 
aia | | Airborne from frame 6, overhead attack, jump- 
кашуга ' 50000 | ы; | Cancelable, not special- cancalable 22 
| | Overhead attack, attack cancels into a diagonally 
à | Yosokyaku up-forward bounce if hit, Chun-Li isin neutral. | 
3x | | Stale during bounce 


Wall Jum | аш ve | | Performs a wall jump, may initiate aerial attacks 
all Jump gainst the wall, or movement atter 8th frame 
lhen press —— vus | | 
: — | ; ——— rz = = 3 7 = m = = ; 2 E " ы - m ani Ws L p T FE.. А =a g 


Throws are for snagging passive or blocking foes. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos are 
usually possible after throws, one way or another, 
Hits Damage | MeterGain Startup Active Notes 


Hard knockdown 
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Hard knockdown | 
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PTT Recovery Recovery 
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| Screen Type ae N aE Description Hits Damage E Startup Active (thiscrossover (other Noles 
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Hyper Combo assist) partner) 
" ; | Projectile lasts 88 frames, projectile has 5 low 
1 Chun-Li—ao. | Kikosho Kikaken L 50,000 priority durability points 














Chun-Li—B | Kikosho | Tenshokyaku М 101,400 a T B) 26 A | Knocks down fos 


1 He: IN 
“these hits imo a combot Wea 






Chun-Li —@' 's Kikoken L Le seful as: 
мегу fast assist that Тєрт vulnerable for 1 fra 


وة ق 


Screen Command Hits Damage Meter Gain Startup Active Recovery “ҮТ ШИ _ 


Notes 
On hit, snap back forces the opposing point character lo be replaced by an assist. Opposing assist calls or tag outs are also locked 
пи! for 4 seconds 
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| Screen Name Command Hits Damage Gain аг Active pecura on Hit if Guarded Noles 


Projectile lasts 88 frames, projectile has $ 
PUNAN [er VA + ® _ нын low priority durability points 
| Projectile lasts 32 frames, projectile has 5 


{ow priority durability points 

Projectile lasts В frames, projectile has 5 low 

нн абве a) [am JINEN Sua 
E Kikoanken (During Kikoken Н) (D SEES 100, | 300,000. [йй sw | | | 


pioi durabil ity points 
Spinning Bird 


Kick L (in air ОК) 



























































Knocks down foe, air version has an 
additional 2 frames ol DIES recovery 


-15 


n air, until Mes 
иа, (in air, +5) 


| grounded) 


Spinning Bird 
Kick M (in air 
OK) 

Spinning Bird 
Kick H (in air 
Ok) 















(in air, until 
grounded) 
















EX Spinning Bird| <> (charge)(while 
Kick | flashing), A + © 


Hyakuretsukyaku 51 500 - 48 0- 






(in air, +9 fma mee cit kate 
МЕЕ or hyper E 


415. | 
| (in aif, tia) in hits 




















Hyakuretsukyak | й- | 600- | [p ue BC rs s Estee 
M (in air OK) ] (їй її, + ) | addition: : 
m k n nt can be mashed for 
Гк акы "| 8-19 85, 100- 960 2 22 Knoc s down oppone ma 
H (їп air OK) 130,600 | 2280 | | Ta (in air, а additional hits 
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| Screen Name Command MEET ph 








Air Tenshokyaku 


Tenshokyaku M |» € + @® 








101,400 










Kikoken: Even though Chun-Li's signature 
projectile may look anemic in comparison 
to the other crazy projectiles in the game, 
the Kikoken L is a surprisingly useful tool! 
It moves very slowly across the screen, 
making it great for use as covering fire 

to advance behind, especially if you йо 
not have a long range crossover assist 
handy. On the defensive end, repeated use 
of Kikoken L is surprisingly annoying for 
your opposition to get around, forcing your 
competitor to take to the air. 





None of the Kikoken projectiles travel all the way across the screen: Kikoken L travels 
two-thirds of the distance of the screan while dealing the least damage, Kikoken M has 
half-screen reach and median damage, while Kikoken H barely travels a third of the screen 
and inflicts the most damage. 


What this means to Chun-Li's gameplan is simple: use Kikaken L almost exclusively, with 
very situational use of Kikokan H in combos! 


Spinning Bird Kick. Опе of the few attacks 
in the game that require a “charge,” to 
perform the Spinning Bird Kick, you must 
first hold V7 on the controller for at least 35 
frames, Afterward, pressing 4p along with 
an attack button executes the attack. 


The ground version of the Spinning Bird 
Kick is difficult to use effectively; while it 
moves Chun-Li forward a long distance, it 
is very unsafe if q and has little T If it hits. 





The air version of Spinning Bird Kick is much more useful, baing a key componant of Chun- 
Li's combos when performed as low to the ground as possible. Chun-Li recovers from the 
air version of Spinning Bird Kick a mere 2 frames after touching tha ground, granting huge 
frame advantage when executed low to the ground. To perform a low-altitude Spinning Bird 
Kick, simply press the attack button a few frames after pressing 4? on the controller; this 
tactic allows Chun-Li to jump into the air before performing the attack. 


Chun-Li does not recover from air Spinning Bird Kick until she reaches the ground, so use 
Of this attack any higher than extremely low altitudes is not recommended. 


Hyakuretsukyaku; Chun-Li's most useful, 
all-around special attack. Hyakuretsukyaku 
is fast and has great hitboxes that can beat 
most other attacks. If the attack hits, you 
can easily verify this and proceed into a 
combo. If quarded, Chun-Li is left at large 
frame advantage to work with, but your 
adversary will likely use advancing guard 
against this attack, 


You can also have Chun-Li perform 
Hyakuretsukyaku in the air, which is useful 
both in combos and as a way to turn 
around and hit your target after airdashing behind them. Its multiple hits scales combos 
heavily, so it's best used near the end of a combo if possible. 





Startup Active 
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4(5)2(4) 
2(7)2(4) 


Advantage Advantage 


on Hil if ШЕННЕ Notes 


Recovery 









Knocks down rival 













r Airborne som are essa | م‎ 
‘opponent | 

















Knocks down adversary 
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Kikoanken: You can cancel Kikoken Н 
directly into Kikoanken by pressing @ 
within the first 10 frames of the Kikoken's 
animation. It's not possible to get a "slow" 
Kikoanken by pressing @ on the last 
possible frame; the startup speed of the 
altack is always 19 frames regardless. 


Kikoanken is Chun-Li's most damaging 
single-hil attack, and it also causes a 
crumple stun state on your rival. This 
makes it ideal for use early on in combos 
before damage scaling becomes severe! 


If guarded, Kikoanken leaves Chun-Li with 4 frames of advantage, letting her continue 
attacking afterward. However, opposing players typically start using advancing guard 
to push Chun-Li away instead of allowing her to repeatedly inflict chip damage with 
Kikoanken. 


EX Spinning Bird Kick A new special 
attack in Ultimate Marvel vs. Capcom 3, 
the EX Spinning Bird Kick is completely 
invulnerable for a large period of time, 
making it great for stopping offense 
orianted opponents in their tracks. 





The EX version of the Spinning Bird Kick 
requires much more charge lime than the 
regular version: 90 frames in total. To help 
natify you (and your rival!) when the EX 
Spinning Bird Kick is available, Chun-Li 
starts radiating a pink color. 





The EX Spinning Bird Kick is unsafe if guarded, However, you can cancel the recovery 
frames into an invincible Hoyokusen hyper combo if your competitor attempts to retaliate. 


This attack becomes much more powerful when used in the air, preferably at low altitudes: 
it then grants frame advantage if guarded and allows for combos if it hits! 


Tenshokyake. Chun-Li performs a number 
of kicks upward while rising into the air, but 
the usage of Tenshokyaku isn't what one 
might expect, Due to its newly increased 
speed in Ultimate Marvel vs, Capcom 3, 
this attack is actually best used as a way to 
punish guarded attacks that have at least 

2 frames of disadvantage, which you can 
then convert into a combo. Of the three 
versions of the attack, Tenshokyaku L 
should be used almost exclusively due to its much quicker recovery. 





The 2 frame startup speed of Tenshokyaku also makes it great for cauntaring ground- 
based assaults: it usually interrupts or trades with anylhing thrown at it. In the event that 

it does get cleanly interrupted, Tenshokyaku puts Chun-Li in an airborne state on its first 
frame— this often makes it difficult for many characters to convert that hit into a combo. If 
guarded, Tenshokyaku leaves Chun-Li in the air and able to act, com pletely safe. 





Also new ta Chun-Li, the air version of Tenshokyaku recovers in a neutral state, leaving Chun- | 
Li free to move. Previously, she was vulnerable all the way until she reached the ground! / 4 429 





Hyper. Combos 


Screen Name 
mn | | 


Command Hits Damage Startup 


| 3476 
Shichisei Ranka (level | . 212)2(2) 
3 hyper combo) yu. 2(2}2(20)3 
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Chun-Li's unique airdash is fast. but it doesnt travel 


== = = = 





со however, wilh tie kara airdash technique, you can 


very fay... string two airdashes together 10 travel a surprising 


distance! 


Before discussing any strategy, it should be mentioned that Chun-Li is a ridiculously 
execution-heavy character, likely more so than any other character in the game. To get the 
most out of Chun-Li, you need to constantly do difficult things, such as "Kara" dashing to 
get near your opponent and executing low-altitude Spinning Bird Kicks and EX Spinning Bird 
Kicks for combos and for defense. Even the instant overhead Yosokyaku, which is the focal 
point of her offense, requires a combo that takes several hours of practice! If after reading 
this, you believe you have the patience and dedication required to truly get the most out of 
Chun-Li, read on! 


In order to get her within point-blank range of a rival, you must take advantage of Chun-Li's 
large assortment of mobility options. While many characters in the game have access to a 
double jump, only Chun-Li and Viewtiful Joe have the ability to triple jump (well, Dante can 
in Devil Trigger mode if you want to count that). This allows Chun-Li to switch directions 
twice in the air, letting you have her do things like super jump forward, double jump 
backward to evade an anti-air attempt, then triple jump back toward her opponent again to 
begin attacking! 


Triple jumps also allow Chun-Li to reach a great height while still in a normal jump state, 
giving access to crossover assists. This makes some interesting techniques possible, like 
triple jumping over all projectiles controlling the ground, calling a crossover assist to pin the 
target under you in place, then dropping in for the attack! Stay creative! 


Chun-Li has a unique airdash, traveling 30 degrees downward at a very quick speed. It 
travels a much shorter distance when compared to most airdashes in the game, making it 
difficult to base an approach solely around the airdash. 


Active 


Advantage Advantage 


on Hit if Guarded Noles 


Recovery 


Knocks down foe, beam durability: 14 frames x 3 
high priority durability points, can be mashed for 
additional hits — — | | 
‘invincible from frames 1-16, final hit is a launcher | 
attack | 





The "kara" airdash technique helps remedy this—although airdashes normally can't be 
canceled directly into one another, you can both airdash twice in à row and get an option- 
select throw by first airdashing, then inputting > + С) -® . This automatically kara- 
cancels a brief normal and an air throw attempt, neither of which you ever actually see, into 
a second airdash immediately. Simply drumG> + -G as fast as possible while your 
first airdash is in progress—also known as "plink" airdashing. This allows you to string 
two airdashes together and cover two-thirds of the screen's distance! This is an absolutely 
critical too! for Chun-Li; practice it in Training Mode until you can perform this tactic nearly 
100% of the time! 


Competitors worrying about Chun-Li's aerial approach eventually have to nive up on ground 
control; it's pointless to fire projectiles and beams on the ground when Chun-Li is but à 
kara airdash or triple jump away from circumventing all of those projectiles and closing the 
distance. When your adversary stops giving you things to jump over, that's your cue to call 
a crossover assist and wavedash in on the ground! 


Chun-Li ie more reliant on crossover assists than other characters to close the distance 
and maintain offense against foes. Long range crossover assists such as Sentinel —4 , 
Akuma —p. Rocket Raccoon —"y, and nearly апу projectile-based assist are ideal 
teammates tor her. 


When you successfully reach point-blank range, Chun-Li's offense revolves around the 
threat of an instant overhead Yosokyaku performed immediately after leaving the ground, 
Impossible to quard on reaction, hitting the Yosokyaku allows you to immediately airdash 
with Chun-Li afterwards and combo an air Tenshokyaku L from the other side. From there, 
you can go into her execution-heavy Spinning Bird Kick loop combos! See the Combo Usage 
section for details. 


Since it is impossible for an opponent to guard an overhead Yosokyaku on reaction, your 
competitor must simply commit to guarding high. To counter this, simply attack with the 
low-hitting crouching attack instead. Leading in with à crouching attack is a little 
unintuitive and may seem slow, but Chun-Li's crouching (М) has a very respectable 6 
frames of startup: only a single frame slower than the average crouching (B attack, and 
with a lot more range! From the crouching (va, chain into a standing @ and verity if the 
opposing character is guarding or not: if your opponent eats a hit. cancel into Kikoken Н (to 
Kikoanken) and continue with a combo. If the attacks are guarded, jump cancel the standing 
(D) attack and airdash back in to continue your offense. Remember to call crossover assists 
to pin your adversary in place! 








An opponent's use of advancing guard is ane of 
Chun-Li's biggest problems, То combat this. st 
ihe timing of the сайлана crouching O attack fo 
MESS UB your opponent's timing! 


You can use Yosokyaku as an instant overhead attack 
against all opposing characters, and this move leads 
into a combo from anywhere on screen! 


The overhead and low attack mix-up is best performed when you have a decent amount 

of frame advantage, usually after forcing your rival to guard a crossover assist. If the 
situation is more neutral, dashing in with Chun-Li's fast crouching (B attack is a good way 
to establish control. Opponents who are wary of Chun-Li's Yosokyaku generally try to use 
advancing guard to try to push her away. However, using advancing guard on reaction to 

à single crouching (9 attack is nearly impossihle to do. As such, you can perfarm two to 
three crouching (B attacks with staggered timing; if the opposing player attempts to use 
advancing guard and mistimes it, they'll instead get a crouching W attack. This then is 
counterhit by Chun-Li's crouching (B and allows you to verify and go into a full combo! 


If your opponent wises up and stops trying to use advancing guard, you have several 
options available to you: 


Throw the opposing character and go into a (difficult) comho 


Dash in and immediately attack with crouching @ again, 
maintaining offense 


Manually buffer a dash with >> into the end of a crouching ©, 
then immediately jump and instant overhead with Yosokyaku 


Use crouching @ to beat attempts to guard the Yosokyaku 


Super jump and immediately airdash behind your rival to cross 
them up with either crouching @ or air Hyakuretsukyaku 


While you may spend a frustrating amount of time fighting against advancing guard and 
using jump-canceled attacks in an effort to stay in close, don't get discouraged! All of the 
advancing guard usage from your opponent is effectively pushing them farther back into the 
corner. Chun-Li's offense is much stronger against cornered competitors: advancing guard 
does not push her back nearly as far af a distance, and instant overhead Yosokyaku leads to 
a mare damaging (and easier!) combo. 


When defending against an assault from her adversary, Chun-Li actually has many more 
potent defensive options than the majority of the cast. Between Tenshokyaku L, EX spinning 
Bird Kick, Hoyokusen, and Hyakuretsukyaku H, Chun-Li can give her aggressor much more 
to worry about than just advancing guard and air throws! 


Tenshokyaku L executes in only 2 frames, making it one of the fastest attacks in the game 
that isn't a command throw. This is great for punishing attacks that have a -2 to -3 frame 
disadvantage! Hitting Tenshokyaku L leads to a combo and also punishes attacks from out 
of Chun-Li's throw range, Tenshokyaku L is also completely safe if guarded; attacking with 
Yosokyaku on the way down likely interrupts anything your opponent tries to do. 


For attacks that have a disadvantage of -4 or more, punish with Chun-Li's fast crouching 
7 resulting in а full ground combo. Between throws, Tenshakyaku L, and crouching @, 
Chun-Li has a great number of moves that would otherwise be safe against other characters. 


# 2 O, | 
=D {¥ u +> о @@ (MASH@)} OR OS ¥ u о ED 
631,000~832,100 damage, 17-217% meter loss 


Even Chun-Li's most basic combo is still difficult! With the new OTG-capable properties of Yosokyaku, Chun-Li can land decent damage off of this midscreen combo without an assist. 


When the crouching М ji standing (Н) opening is guarded, jump cancel it into 


n! лыт 


®, ©, LAND, FORWARD DASH , VERTICAL JUMP, FORWARD AIRDASH, AIR ¥ © ©, í 


a forward airdash (D or chain into crouching (Н) to Hyakuretsukyaku Н. In the event that your foe uses” 
advancing guard, jump-cancel the standing @)attack and perform а kara airdash to move back into attack range. = deb: 





Tenstiokyakur L has only 2 frames of startup, 
making it great for punishing attacks with slight 
disadvantage. You can then transition info a combo! 





While Tenshokyaku L isn't invincible at all, its 2 frame startup causes it to beat most ground- 
based offenses, or at the very least trade. If Chun-Li gets hit out of Tenshokyaku L, she is in 
the air on the first frame, making it difficult for many characters to convert into a full combo. 


The fully invincible Hoyokusen is great for just blasting through any ground-based offenses, 
and it is an option that your opponent must respect when approaching on the ground. 
Hitting with Hoyokusen leads into a full combo that builds back much of the hyper combo 
gauge used; see the Combo Usage section for details. Hoyokusen is incredibly unsafe il 
guarded, so be ready to THC to a safer teammate if possible. 


One-frame air throws are still the best defense against airborne approaches, and in Ultimate 
Marvel vs. Capcom 3, you can finally convert these into a full combo while playing Chun- 
Li—without the help of a crossover assist! 


A great option that works against both ground and air-based approaches is the fully invincible 
EX Spinning Bird Kick. Tha catch: you have to hold 7 an the controller for what seems like 
an eternity before having access to it. If your competitor stays close to Chun-Li primarily 

with jumping attacks, you won't be able to safely keep holding down on the controller for the 
requisite 90 frames. Once you do have it available, your adversary must take notice—a low- 
altitude EX Spinning Bird Kick is completely safe and leads into a cambo if hit! 


The following characters can crouch directly under a perfectly timed low-altitude EX 
Spinning Bird Kick: 


Amaterasu 
Morrigan 


The ground version of EX Spinning Bird Kick is still a very strong tool, but the risk and the 
reward aren't quite as favorable. Hitting the target with the ground version of EX Spinning 
Bird Kick does not lead into a combo, and quarding it allows your opponent to retaliate with 
a combo. To help mitigate this, try hyper combo canceling the vulnerable recovery frames 
into an invincible Hayakusen! 


Phoenix 
Rocket Raccoon 


Another less glamorous alternative is to simply mash on the G button whenever you have 
a bit of space—Hyakuretsukyaku H can be very difficult for some characters to get around, 
and if it hits, you can easily verify and go into a combo! 


some character match-ups make it advantageous for a Chun-Li player to hang back and play 
defensively rather than trying to get close and force Yosokyaku mix-ups. In these situations, 
repeated use of Kikoken L provides a surprisingly solid ranged game for your adversary to deal 
with. Bolster this with crossover assists and an occasional backdash to help keep foes away. 


To further frustrate offense oriented opponents, Chun-Li's ability to wall jump lets you 

stall the match for long periods of time. This is ideal for waiting out temporary power-ups 
like X-Factor or Wolverine's Berserker Charge. Normal jump back against the wall, wall 
jump forward, double jump back to the wall, wall jump yet again, triple jump back to the 
wall, and then wall jump a final time! From here, waste even more time by performing air 
Tenshokyaku H three times. Afterward, call a crossover assist to cover your descent, all 
while attacking with Yosokyaku on the way down to help prevent getting hit by an air throw. 


CR. O, © => VERTICAL SUPER JUMP, AIR | 
0,0,9), ©, LAND, — 


А А e PEIE s ДЫР 
=i z SELL E. ILLUM ML Tab > 





CR. D, ST. Gest e V x > 0) езі (DURING KIKOKEN Н) ©, DASH BACKWARDS, o (9) — 
(HOLD ¥ FOR SPINNING BIRD KICK), ST. ®, CR. Oz JUMP, + © @ (HOLD ¥ FOR SPINNING В 


RA 


(HOLD + FOR SPINNING BIRD KICK), LAND, @), MASH (B Ez [V u > © ex» (MASH &)) 0 


LAND, ST. ©, CR. @ => JUMP, + © @ (HOLD ¥ FOR SPINNING BIRD KICK), LAND, CR. O, i^ JUMP toO 
), ST. ¢ MP, + © @ ( PIN CENTRO 


684,500 damage, 8% meter loss 


This improved combo requires an extrem aly high level of execution, involving a lot of charge storing and fancy low-altitude Spinning Bird Kicks to work. Howe 


more damage, carries your adversary all the way into the corner, and is more consistent when mastered. Learning Spinning Bird Kick loops with Chun-Li takes. ime, 
this pays dividends in the end! Е | eo v 


Alter Kikoanken hits, immediately dash backwards and perform Kakukyakuraku (® © O) justis. you start to move. This moves ( | 
doesn't fly over her target's head. Immediately begin holding ¥ ‘on the controller once the attack begins, After landing, store your сп 

press standing (Н), then immediately start charging ¥ again. Chain into crouching (Н), then hold 4^: to jump cancel Il. : 

The next tricky part of the combo requires you to perform a low-altittide version of the Spinning Bird Kick. After pressing # to jump cancel ( 

to allow Chun-Li time to leave the ground before pressing (H) again. If performed correctly, Chun-Li juggles her r with a low-altitude Spinning Bird МК. А 
juggle the opponent with your basic attack of choice before proceeding to juggle with another low-altitude Spin ird. ЕРАТА ME TEE 
While the Какикуакигаки and the standing @) attacks add a fair amount of damage to th е combo, they tirely and | 
juggling low-altitude Spinning Bird Kicks still nets around 650,000 points of damage and carries your competitor to th IV 
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When hitting with a team aerial combo, the new characler coming in enjoys a brief period of time where hitstun scaling is completely 
reset and also does not advance at all until the character touches the ground. Given the right circumstances, Chun-Li never has to 
touch the ground at all, keeping her adversary locked in an infinite combo! 


Now before you get excited, there are a number of limitations to the infinite combo: 

You must hit your target with two upward team aerial combos in the same combo 
md You must have a teammate character who is able to increase the height of the target a fair amount during the combo 
| Generally, one of your teammates must be knocked out 





Chun-Li has a true infinite combo, but il hasa loi of The goal is to get Chun-Li inta play with a team aerial combo, then gel the opposing character up to the very top of the playing field. 
serious CAVERNS. From here, you can simply hit with Yosokyaku repeatedly while hugging the ceiling, completely unaffected by hitstun scaling. 

So what gets a rival really high on the screen? Well, there's Chun-Li's own combos, using triple jumps, Hyakuretsukyaku Н, and tons of Yosokyaku to bounce both characters up. 
After that, you have upward TAC attacks to launch the target to a great height. For the last bil, you'll have to rely on the combos of other characters. Characters like Viewtiful Joe, 
Dante (in Devil Trigger), and С. Viper have combos that happen at a much higher elevation ihan most. 


Setting up the infinite combo works best if one character on your team has been knocked oul. From here, you can start the combo with Chun-Li, gain a ton of height, upward TAC to 
a second character who will do their best to raise the height even farther, then finally upward TAC back Into Chun-Li again! 


While an experienced opponent is unlikely to lel you hil two upward TACs in the same combo, this infinite gives you a great indirect effact: while your competitor absolutely cannot 
lel you hit an upward TAC, you are free to drain meter from them with forward TACs, or gain an entire bar yourself with a downward TAC. 


Ren IT TO TE GATE 
Chun-Li's Spinning Bird Kick attacks 
require lhe y7 direction on the controller 
to be held down for a period of time. This 
restricts a lot of your options: you can't 
move, you can't perform standing attacks, 
and you can't jump. However, the game 
allows you to retain your charge alter 
letting go of the $7 direction for up to 











eight frames. Presumably, this window Charge attacks can ba stored for 8 frames. This 
exists lo facilitate tools like Chun-Li's allows you to do silly things like charge an EX let go of fhe down direction far long... move! 
low-altitude Spinning Bird Kick. What VON ЕН 


probably wasn't intended—moving the 

controller back to Чу continues to store the charge! This allows you to do a couple of fun yet execution-heavy things: 

You can perform wavedashing hy ® , then canceling with , then OD again. As long as there aren't more than 8 frames between each* input, this allows Chun-Li to 
wavedash while still having access to EX Spinning Bird Kick! While this isn't something you need to do often, it сап be useful when used with the right crossover assists: call 
Sentinel —c, wavedash forward when your opponent is guarding the drones, then smack your rival with a Jow-altitude EX Spinning Bird Kick when they try to press a button! 

An interesting thing to note: Chun-Li stops glowing pink as soon as the ty direction on the controller is released. Storing the charge by returning the controller to the Ty position 
does not make Chun-Li glow again; you can wavedash across the screen wilh no indication that you have an EX Spinning Bird Kick locked and loaded. 

The other, more practical use of storing charge is to add more damage to combos. Most of Chun-Li's combos involve Spinning Bird Kick loops—holding V the entire time means 
that you'll have to completely omit standing (D from your combos. With stored charge, this is no longer an issue! You can do things like Kikoanken while holding V , very quickly 
release the charge to input the standing O, back down to crouching @ to retain the charge, then jump cancel and still be able to perform the Spinning Bird Kick! 
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465, 000 damage, 21% meter loss 3 S : 
Hitting the Yos. after à norma t throw еей precise timin 1 | 








GOMBOVAPPENDINK ee 
| и 
GENERAL EXECUTION TIPS RS 
When juggling alter a law-altitude Spinning Bird Kick, press the attack button much ea ‘than you think you are able to ies == 
Wien Canceling Yosokyaku into Hyakuretsukyaku M, simply input s; + Vj 
orm ilie «2/2 7 $15» motion for Kikoanken slowly; players Often miss a diagonal input and cQ EE T. instead 
xv Q + ©, (HOLD VY FOR SPINNING BIRD KICK), AIR © , LAND, | О э, UMP, à + + ® (HOLD У FOR SPINNING BIRD KICK), 
LAND, ( o ==> JUMP, +@ (HOLD © FOR SPINNING BIF D KICK) -AND, CR. O, => JUMP. do „ТАМО, GD , MASH O => 
+ Щщ ese mo Ts f Gn) 


Noles ! - | Damage 
Tenshokyaku L can be used to punish attack 5 that have a [rame E Lc 2 Ur more _1539, 800 damage, 24% meter loss 
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Notes Бе a | i Damage Eg ee ee | ; 
| | | [508,900 damage, 152% meter loss - ney | 
GE UNTIL YOU START FLASHING [; Ж + c AND, CR. © => JUMP, + + @ (H 10107> FOR SPINNING BIRD К ICK), L AND, | 
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Noles КЕЗ Damage — m | з 
468,900 damage, 23% meter loss 9 
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er 1 | Damage B EI 
617,700—754,500 damage, 34-16% meter 1055 | 
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Verifiable X-Factor combo from basic opening 










433 





434 
























| DON T DO OVERTIME. AND 
I DON'T PARTICULARLY LIKE 
REMATCHES, EITHER. 60 WOULD 
YOU MIND ACCEPTING YOUR 1056 
AND GOING HOME?” 


ВІО 
REAL NAME OCCUPATION 


Unknown GIA Agent 


ABILITIES 


Has high physical abilities, complemented by her special battle 
suit equipped head to toe with weaponry. She uses a fighting 
style called “covert fighting tools,” which she created. 


WEAPONS 


Her battle suit, which has various weapons integrated into if. 


PROFILE 


When it comes ig work, she leaves honor and emotions behind 
and keeps it about business. Her diligence and efficiency earned 
her the nickname “Miss Perfect.” However, in front of her 
daughter, she becomes a gentle, loving mother. 


FIRST APPEARANGE 


Street Fighter IV [2008] 
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“This is biographical, and does nol reese a 
in-game combat potential of {his hero. . $ 





ALTERNATE COSTUMES Overview 


Vitality GT | 
Chain Comba Archetype 





A-Factor Boost | "ЕЕЕ Speed 





| Level 1 (3 teammates remaining) 5 05 115% 


Level 2 (2 teammates remaining) _ 122.5% | 


Level 3 (1 teammate remaining) 


Your goal with б. Viper is to utilize her various-tools to get her close to her opponent, the 
distance where she's most efficient. Why the simple goal? 


Her Viper Elbow, triangle jump, and square jump offense is 
difficult to guard up close on reaction consistently, due to her 
speed as well as the angles of her air attacks 


Although a relatively difficult character to master execution- 
wise, she is capable of inflicting massive damage without using 
crossover assists or the corner 


Рог а melee character, C. Viper hasa surprising number of tools to help her get close: 


seismic Hammer cancels to control space and to force movement 
from the opposing character 


Combining Seismic Hammer's jump cancel property with her 
eight-way airdash for versatile ways to engage her rival 


EX Thunder Knuckle to blow through projectiles, creating 
openings from fullscreen 


Thunder Knuckle М to advance and its (5)-сапсе to hit-contirm 
into her ground combos 


Focus Attack to absorb and counter attacks without being put into 
hitstun 
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їе forward Momentum gained after super jumping and performing 
-canceled air Burning Kick has been reduced 














Standing; Basic Attacks 


Em Command Hits Damage Meter Gain Зайир Active Recovery 


Advantage Advantage it 
on Hit Guarded 110165 
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Grouching)| Basic) Attacks 
Advantage Advantage i 


E ee рд. it 
Screen Command Hils Бе, Meter Gain Startup Active — Recovery on Hit Guarded Nolae 
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“Ground (Special Attack launcher 


| Screen Command Hits Damage HL Slarlup Active Recovery ictal ров Pase Notes 


ШЕТЕЛ JEN NES | a 





Launcher, nol special- or hyper comba- 
cancelable 





гыз 








Screen Command Hits Damage Meter Gain Startup Active Recovery ҮН шл, Notes 


Overhead atlack 












Air special Attacks—Flying Screen and Air Exchange 


Air) causes a hard knockdown when used ina launcher combo (this is sometimes called [lying screen), When used outside of a launcher combo, air @) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a diraction plus ©, аге only possible during a launcher combo, Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


‘Screen Command Hils Damage jg Startup Active Recovery AVaNa9e Advantage Motes 


on Hit if Guarded 





mom 


E. 75,000 4 23 +15 1 | Causes hard knockdown if used in launcher combo 
4} + Ө (during launcher combo) 105,00 | ee | 8 | 5 | : E Tags in next available ally while lofling opponent upward 


Air or&a + Ө 2 | 05000 | воо 3 : Tags in next available ally while causing wall bounce, erases 
_| (during launcher combo) | р | 1 hyper meter bar from foe | 

т, | | | ESA Tags in next available ally while causing around bounce, 
AV + Ө (during launcher combo) E eee KERE generates 1 hyper meter bar | 
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Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain info а command attack from basic attacks, but most command 
attacks cannot he chained fram or canceled themselves. 


Meter 


Advantage Advantage 
Gain 


screen Мате Command Hils Damage on Hit if Guarded Notes 


Startup Active Recovery 





E Las А 
Allack charges minimum 14 frames, after the 6th frame up 
| to the 5th [level 1 and 2) or 3rd {level 3) frame of recovery 

70,000, | 25-77 3 Viper has Hyper Armor, charging improves damage in three 


80,000 or NN (on release stages: release command during frames 1-30 for 1v.1, frames 


90,000 12) | 31-63 for V.2, frames 64 and on for Iv.3, Iv.2/3 cause 
| | crumple, 17.3 version is unguardable, charging stance сап be 
| canceled into а dash or special move 
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ДИДЕ 


Throws dre for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss oppasing characters out of their offense. Gombos 


аге usually possible after throws, one way or another. 


screen Command Hits Damage MeterGain Startup Active Notes 
c» + @ (ground) 12 | 80,000 | юш | | Hard knockdown 
<п (around) [2 | 80.00 БЕШ ИНЕ 1 БЕ Hard knockdown 
с> + (D (ain E 80,000 &00 ҮШ: | 14 Hard knockdown 
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Crossover 


0 Screen Туре Combination 


Hyper Combo 


Emergency 
Р C. Viper —0 | combination 





| Screen Command 
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covery Recovery | 
Startup Active Vinculi {other Notes 


Meter 
Gain assist) partner) 


Description Hits Damage 


Can be canceled with €) when used as a 
crossover counter 


| OTG-capable, can be canceled with © when 
used as а crossover counter, projectile has 5 iow 
priority durability points 


Seismic 
Hammer 





Overhead attack, can be canceled with Ө when 
used as a crossover counter, projectile has 5 low 
priority durability points 


Be WE. аура 


ў mb у: ; while ¢ C. Viper—Y counts as an overhead attack, great for opening up an opponent's 
er that. aads. taa combo (cancel iton hit by inputting O), but this is not recommended. 


+ 


МА. | 7 


5 Adva "e d je nc 
if Guarded © 


3 500 (-1 hyper 


| Noles 
On hit, snap back forces the opposing point 
oul lor 4 seconds __ 


screen Мате Command 


Thunder 


Knukle L| V A * Ө 


Burning 
Kick L 


Burning 
Kick M 


Air 
| Burning 
Kick L 


Air 
Burning 
Kick H 








‘Advantage Advantage 


Metar Startup Active Recovery Ht if Guarde 


Hils Damage Gain d Noles 


Projectile has 10 medium priority durability points, 
input Ө between frames 6-14 to cancel betore hil, 
input © between frames 15-16 to cancel alter hil. 
Second number in each frame field shows data when 
canceled 


Projectile has 10 medium priority durability points, 
| input © between frames 3-12 to cancel before hit, 
720 | input © between frames 13-14 to cancel after hit. 
Second number in each frame field shows data when 
| canceled 


Projectile has 10 medium priority durability points, 
input Єў between frames 1-4 to cancel before hit, input 
C) between frames 5-6 to cancel aller hit. Second 
number in each frame field shows dala when canceled 


Overhead attack, knocks down, projectile has 5 low 

720 | ! | priority durability points, input © between frames 
7-14 [п cancel before hit | 
Overhead attack, knocks down, projectile has 5 low 
priority durability points, input ©) between frames 
0-16 to cancel before hil 


Overhead attack, knocks down, projectile has 5 low 
priority durability points, input © between frames 
10-17 to cancel before hit 


Overhead attack, knocks down, projectile has 5 low 
priority durability points, input Ө between trames 
6-11 to cancel before hit 
Overhead attack, knocks down, pro jectile has 5 low 
priority durability points, input © between frames 
6-11 to cancel before hit 


Overhead altack, Knocks down, projectile has 5 low 
| priority durability points, input © between frames 


-15/+24 -2Ч/+10 


80,000 


grounded 
+22 | 8-11 to cancel beiore hit 





Meter 
Gain 


Thunder Knuckle L: This is 
a mid range electrocuting 
poke attack. You can use 
this low-profile advancing 
move to duck under certain 
attacks while leading to 
combo opportunities. 
Make Sure to utilize her 

© -cancel to combo from 
her Thunder Knuckle L 

on a confirmed hit. Also, 
canceling your ground 
basic atlacks into this move 
is a good way to keep С, 
Viper in close quarters 
against her adversary. 


Thunder Knuckle Н: This 
attack shoots C. Viper 
diagonally up-forward 

into the air. It can be 

used as anti-air and is 
generally safe to use if it's 
©) -canceled. You can also 
use it to initiate combos ії 
it's canceled out of after a 
successful hit. Be careful 
with this attack, as it's 
unsafe when guarded if 
you don't cancel it; when 
used as anti-air, it must be 
done late and against low- 
altitude jumps in order for 


Advantage Advantage 


Jump- cancelable after frame 19, projectile has 5 low 
priority durability paints, input © between frames 
6-17 to cancel before hit | 
Thunder Knuckle and Seismic Hammer cancel recovery 
is 10 frames, Burning Kick cancel recovery is 4 frames 


Knocks down, requires 60 frames to charge, beam 
durability: 3 frames x 4 low priority durability points 





on its own. Since both versions are © -cancelable, the difference in frame advanta ge on 
guard is practically non-existent. 































































Thunder Knuckle M: 

C. Viper performs a 
standing version of the 
Thunder Knuckle. Like 
Thunder Knuckle L, you can 
use this move to advance 
while being able to initiate 
combos by © -canceling. 
C. Viper sacrifices the 
low-profile property for a 
slightly faster startup over 
Thunder Knuckle L. This 
versian of the Thunder 
Knuckle is preferably used 
in combos, while Thunder 
Knuckle L should be used 


Burning Kick. These 
airborne flame kicks are 
considered overheads and 
must be guarded high. 
The L and M versions are 
unsafe when guarded, but 
they have a slightly faster 
startup. You can utilize 
Burning Kick H to start 
combos if followed by 
standing (B on hit. The 

H version may also cross 
up opponents if performed 
point-blank; adding further 
flexibility to it, inputting 
© before Burning Kick 









it to hit early enough for the © -cancel to be possible. This is difficult to do, so you may H hits feints the attack, leaving Viper in front of the opposing character in an aerial state, 

opt to save Thunder Knuckle H for combos only. From there, you can perform quick frontal air attacks against a rival expecting a hit from 
behind. Air versions of Burning Kick can be used in air combos or to change the trajectory 
and speed of her jumps. This move is generally safe to throw out at close range as long 
as the appropriate version is used, as the hittable portion of the flames is quite large in 
comparison to C. Viper's vulnerability. 


Seismic Hammer. C. Viper 
slams the ground, causing 
an explosive pillar to 
appear, which actually 
counts as a projectile 


Optic Laser. Hold an attack 
button down until C. Viper's 
shades begin to flicker, then 
release tha button to fire 
a horizontal optic blast at 
























itself. The strength of the 
attack dictates where the 
explosion arises from. 

This is C. Viper's main 
zoning and spacing tool. 
Its OTG-capable and jump? 
super jump-cancelable 

on hit, when guarded, or 


head height. Here's another 
ane of C. Viper's zoning 
tools you can utilize to hall 
enemy advances near the 
ground. Most foes can 
crouch under the beam, as 
it is relatively high-profile, 
but it does stop foes from 





when whiffed. The primary dashing briefly and may tag 

purpose of this move i5 а ЕЕЕ SSS assists. There's only one 

to keep your opponent in т ae 3 version of this move, and 
chack while allowing C. Viper to advance or retreat with her flexible air mobility options. only one can be charged at a time (holding more than one attack button does not allow you 
You can also employ it as а proximity defense, such as against an incoming jump or to fire more than one Optic Laser). Like with Zero's Buster Shot, you can swap the charge 
airdash attack. It's also commonly used in combos (see Combo I). Since Seismic Hammer between buttons by starting to hold a different attack button down, and then releasing the 
ів jump-cancelable, and since pre-jump frames can be canceled into special moves, you first one; C. Viper continues charging her shades. Mix up your use of Seismic Hammer and 


can have C. Viper transition directly from Seismic Hammer into another Seismic Hammer, Optic Laser to keep your adversary on his or her toes at a distance. 
or into other special moves! 







Hits Damage Meter Startup Active Recovery ‘Advantage Advantage Noles 








1200 
(-1 hyper 
| meter bar) 





















EX Thunder 
Knuckle 


v E> + Ө (bums 
1 bar of H.C. gauge) 


150.000 






Combos 



















1200 
[-1 hyper 
meter bar) 


118,700 
(20,000 x3 
+ 90,000) 








EX Burning |x> /2<з + & (bums 
| Kick | 1 bar of H.C. gauge) 


| combos 










m3 | 110,800 1120 
(in ait) y pot (20,000 x3 | (-1 hyper 
(burns 1 bar of H.C. gauge) + 80,000) | meter bar) 






















Air EX until 


Burning Kick 






10(5]5 






| COMDOS 





















1200 
(-1 hyper 
meter bar) | 













EX Seismic 
Hammer 


ом + O 


135,400 
(burns 1 bar of H.C. gauge) | 


















combos. 
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LU | П DCKdÓW is ; and ign ori ngin SIN СІВ tar ration move that you May also use in combos tapons 
this move usually finds à |; pla ice nea athe end БУК amount of invulnerability, covers. а wider area, в 
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Crumples, frames 1-10 invincible, projectile 
has 10 medium priority projectile points, input 
Ө between frames 5-9 to cancel before hit, | 
can be canceled into other EX attacks or hyper 


Knocks down, ignores hitstun decay, projectile 
has 5 low priority durability points, input Ө 
between frames 10-14 to cancel before hit, 

| can be canceled into other EX attacks or hyper 





Knocks down, ignores hitetun decay, nrojacti 
has 5 low priority durability paints, le. 
between frames 6-11 to cancal before hil, can 
| be canceled into other EX attacks or hyper 








Frame 1-16 invincible, knocks down, projectile) 
has 5 low priority durability points, inpul 
© between frames 5-11 to cancel before 
hit, jump-cancelable after frame 19, can 

be canceled into other EX attacks or hyper 





Frames 1-36 invincible, third and fourth hits 
knock down, each punch nullifies 1 high 
priority projectile or beam (except септи 





Frames 6-13 are invincible, knocks down, 
| OTG-capable, first attack hits low. first hit is 
à projectile with 100 high priority durability 


a With its 5 specal f rape rties oi Jug [Ta] түү БҮ Hammer, 1115/15 8 uice CATENSIVE 
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Performing Seismic Hammer in conjunction 
with her eight-way airdash (or double jump) 
is key in successfully engaging the opposing 
character with C. Viper. Properly using 

the correct version of Seismic Hammer to 
force your rival into a defensive posture 
presents C. Viper with easler opportunities 
to advance. An example of a standard 
advancing sequence would be using Seismic 
Hammer H on a foe who is a full screen away 
to force them to guard, then jump cancel it 
into a forward airdash to proceed with your offense. A more advanced technique is to cancel 
Seismic Hammer into itself repeatedly. This is a high-level tachnique and requires a bit of 
practice. Since Seismic Hammer is jump-cancelable, you can use the 3 pre-jump frames to 
cancel it into itself by tiger kneeing a second Seismic Hammer after the first. You'd think the 
motion for this would look like this:G» Xy € + @ соу $c» + O ang 

you'd be right, but there's an easier way to do it, thanks to the way inputs are buffered 
forward. Perform the first Seismic Hammer With o Xy o> QD then repeat 

V tod + @ rapidly. You can repeat this sequence indefinitely as long as each 
subsequent motion is modified with £J to register the jump cancel. A good way to practice 
this is to turn on "Input Display" in Training Moda to double-check your inputs after your 
attempts. If you're executing it correctly, the display should look similar to the notation 
provided hare. Usually when an execulion error occurs in the sequence, it's due to missing 
one of the crucial directions in the Seismic Hammer, either V7 ,$À orS>. You can apply 
this technique to all of С, Viper's ground special moves, including Optic Laser (let go of D 
as SOON you press4; after the Seismic Hammer). 





С, Viper has several tools to gat around in the air, 
Such as ЕУ -canceled Burning Kicks, 


li your opponent ever uses advancing guard against your Seismic Hammers to push C. Viper 
Out of firing range, you can use a similar jump cancelation technique to cancel into a 
forward dash. To do this, input C» Xy “1+ @, then 4? ©+ © (hold) to cancel 

your pre-jump frames into Viper's Focus Attack, then cancel the charging animation into 

а forward dash. After the dash moves C. Viper back into range, perform another Seismic 
Hammer Н to strike at your wary foa. 


The opposing player's answer to Seismic Hammers is to either jump or match you with a 
beam of some sort. Jumps and projectiles can be lured out preemptively by faking it—input 
Cy е + @ =? © to Ө -cancel the attack before its release. The Seismic 
Hammer flash occurs even during the feint, which may bait some players into taking action. 
When your opponent attempts a countermeasure just as the Seismic Hammer is released, 
you can usually cancel its recovery into a jump to air guard the incoming assault. This is 
the safest option when you're unsure of your foe's actions. Beams or other projectiles can 
be countered directly by canceling the Seismic Hammer at any time into b “o> + Ө, 
Which plows through any low to medium priority projectile with ease. Aerial assaults are 
stopped by canceling into a forward jump and air throwing your competitor, or by can celing 
into Thunder Knuckle Н with this command: Xy ADI + Ө). 


Some methods of countering your Seismic Hammer offense can be difficult to stop 

easily. Wolverine's Berserker Slash and air Vy + (D are both examples of moves that 
effortlessly bypass your ranged attack. In these instances, it's best to use a combination 

of C. Vipers Focus Attack and EX Seismic Hammer to thwart these power plays. Her Focus 
Altack absorbs any incoming attack without stunning her, and you can then cancel into the 
invincible EX Seismic Hammer to counter your opponent's move (transition into Combo VII 
on hit). To do this, press and hold © + ©). release only & while continuing to holding 
QD | than after your challenger's atlack is absorbed, Input cz» ху $^ + Ө to blast them. 


In the air, С, Viper has additional ways to stay airborne, aside from her double jump and 
airdash. If you utilize Burning Kick's Ө -cancel property, C. Viper can airdash (or double jump) 
and then Burning Kick © -cancel up to three times to remain in the air or to manipulate her 
jump trajectory. This warks with both normal jumps and super jumps. Another technique with 
this cancel is ta super jump up-forward, then perform an air Burning Kick H= and 
attack on the way down to confuse your opponent with Viper's new trajectory. 


POMBO USAGE 


ST. (0, OD, e wo 
SUPER JUMP, AIR ©, ©, @ => 
А EE) 


405,000~591,000 damage, 24% meter loss 


ч,‏ ت 


= > 


This is a simple combo for beginners and a safe damage outlet if lag i$ affecting your online play. After the final air ©), the follow-up A. 
depending on your rival's distance when they hit the ground. Use = ¥ % <> (1) when at the middie of the screen, and use "e F "C i 





Mote that C, Viper's air basic attacks are double jump-cancalable, but not airdash-cancelable, 
Her airdashes propel her farther upward than her double jumps, however, 


Once you've established your ground domination with C. Vipers Seismic Hammers and 
Optic Lasers, your opponent may be open to close range aggression. If you are able to move 
C. Viper in close and force the target to guard a ground mix-up, remember that C. Viper's 
crouching O is NOT considered a low attack and can be guarded high, Instead, use 
standing Q orcr. (М) to initiate your attack sequences. Mix this up with her triangle jumps 
and Burning Kick H. To perform angled triangle jumps, first make C. Viper jump up or up- 
forward, and then dash down-forward. Attack immediately with air O, alr O, or air Ө). 
Airdashing straight back down to the ground instead of triangle jumping can be executed 
faster, making it more difficult for competitors to guard on reaction, although the straight- 
down airdash overhead can only be used if С. Viper is right next to her rival, Also nate that 
only ait (B can be used in this version, since it's the only air move C. Viper has that has a 
fast enough startup to come out during her airdash straight down. Additionally, if you're in 

a goad enough position and you've got your foe conditioned to guard low, you can go for C. 
Viper's Viper Elbow E> + ). It's an overhead attack that chains into her Ө launcher. 
To execute the launcher, wait until the moment she lands from her elbow, and press Ө . To 
make this combination safer so that you don't just whiff a launcher, you can cancel the first 
hit of her 5 into Thunder Knuckle M (which then may be canceled into a combo. See below). 


C. Viper's Ө -cancel window during her Thunder Knuckles has been increased, making 

ihe move much easier to combo off of (while also making it safe on guard). For example, 
instead of starting her ground combos with standing Q. i». (D => oy €i + о, 
you сап start them with standing (B, (3), @ ==> Û AE + (M) ec ©, 
crouching (V), @ «xs» o € + (B. This not only increases her damage potential 
but also gives you more time to confirm that the opposing character has been hit before 
completing your combo. It also allows you to keep C. Viper close, as Thunder Knuckle M is 
an advancing move. 


Anothar important factor in C. Viper's offense is her air throw. Since your opponents will be 
afraid of you on the ground, it's important you ga for air throws and capitalize on them as much 
as possible. Each one af C. Viper's throws can be led into a full combo, regardless of jump 
height. If your adversary is jump-happy, vou may want to start using square jumps with Ф. 
This is performed by jumping, then airdashing forward immediately followed Бу 2 + (D. 
This lets you apply pressure while at the same time threatening your challenger with an air 
throw, since if he or she jumps up, you automatically get a throw attempt when you press 
с> + @. See the Combo Appendix for follow-up combos off of throws and air throws. 
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C. Viper deals the most damage when she's olose, 
SU choose partners who help her clear the way fo 
advance. 


Use guardstun-heavy crossover assists like 
Amaterasu's Cold Star fo hold your target in place 
far mix«ups. 


As lar as crossover assists go for C. Viper, she benefits most from ground clearing attacks 

to help her gain around for her up-close offense. Crossover assists such as Magneto—4., 

Taskmaster-—Q, and Doctor Ооот—0: are all very handy for this purpose. She also | 
benefits from crossover assists like Amaterasu—[3, which holds opponents in place long 

enough for high/low mix-ups. As soon as you get your opponent to guard an assist up 

close, go for either a fast triangle jump (5 с> * D [?«n5* ©, or just a plain 

crouching (M) ==> 4b £4 c» + 0 


You may also opt to use defensive crossover assists in conjunction with her Seismic 
Hammers and Optic Lasers for fullscreen keapaway and zoning purposes. Crossover assists 
that go well with these moves include Doctor Doom—{3, Nova—cx, and Doctor Strange—cv. 


VERTICAL JUMP, FORWARD AIRDASH AIR ©, ©, LAND, ST. ©, © => 
DOUBLE JUMP, AIR ®, ©, LAND, + ¥ м = @ (OR WHEN NEAR A CORNER, ==> 


A @® is done with a differant strength 
C) when your opponent is cornered. 


441 





I 





PAMEN Шалт ANUT, 

GOMBO USAGE CONT: | | | 
ОО jj CRO, STO taO © (CANCEL ON HIT), CR. ©, ST. (ex^ > ¥ u o © => VERTICAL JUMP, 
ERI FORWARD AIRDASH AIR ©, ©, LAND, ST. ©, © (ONE HIT) => > м e (D e» VERTICAL JUMP, 
E So FORWARD AIRDASH AIR ©, ©, LAND, ST. ©, © => SUPER JUMP, AIR ©, ©, @ => DOUBLE JUMP, 
Bor AIR ©, @, ©, WAVEDASH FORWARD, ¥ ж < c @@ (OR WHEN NEAR A CORNER, + + м 2 (Dex» ¥ x e 2 @®) 












































452.000-752,000 damage, 20% meter gain (self-sufficient for Burst Time ender) 

Here's Viper's most used bread and butter combo, which builds just enough meter to tag on an optional Burst Time at the end, The Thunder КИЙ | M is canceled by inputting (9) just as 
it hits, allows for enough time for you to link a hit afterwards. Once you've launched your adversary into the air with the second "e V 34 & D, have C. Viper jump vertically or forward, 
then have her immediately airdash toward her opponent and attack with a delayed air (D. ©) To successtully land and juggle the target again after these hits, you must not hit too early, 
which causes your їое to be too high in the air, or too late, which causes the second Seismic Hammer L to miss entirely. Hit air Wa ЧЕ) at a mid point during the airdash. Note that this 
second airdash W, © repetition is difficult to do. If ever in doubt, omit it from the combo and continue onward, 


Near the end of the combo, after you've knocked your opponent to the floor with air (0, D Ө, wavedash three times as quickly as possible in order to move into range for Burst Time. 


When guarded, the canceled Thunder Knuckle M leaves you at a heavy frame advantage, enabling you to follow up with a throw, Combo Il, or Combo IV. In fact, your competitor must push 
you away with advancing guard, or else they'll remain in guardstum as long as you repeatedly do сг, MERA ج ا‎ uu ©. To compensate for attempts to push 
standing (H) away, instead perform crouching QU) ERE м => х (=> ©), but cancel Thunder Knuckle before it hits, then throw your adversary. You can fake the Thunder 
Knuckle at any moment where you think your foe will use advancing quard against the previous attack to punish thelr attempt. 
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П CR. O. ST.@ => ET > © => © (CANCEL ON HIT), CR. @,$Т.@ => ¥ u + о => Yu > 20, 
ج‎ 4 о ® VERTICAL JUMP, FORWARD AIRDASH AIR © , © , LAND, ST. ©, ST. © => +¥ « о (D ==> 
VERTICAL JUMP, FORWARD AIRDASH AIR ® ,@, LAND, ST. ©, © ex» SUPER JUMP, AIR O, ®, Ө ==> DOUBLE JUMP, 
AIR Ф, ®, ©, WAVEDASH FORWARD, ¥ x « © (OR WHEN NEAR A CORNER, > ¥ ч 2 (D ex» ¥ # « 2 @@) 


834,400~858,400 damage, 61% meter loss 


This combo uses two meters to deal heavy damage to the opposing character. It builds one meter during it despite the meter use at the beginning, so as long as you start 
you'll ba able to end with Burst Time. Be sure not to cancel into the EX Seismic hammer when the sequence is guarded, since it’s very unsafe to punishment. 


with one meter, 





> 2 ©0 ©) ¥ u о => © (CANCEL ON HIT), CR. @,5Т.@ => ¥ uw o O = Vw © O, 

> 4u о @ => VERTICAL JUMP, FORWARD AIRDASH AIR © , © , LAND, ST. © , ST. © > щ о (0) = 
VERTICAL JUMP, FORWARD AIRDASH AIR © ,@, LAND, ST. © ,@ ex» SUPER JUMP, AIR © , © ,@ ==> DOUBLE JUMP, 
AIR @ ,@,@, WAVEDASH FORWARD, * x « © (OR WHEN NEAR A CORNER, > ¥ & © (D => V t e 2 @@) 


802,700~826,700 damage, 64% meter loss 
This high-damage combo starts off of Viper's command overhead, which has a cancelable recovery period. This period can be chained into (Ө), but only after the elbow hits; C. Viper must 
fully land from the elbow before you can input e. 





Ü > Ө. 5Т. ©, 0,0, ex^ +4% о ©=> VERTICAL JUMP, FORWARD AIRDASH AIR O, ©, LAND, 
ST. ©, © ex» SUPER JUMP, AIR O, ©, Ө ex^ DOUBLE JUMP, AIR ©, @, ©, WAVEDASH FORWARD, 
+ £ + 2 @@ (OR WHEN NEAR A CORNER, + ¥ u 2 O&> ¥ ё 4 o GB) 


620,600~644,600 damage, 10% meter loss 


Burning Kick H is both an overhead and a cross-up at close distances, making this opening a valuable offensive option. However, it's completely unsafe when guarded, with your only 
method of escape being to cancel its recovery into an EX Seismic Hammer. 





f 4 us о ®© > щ © @=> VERTICAL JUMP, FORWARD AIRDASH AIR ©, ©, LAND, ST. ©, ST. Ө => 
+ ч o => VERTICAL JUMP, FORWARD AIRDASH AIR ®, ©, LAND, ST. ©,@ ==> SUPER JUMP, 
AIR dp, 0, @ => DOUBLE JUMP, AIR ©, Ө, ©, WAVEDASH FORWARD, ¥ # + © (OR WHEN NEAR A CORNER, 
>» чоо D> tre 3 @@) 


730,100~754,100 damage, 97% meter loss 


Use this combo to punish projectiles from a distance. Even though it is unsafe when blocked, you can cancel its recovery into the invincible EX Seismic Hammer to thwart any punishment 
attempt. When your opponent quards in fear of the EX Seismic Hammer follow-up, cancel into a faked EX Seismic Hammer (= # м = (5), en then go for a throw or low attack. 





ъф м 2 @ => VERTICAL JUMP, AIRDASH DOWN-FORWARD, AIR ® , LAND, ST. ® +¥ oO = 
VERTICAL JUMP, FORWARD AIRDASH AIR © , © , LAND, ST. © , © ==> SUPER JUMP, AIR O , @ ,@ e^ DOUBLE JUMP, 
AIR © ,@,@, WAVEDASH FORWARD, ¥ # < © (OR WHEN NEAR A CORNER, + $ u o © => v x € o (69) 


605,500~629,500 damage, 114% meter loss 


Tha EX Seismic Hammer has enough invulnerability to plow through any incoming attack, making it valuable as а reversal. After canceling the EX Seismic Hammer into a vertical jump. wait a moment 
before the downward airdash to give your competitor time to fall. This ensures that they're close to the ground before air makes contact, allowing for the remainder of the combo to work. 








THROW OR AIR THROW, > ¥ u > (D => FORWARD JUMP, FORWARD AIRDASH AIR ©, ©, LAND, ST. @), 
ST. ex^ +> ¥ u o (0) ==> VERTICAL JUMP, FORWARD AIRDASH AIR ©, ©, LAND, ST. ©, © => 
SUPER JUMP, AIR ©, ©, ( et» DOUBLE JUMP, AIR ©, @. ©, WAVEDASH FORWARD, + £ « > @® 
(OR WHEN NEAR А CORNER, + $ u o (0 а> tees SE 


495,400~519,400 damage, 1% meter loss 


When performing this combo off of a forward throw, make sure to cancel Seismic Hammer L into a forward jump. Otherwise, C. Viper won't be in range for the rest of the combo. If you 
have trouble doing it, trying starting the combo with EX Seismic Hammer instead, which leaves-your rival closer to Viper far the follow-up hits, 
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^. JUMP FORWARD, INSTANT AIR © 4 , AIR ©, LAND, CR. ©, ST.@ => & u + c @ ==> © (CANCEL ON HIT), 
оТ. O, ST. @ => 4 щч» o D> Vw 2 O, 54% o Dex» VERTICAL JUMP, FORWARD AIRDASH AIR ©, ©. 
LAND, ST. ©, ST. Ө => +4 м c © ==> VERTICAL JUMP, FORWARD AIRDASH AIR @, ©, LAND, ST. ©, © => 
SUPER JUMP, AIR ©, ©, €) => DOUBLE JUMP, AIR ©, @, ©, WAVEDASH FORWARD, ¥ # « o @® 
(ОА WHEN NEAR A CORNER, 4$ ù o Oe tees ST) 


1,239,000~1,348,600 damage, 15% meter loss 


This combo acts as a very quick overhead attack. Its cancelation into X-Factor cannot be verified on hit, so. make sure you're willing to enter the mode regardless of whether it's guarded or 
not. Even if it is blocked, C. Viper ends up on top of her opponent in a powered-up state, so continue your attack, 


CR. O, ST. O => tu > o 0 ЕЯ, CR. ,ST. S) ex» ¥ u> vs $4 wec(G,.-twos ex 
VERTICAL JUMP, FORWARD AIRDASH AIR ©, ©, LAND, ST. O, ST. Ө => - $ « o (Dr VERTICAL JUMP, 
FORWARD AIRDASH AIR ©, Ө, LAND, ST. d», SUPER JUMP, AIR ©, ©, @ ==> DOUBLE JUMP, 

AIR ©, ©, ©, WAVEDASH FORWARD, $ # « > @@ (OR WHEN NEAR A CORNER, » фм 2 OS ё < ci 


1,196,300~1,556,600 damage, 30% meter loss 


This is a veriflable method of landing X-Factor damage. Go for this sequence when you Manage to catch two of the opposing characters with a hit at the same time. Knocking them both out 
means that their final character may enter the screen when C. Viper is still powered up in X-Factor. 





ИШ ШЇЇ 


ДОЛЯ HOLS BEST: TNETAROIBLE LETEL EB [Аб ATTACK 

Since C. Viper's Focus Attack level 3 is an unguardable attack, there are ways to force an inescapable situation on your opponent. One way is to use a multi- 
hitting assist that puts your challenger into a long enough blockstun, such as Amaterasu—[, Doctor Strange—[, or Phoenix Wright—B. Another way to force 
the unguardable Focus Attack is to use a crossover combination with partners who have long hyper combos, and then have C. Viper X-Factor out of her hyper 
combo to perform the level 3 Focus Attack. This works with partners such as Dante (Million Dollars), Trish (Round Harvest), or Amaterasu (Okami shuffle). 


COMBO APPENDIX 


GENERAL EXECUTION TIPS 


То cancel ¥ ж = © (1) or Œ, press (S) as soon as the strike connects. Canceling as early as possible gives you sufficient time to link 
crouching © afterward. 


lf you are having trouble with = $ u © (J> vertical jump, forward airdash air ©, ©), use 4 for the airdash instead n> >. 
Delay air ©), (5) so your opponent doesn't get too high for you to continue the combo. | ur 

AFTER C. VIPER COMES IN: AIR 00, 0, (9) e DOUBLE JUMP, ©. (Н), (5), WAVEDASH FORWARD, ¥ ж < EE ese) (OR WHEN NEAR A CORNER, | 
>a COS Vat «S c RS) | | zi | 
Notes 
Team aerial combo handoff to C. Viper Varies due to damage scaling _ = 
WHEN OPPONENT IS CORNERED, CR. ©, ST. O > & щщ > + 0 == (S) (CANCEL ON HIT), СА и OE М) =з» © 
(CANCEL ON HIT), СА. We ¥$ u > e (0) + мэ 2 (5), ә TOS VERTICAL JUMP, FORWARD AIRDASH AIR OF LAND, 
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VE? «n + O ==> © cancels the attack while moving you near your rival, enabling you to link into another air attack; this must be done as quickly as possible to work 955,000, 67 Mais E 80 


DURING X-FACTOR LEVEL 3, СВ. ©, ST. ==> 9  - ^ © © (CANCEL ON HIT), CR. U, ST. (HB) => фм & (M) => A 

(CANCEL DN HIT), CR. ©, ST.) ei^ Фф u > o (D es» (S) (CANCEL ON HIT), CR. ©, ST. (H) exc» > ф w c (D e^ VERTICAL JUMP, | 
FORWARD AIRDASH М (S), LAND, ST. ©, (S) ==> SUPER JUMP, AIR, ©, DOUBLE JUMP, AIR (9, (B), (5), LAND, > $ чо f 
Notes | 

À high damage combo that's viable only when X-Factor level 3 is activated. Tha improved speed allows you to link far more Thunder 
Knuckles together than normal E | L 
CR. O, ST. © => # щ > c © => © (CANCEL ON HIT), CR. O, ST, (B) к= > pasne > Ум э S,>¥ so DE 
VERTICAL JUMP, FORWARD AIRDASH AIR © , ©, LAND, ST. ©), ST. © => +4 м o (1) ==> VERTICAL JUMP, | 
FORWARD AIRDASH AIR ©, ©), LAND, ST. @),(б)к= > +e « c : | 
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1,268,500 damage, 224% meter gain 
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ABILITIES: 


In addition to his large sword and handguns, he can — 
transform into a demon FAM his Devil ae aii. 


я WEAPONS 


pu best known far his. iir sword “Rebellion” ш. 
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ALTERNATE COSTUMES Overview 


Vitality _ | - [900,000 
Chain Combo Archetype — |3-hil Alternating 






X-Factor Boost Damage Speed 
Level 1 (3 teammates remaining) 130% 110% 


Level 2 (2 teammates remaining) |. tox — ооо | 
| Level 3 (1 teammate remaining) | 


Your goal with Dante is to dominate your opponent from mid range, coercing mistakes and 
answering any situation with his unrivaled bag of tricks.You can control mid ranga with Dante for a 


variety. of reasons: 





His excellent anti-air and anti-ground basic attacks can preemptively 


control the space other characters want to invade ~ 

Through advanced canceling tricks, you can convert Dante’s hits from 
almost any range into full combos; you don't have to care about hitting with 
his standing ON combo starter deeply like most characters — 

Successful hits can become ridiculous Devil May Cry-style combos 


involving a dozen different special moves : | 
In attacks like The Hammer, Dante has the tools to stop his rival from 


attempting to reverse his basic attacks 






pertect places 
ead to full 


TUNING SINCE ORIGINAL MICE 









these changes, particularly with The Hammer, опе of the most dominant attacks in MvC3. 















süper jumping. 


Range of standing ©), ©, апа (9) are reduced 

Hitstun time and float properties adjusted for many moves 
The Hammer has frames 11-20 invincible (from 4-19) 

Air Play spark travels more quickly 

The re-juggle potential of Acid Rain has been reduced 

During Devil Trigger, Dante gains access to triple jump and double airdash 











air w +> & (00). 
Million Dollars can be mashed for extra damage 












The son of Sparda has arrived in ОМС with his already dominant gameplan from the original version intact, yet 
he is almost like anew character ini many subtle ways. His alternate specials are executed with a douhle-lap of 

the button rather than repeating the whole motion, The shortened command for alternate specials (just a second 
button press, one input, versus another motion then a button press, four inputs) makes Dante's tactics a lol easier 
{о execute consistently in general, but some concessions have been made in his frame data to compensate for 


Alterations to standing (HJ , Air Play, and Acid Rain force a revamp of what previously served as his main 

bread and butter combos. The removal of the THC glitch also means that THCing to Devil Trigger from another 
character's capture move (or performing а combo to Grapple, hyper canceling to Devil Trigger, then THC canceling 
to the next character's THO-glitch capable hyper) is no longer a virtually guaranteed knockout, Dante alsa generally 
gains а 1001255 hyper meter from his combos than he used to. In particular, multi-hitting sequences that are Dante 
Staples, like Volcano to Beehive and Cold Shower to Prop Shredder, generate a lot less bar than before, 


ACE) Causes (655 hitstun. Tha change is enough that normal jump air © chained to air @) is no longera 
Combo against an aerial rival. Dante players can no longer jump forward and start an option select by pressing the 
buttons ta chain air (L) 100) When this chain was a two-hit combo, there was time to verify the result and either 
double jump cancel into a continued combo on hit, or airdash and perform another attack if ar) whiffed (which 
means air) wouldn't have come out at all, and Dante is free to act again). Just air 00) can still lead to a combo, 
but it doesn't give time to verify and perform something else if it whitfs, дїг (E) „@) still combos while Dante Б 


All special movesthat required repeat motions (such as The Hammer, previously air 
Vw 67 = © ()) are performed witha repeal button press instead (now 
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or crouching) 81 
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Screen Command Hits Damage 


each Bh ee eae 


400 + 80 nh 
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Meter Gain 


Meter Gain 


D jesse | чш | = _ 


50,000 + 10,000 
“| each hit + 60,000 


hit + 480 


Meter 


Gain Startup Active Recovery 
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Startup 
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Active 


— Active 
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Recovery 


11 


Advantage Advantage 
on Hit if Guarded 


Advantage Advantage 
on Hit if Guarded — 
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Advantage "TEES 
on Hit 


if Guarded 


hits 


Notes 


Notes 


Press la 
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Low attack, chainable to cr. ® 










rapidly on hit to inflict additional 





Launcher, not special- or hyper combo-cancelable 
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Air Basic Attacks 


Screen Command 





! 


1 


Air Special Attackhs—Flying Screen and Air Exchange 
Air 8) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of а launcher combo, air (8) behaves mostly like another 


basic attack. Air exchange atlacks, performed by inputting a direction plus (©) are only possible during a launcher combo. Exchange hits initiate team aerial combos by lagging inthe next 


Hits 


available character ta continue the air combo. 


Screen Command 


Command attacks resemble 
altacks cannot be chained fr 


Screen 







Ага + Ө 
(during launcher combo} 


(during launcher combo) 


Ai + Ө (during 
launcher combo) 


Name Command 


| Stinger 


Hiis 


Hits 


Damage 


40,000 


58,000 


70,000 


MEIE) ge 
90,000 
105,00 
95,000 


95,000 


Damage 


Meter Gain 


Meter Gain 


800 


Meter 
Gain 


640 


startup 


startup 


Startup Active 


Until 


Aclive 


Recovery 


19 


Recovery 






grounded 


Until 


grounded 


Active 


Recovery 


Advantage 
on Hit 


Advantage 
an Hit 


on Hit 













Advantage Advantage 
if Guarded 


sic attacks but have different chaining and canceling propertias. It's usually possible to chain into a command attack from basic attacks. but most command 
1 or canceledthamsalves. 


Advantage 


Advantag 


if Guarded Notes 








| Tags in next available hero while lofting 
opponent upward 





if Guarded Notes 





Wall bounce against airborne foes, Bold Move- 
cancelable, can chain to Million Stab, not 
| Special- or hyper combo- cancelable 













Overhead atlack 


Notes 


Hard knockdown 


Tags in next available ally while causing wall 
bounce, erases 1 hyper meter bar from foe 


Tags in next available ally while causing 
ground bounce, generates 1 hyper meter bar 


: Ca uu atur ; F | SF af 207.6 | f. й, Ps 

Ebony and Ivory Attacks апі 5 Sword Extensions 
V dr de р? A WX TE E E 3 rid A dh “Жу? =ч 
LETE ord re PARE ebony ү and: Ivor у han ida ie 5 Pat dte ёт 

moves that are not availa ble otfierirse, such 5 Prop’ 

Rain’ Storm is Dante’ s OTG yopti ion after’ an air throw. 5 


sold 4 shower is-ong of the | fastes st OT G SRM e s inthe фаг 
“Shredder or ‘Stinger 1240 евр thé ото going 


it 


ДГ 1 m v3 
Screen Name Command its | sain Startup Active erage ну Advantage Advantage Notes 

| | | Can chain into PropShredder or Stinger, inflicts chip 
damage, each projectile has 1 low priority durability 
point, press G@® again for extra shots _ 


| Scat | | à | | ‚4 


ТЕ 


| anytime between | О: ame : | Inflicts chip ол jas 1 low priority р 
| contact and frame 40 _ Jo. 101° pi | Sos : durability point, press з) up ёт ore times for extra 
(during © onhit or | | MW | shots- - i 


(during frames 30-38 of 
Scat Shot, trames 20-36 | ; 
of Cold Shower or irames| Inflicts chip damage, super jump- cancelable on hit 
| Shreddar 24-35 ; 
-35 al Clay Pigeon) 
(during frames 30-38 of | | 
| identical |. Scat Shot, rames 20-38 a | | Wall bounce against БШК Bold Move- 
lo 3 of Cold Shower or frames | 80, m “2 doy cancelable, сап chain to Million: ! Stab, nol special- or 
Stinger | ~~ 24-35 of Clay Pigeon) A hyper combo- cancelable 
| 9 + H a | | j 


inflicts chip damage, press G rapidly for extra hits 


<P + @ (during | p | | es ЛЕЛЕ 0 upto e times for. 
Vamos d -15 of standing | (| | eo ee ыд Il E ‘each projectile has 1 low priority durability _ 


OTG-capable, inflicts chip damage, can cancel into Killer M 
Вав, each projectile has 5 low priority durability points, 
ш" (D up to five more va lor extra shots 


Pa 
Д“. 
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E! 









snagging passive ог blocking opponents. Since throws аге active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
3 le ater th throws, one Way c ‘or another: 
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po =Grossover. Assists 


mom 










Crossover 
Combination 
Hyper Comba 


Recovery (this Recovery 
crossover {othar 
assist) partner) 


Meter 
Gain 


Jam Session IH 90.800 
Dante—B Million Dollars Crystal a 120, 300 | 
TNI Million Dallars nc 

Е L 


Description Hits Damage Slartup Active Notes 














Knocks down, beam durability: 10 Irames x 3 
| low priority durability points | 
| OTG-capable, each projectile has 3 low priority 
(EBI 008 


Million Dollars 















assist, аз. each could tind use on the right team. Dante—cv provides a close range lockdown assist, which also has super jump height anti-air and mix-up 
^ н ore assist, in case you. absolutely must Use Dante on your team ant can't get the OTG capability elsewhere (Dante certainly doasn't need an OTG assist 
i ‘Son point). Crystal: also has solid Keen-out qualities when used against foes at mid range or farther. And Dante—y is a weak, but quick, long range projectile assist. In the 
le—{ -Ù is the e easiest assist to recommend. It gives any character i d c'oss-up against super jumping or flying characters simply by calling: Dante and dashing underneath the airborne 
: if Jan ion. ne. target, « some characters Such as Sentinel arid Wolverine can getup to the opposing character in time and use a ground bounce move to capitalize off the 
Jante—tx i 15. also great for pinning ground level adversaries, or for popping foes up it your character has an OTG-capable move of their own. For example, create 
атом ack nk West, then.call Dante=0 tight before using + >| > + (S) for an OTG hit that bounces the opposing characterup into Dante's wicked shredding. In this 
a56, por Os a combo with. an OTG Snapshot into another: Snapshot ( which puts Frank up to at feast [v.31. and still cancel into a hyper combo, thanks to Dante—ty. 





We Dante. Millon Dollars: during crossover combinations (of course they do—he doesn't have another level 1 hyper combo that Isn'ta power-up state), which is actually 
Takes forever to finish Million Dollars compared to many hyper combos, so your point character may be free to move around and mix up your opponent or contribute to 


linues. to. fire, The shorter your point character's hyper combo-occupies them during crossover combinations involving Dante's Million Dollars, the better. For one 
ar ect Tactics in. Spencer's chapter. 








Hits Damage Meter Gain Startup Active Recovery АШЫР pues 


= (-1 pn 
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By Notes 


3 screen Command 
















E hil, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked out 
ür 4 Seconds 
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Alter first 30 frames of startup, each snot 
requires 40 trames of charging.Can move 
and call assists while charging, projectiles 
vanish if Dante is hit, each projectile 

has 5 low priority durability points.Ünce 
fired, prajeclile(s) wait 60 frames before 
seeking foe 


Fire 3 projectiles v with 5 low priority 
durability points straight up far 35 frames, 
then splits into 5 smaller projectiles with 5 
low priority durability points that fall to the: 
ground in а spread ' 


Ire shards active for 42 frames. 












VA + O 
(hold (B to charge more 
orbs) 


50,000 
per shot 











(During frames 5-24 oi 
Multi-Lock) ® 





| Acid Rain 


Crystal 


Million 
Carats 


























35,000 
per hil 


Ad 


& 












(During framas 5-21 of 
| Crystal) (i) 

















і БА 


























Each projectile has 5 low priority durability 
points 


10,000 | 
per shot 


Screen Name Command Y34 F Startup Active Recovery Advantage if Guarded 
each projectile has 3 low priority 
durabilitypoints, OTG-capable 
| 180,000 | | projectile has 5 medium priority durability 
| points. OTG-capable 
160 par | | 
hit | projectile point 
Captures competitor, projectile has 5 [OW 
b 
‚| ase "— Oe 
30,000 | 240 per 
poss Dr rg s 
(during frames 20-21 of 
Fireworks Reverb Shock, frames 58-59 
of Revolver, or frames 42-43 
of Jet Stream) @ ! | 
(during frames 22-23 ol 
Jet Siream) 










ЕВ 
Knocks down, ignores hit stun decay, 
Each missile contains 1 low priority 
(during frames 15-27 of | 
one Hysteric) (D ANS LSA E LR | priority durability points 
wem (a+ © Eî 46 48 
Stream | 
| 
Reverb Shock, frame 5/ of 


Crazy 
Dance 


E sper s ШЕЛЕККЕ КЫ 






Knocks down 







Revolver, or frames 45-46 of 


OTG capable, beam durability: 10 frames x 

5 low priority durability points _ | 
Knocks down, beam durability: 10 frames x 
3 low priority durability points 
O7G-capable, jump- cancelable, nullifies 
medium priority projectiles 


Causes around bounce 
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Knocks down, beam durability: 10 frames x 
3 low priority durability paints 


Causes ground bounce 


Invincible from frames 11-20, overhead 
attack, hard knockdown 

















| (during frames 5-16 of Killer 
| Bee) (B 


Uncharged: projectile has 4 low priority 
durability points, Level 1 charge: beam 
durability: 3 frames x 3 low priority 
durability points, fully charged: beam 
durability: 5 frames x 3 low priority 
durability points 























Air Play 
(can be 
charged) 


Sky 


50,000, 
94 800/ 
122,600 








(nain Xy Ac» + @@ 



















2x 5 (3)9(9) 





















30,000 unti Resets the 1 around bounce per comba 
lin ec» + @ + 10x M rule, hits 1-12 cause ground bounce, hil 13 
(pany 15,000 grounded | causes knockdown 
= 50, a 





Invincible from frames 11-15 






Projectile has 5 low priority durability: 
points 


80.000 + 
| 70,000 















Airborne in a forward jump on 4th frame, 
cannot use air attacks until after 16th trame 





Multi-Lock. Multi-Lock creates pink orbs that home in on the target after one second, Simply performing the motion creates one orb; hold 
(5 longer ta charge up to five orbs, which are all created whenever you release the button. Dante can move and jump normally while 
charging, and Multi-Lock can be released on the ground or in the air, but if any attacks or spacial movement options (Air Trick and Bold 
Move) are used, you'll lose the Multi-Lock charge and it won't fire. 


In normal combat situations, Multi-Lock takes entirely too long to consider using, but it can be useful ifyour competitor is running away 
with super jumps or flight.Rather than having to chase them down or commit to Air Trick shenanigans, consider fully charging Multi-Lock 
to fire homing orbs at them. If you DO manage to fully charge Multi-Lock against a faraway foe, time Air Trick to teleport behind them just 
as Multi-Lock’s homing lasers fire at your rival. 


Acid Rain: Dante fires three pink bolts into the sky, which cause a flurry of lasers to rain down. The rising bolts can be used as anti- 
air against adversaries who are above Dante: if the rising bolts hit, then the laser rain drags the opposing character down afterward. 
Depending on your position, you can combo afterward with a chain into © launcher. (It's far harder to reliably link Acid Rain into itself 
than in original MvC3, which alters a lot of the combos that were previously Dante's high-level bread and butter). 


Acid Rain is most valuable used against new opposing characters forced to fall in after their teammates get knocked or snapped out. Fire 
Acid Rain early, while no opponents are on screen. Ideally, the downward laser rain should force the new competitor to guard in midair 
right after they appear onscreen, with Dante free to move on the ground underneath them. You can up the ante on the ensuing mix-up by 
canceling Acid Rain into Devil Trigger or X-Factor, 


From here, you can either dash under your foe into a combo starting with standing (4j), stay in front and go for a combo or throw, or dash 
under, jump vertically, then airdash back to the original side for a doublecross-up with air WD. Be careful with your timing on close range 





attacks here, since your adversary's safest escape route is to simply throw against a Dante player who leaves gaps. (For example, firing 


Acid Rain late so that Dante ends up attacking before the lasers provide cover.If the opposing player managed to throw Dante by then, Acid Rain becomes irrelevant. This gives your rival 


good incentive to try, so watch out.) 


Crystal: Dante uses his Nunchaku to form ice shards on tha 
ground. Crystal is OTG-capable and leaves Dante at a sizeable 
frame advantage if quarded, but Dante has no follow-up 
potential if his competitor uses advancing guard (and they will). 
Crystal is an example of a decent move stuck on a character 
who has better ones. To OTG foes after hard knockdowns, you 
should use Volcano and Cold Shower; to retain frame advantage 
if guarded, you should(ideallyjuse Stinger, Bold canceled into 
Reverb Shock canceled inta Fireworks. Crystal does, however, 
create three huge ice shards that briefly and totally cover the 


area in front of Dante, while also potentially destroying incoming projectiles. Crystal is thus best used as 
relatively safe, preemptive space control from mid or long range; call an assist that will also bolster Dante's 


control of the screen before performing Crystal. 


Hysteric. Dante fires eight homing missiles 
that seek out his opponent. Hysteric has 
slow startup, so it won't win zoning wars 
against quick beam characters, and it isn't 
prudent up close in general. You wouldn't 
want to use it against someone like Akuma, 
Dormammu, ar Ryu when he is loaded with 
hyper meter, either, But, when you have the 
time to use Hysteric safely from long range, 
it more or less quarantees control of the 
match for Dante for a moment, like a smaller version of Morrigan's Finishing Shower hyper 
combo. If the opposing character doesn't have a way to deal with it directly, you can keep 
them at bay by alternating between Hysteric and Air Play. 





Apart trom using Hysteric from long range to gain control of a match, you can use it 
aggressively as a kind of self-assist. Perform Hysteric, then cancel it with either Devil 
Trigger or X-Factor just after the eighth missile is fired. Dante is free to move immediately! 
Wavedash alongside the missiles, and you'll have time to verify and combo from the front 
if your competitor eats them, or use Air Trick to teleport behind your foe if they guard. 
since they're stuck guarding the missiles, they won't be able to jump and air throw you out 
of the Air Trick teleport on reaction. 


Reverb Shock. Dante slides forward 
strumming his quitar, sending purple 
shockwaves around him. Reverb Shack is 
unsafe if guarded, but it can be made safe 
by chaining to the Fireworks extension by 
pressing (D just as Reverb Shock reaches 
the end of its hitting period (double or 
triple tap QJ to be sure). You don't actually 
have to hit with Reverb Shock to chain to 
Fireworks—you can whiff Reverb Shock to 
Fireworks from long range to fill the screen with bullets. Because Reverb Shock is so fast, 
and because chaining to Fireworks makes it safe, you can use Reverb Shock as a close 

to mid range poke, as a blockstring ender, and as a method to get in from almost all the 


way across the screen: attack with c» + @ Stinger, Bold canceled to Reverb Shack into 


Fireworks for a safe poke from enormous range! See Advanced Tactics for more on Bold 
canceling. 





On hit only, you can chain Reverb Shock into Crazy Dance by pressing ©, but the timing 
is much stricter than for chaining Reverb Shock to Fireworks—€ must be pressed on the 
precise frame that Reverb Shock stops hitting. This is mostly not worth attempting unless 
you have no meter handy, or are going for style. (Which would be understandable: it's 
Dante, right? Sometimes you gotta style.) 





Million Carats: This 
extension to Crystal is 
also OTG-capable, and 
it sends your attacker 
into a close range 
spinning knockdown 
on contact, even if 

it picks them up off 
the ground, Million 
Carats leaves Dante at 
a punishable disadvantage if guarded. This makes it great for flashy 
combos, but limits its applications in a match. 


Grapple: Grapple pulls in your adversaries 
at ground level from fullscreen and puts 
them into position to be launched. The 
beginning looks the same as Hysteric, but 
then the Grapple travels much more quickly 
than Hysteric's homing missiles, Grapple 
first becomes active on the 30" frame after 
Hysteric began, and it hits fullscreen after 
about 48 frames, assuming you double tap 
| (2) immediately—Hvsteric can be canceled 
into Grapple after inputting € cz» + (D) as soon as between 5 to 15 frames later (with 
the same result), or as late as 27 frames later (making Grapple that much slower). 





Grapple can snag foes who expect to attack to stop Hysteric, or otherwise surprise 
opponents at long range. You can also insert it into flashy combos. It is extremely unsafe if 
guarded up close (or guarded at all by characters with fast fullscreen hyper combos). 


Revolver. Revolver is a spinning attack 
that strikes several times and places a foe 
into a ground bounce at the end. You can 
easily combo into Revolver from Volcano, 
though the concept might sound difficult 
at first: Volcano is a special move and 
thus can't be canceled directly into other 
special moves, but it IS jump-cancelable... 
and the 3 pre-jump frames before a jump 
can be cancelad into special moves, which 
prevents the jump from even happening. While that sounds complicated, the application 
is easy. Just hit with Volcano, then perform Revolver with [2«nVs + М. Voila, the 
camplicated-sounding jump cancel is built in, using a variant of the classic Street Fighter 
tiger knee motion, 





Revolver, like Crystal, suffers from “Dante sure has a lot of qood moves" syndrome. 

It's a good disease to have, to be sure. In the exact situation described here as a use for 
Revolver, to combo after Volcano, you should actually cancel Volcano into a forward jump, 
then chain air (M), @ and cancel 10чу SA cc» + (B Killer Bee. This causes a ground 
bounce just like Revolver, while doing about 50,000 more damage and building more hyper 
meter. Sorry, Revolver. At least , you're still one of the best Beatles albums, 
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Jet Stream: 
Dante leaves a 
wake of flame 
as he travels the 
full length of 
the floor, blades 
outstretched, 
Jet Stream is 
most useful 
when you've 
created a ground bounce by OTGing a prone foe after a 
hard knockdown with Volcano chained into Beehive. Pause 
briefly before using Jet Stream to make Dante carry his 
adversary with him across the floor instead of slipping 
under too fast. Chain to Fireworks with at the end, then 
cancel into a hyper combo, Jet Stream can chain into Crazy 
Dance with Ө, but the timing is very strict—just as Jet 
Stream stops hitting. 





Twister. 
This move 
engulfs 
Dante in 
flames in 

a vertical 
column that 
reaches 
the top of 
narmal 
jump height. The quick startup time is slightly misleading; 
the hitbox starts moving upward from Dante's feet on the 
13" frame and travels until Ihe 43" frame. The flames don't 
actually protect Dante entirely until the 24" frame, and they 
don't reach the top of the screen until past the 30" frame. 





All this means is that Twister is intended as an early anti-air 
against competitors falling from a super jump, or as an 
OTG combo tool. (Yes, this is Dante's only OTG-capable 
att... wait, nevermind. He's got that covered.) It's mildly 
unsafe if guarded. If it hits your opponent, you have plenty 
af time to see and chain to the Tempest follow-up by 
pressing (B again. | 


Beehive: 
Beehive 
is the 
axtension 
from 
Volcano 
executed 
by pressing 
again. 
Be careful 
not to double tap (M) so fast that Volcano doesn't have a 
chance to strike! Dante unleashes a rapid-fire kick flurry, 
and he caps it off with an axe kick that ground bounces his 
opponent (unless a ground bounce was already used in 
the same combo, in which case, the foe ground recovers). 
From the ground bounce, the opposing character is in 
perfect position for you to launch them or juggle them 
laterally with Jet Stream. 





The Hammer. 

The Hammer is an 
airborne double- 
handed smash that 
stems from Killar 
Bea, performed by 





Tha Hammer is 
an overhead attack that boasts brief full-body invincibility 
to cover the swing and the first couple of hitting frames. 
On hit, it causes a hard knockdown, and if guarded, it 
leaves Dante at а sizeable frame advantage. You can use 
The Hammer to crush expected anti-air attacks, or you 
can unleash it against foes recovering from knockdowns. 
Intimidating his competitors with The Hammer goes a 
long way toward enabling Dante to freely use Bold Move to 
cancel his ground chain combos. 


inputting @ again. 


Fireworks. 
Fireworks 
is an 
extension 
that can 
be chained 
into from 
Revolver, 
Reverb 
Shock, or 





Jet Stream by pressing @ toward the end of those attacks. 
It showers the whole field with bullets, which deals good 
chip damage and leaves Dante with a very small frame 
advantage if quarded, so there's no reason not to chain into 
Fireworks if those attacks are blocked. Most combos that 
lead into Fireworks can be hyper combo canceled to Million 
Dollars or Devil Must Die for big damage. 


Tempest 
The fiery 
follow-up 
ta Twister. 
Don't rush: 
if Twister 
hits, there's 
plenty of 
time to 
confirm 

= before 
double-tapping (B. A rival being hit by Twister gets 
dragged upward in the air, and then Tempest can launch 
them higher still, Near cornars, if you time Tempast to keep 
the opposing character as high as possible after Twister, 
you can launch them afterward! 





Because of two quirky features, Twister to Tempest has one 
marginal use besides fancy OTG combos into the corner. 
Both Twister and Tempest feature high beam durability, 
and while it's hard to sae it, Dante actually leaps to the top 
of normal jump height during Tempest. Twister to Tempest 
can thus be used to stalemate some zoning characters from 
long range, since it destroys or avoids their projectiles. 
Gimmicky, with no upside (except that maybe someone will 
teleport into it... maybe), but possible. 


Jam 
Sassiom. A 
righteous 
peal across 
Dante's 
guitar 
sends a 
pinning 
purple 
column all 
the way to the ceiling of the playing field. Jam Session is 
narrower than it looks and unsafe if guarded up close, 50 
save it for quick anti-air against competitors at super jump 
height above Dante. During lv.2 or 3 X-Factor, Jam Session 
can be linked into itself indefinitely. 








you can sometimes airdash in after Air Play and link air 
the opposing character, 


Air Play. During Air Play, Dante 
strums his guitar in midair, and 
a purple spark shoots forth, 
traveling diagonally downwa 
at a shallow trajectory. Hold 
during execution to charge the 
projectile before release, which 
— — | increases its siza and slows its 
speed. Air Play can only be used once per airborne period. This is a long 
range counterpoint to The Hammer; Air Play is a tool that asserts Dante's 
control above an opposing character. Air Play's angle of attack makes il 
ideal for firing at grounded beam characters that would outshoot Dante if 
he stayed at ground level. The recovery is fast, giving you time to airdash 
after the projectile or follow behind it on the ground, but since Air Play 
travels faster than in original MvC3, it's not as useful for this anymore. It 
is also no longer reliable in combos where it had become a staple, such 
as after Volcano jump canceled into air basic attacks. Still, from midrange, 
if the spark hits 


Crazy 
Dance. An 
extension 
to Reverb 
Shock, 
Revolver, 
and Jet 
Stream that 
is executed 
by pressing 
© just as those attacks finish hitting. The timing is much 
less forgiving than for @ to chain to Fireworks, and Crazy 
Dance cannot be hyper combo canceled, so save it for 
finishing combos in no-meter situations. 





Volcano: 
One of 
Dante's 
most 
important 
attacks. 
During 
this OTG- 
capable, 
jump- 
cancelable 
move, Dante brings his fist down with such force that the 
earth cracks. 


As an ОТО, this is one of Dante's best along with + 

Cold Shower. Foes who have been floored by a hard 
knockdown, such as after The Hammer or air © , will be 
popped up, and they can be juggled hy either the natural 
extension into Beehive by pressing М) again or by jump 
canceling into air attacks. 





For ground combat, it's important to learn ta incorporate 
c» + @) Stinger, Bold canceled to Volcano in your 
ground combos. Using Stinger to Volcano in this way 
makes Dante's combos much more reliable from farther 
away, and increases his damage and hyper meter gain. see 
Advanced Tactics for more on Bold canceling. 


Killer Beg: 
If you use 
this diving 
attack like a 
regular dive 
kick-type 
attack, it 
can get you 
into trouble, 
since it is 
unsafe if guarded. Its purpose is combo extension. It сап 
be inserted after chaining to air © in combos, whether 

at normal or super jump height, for a ground bounce. 

You won't want to use it in combos after you've already 
expended a ground bounce with Beehive or Revolver. 








Sky Dance: Dante plummets to the ground 
in a spiraling, fiery dive. Sky Dance is 
intended to end simple air combos after 
air ©), and it can also be used as a fast 
overhead attack (perform it just off the 
ground at close range with 

+ (O), Be careful not to abuse this 
technique, since if your adversary blocks 
correctly and uses advancing guard, Dante 
is laft wide open for a counterattack. 





0 bes 
Air Trick, Dante's teleport places him in the air directly behind his opponent, no matter where the rival is. After Air Trick, the situation is the Ае j. к 
same as during а point-blank normal jump, right down to Dante's options: he сап still attack, use assists, airdash, or double jump. "A e fi 


After reappearing, mix your opponent up with air a> + @ (which gives you a chance for a throw or throw break if they jump) and The 

Hammer (which is partially invincible and therefore can defeat some attacks that would beat air @) ). Since Dante can airdash after Air 

Trick, you can have him airdash back over them with air Л) or The Hammer for a double cross-up! If you sense the opposing player might 

overcommit their team trying to escape the mix-up, you can also just backdash and either use Air Play or just wait and sae if they give you p fts 
something slow to punish heavily, oy 


Dante is capable of calling assists, but this is a bad idea. If you're going to call an assist, do it BEFORE using Air Trick so at least if Dante pr ) 
gets hit, his assist isn't getting hit right along with him. That's what happens if you call an assist after Air Trick and then start getting hit. м, 


| 
Air Trick is a terrific tool, but it's not quite as tricky as it looks at first. After ayy Чу + © input, Dante becomes invincible on the 11" frame and actually reappears, switches sides, | \ Ps 





and becomes vulnerable again on the 16" frame. Dante isn't actually free to act until the 20" frame, so the earliest you can get an attack out there is the 28" frame with air (B апа you 


weren't going to do that (it would just whiff over a character's head, and air @ chained to air (V) is no longer a natural combo during a normal jump). Using Air Trick into The Hammer, 
as one example, takes 46 frames minimum. 


In the meantime, an attentive challenger watching for Air Trick only needs 4 frames to jump toward Dante and air throw him. In order to close the gap and use Air Trick successfully, you EE $ 
can't just use it overzealously against a neutral opponent. It's much tighter but still not all the way safe performed when you use RZ + (2 Stinger, Bold canceled into Air Trick. In order | —— | 
to stay on top of the opposing character using Air Trick safely, you'll have to accompany it with assists. 

| 

| 


Drive: Dante pauses for 
a half-second before 
slashing with his sword, 
which sends a flame 
shockwave along the 
ground. Both the sword 


Bold Move: Dante's most crucial movement technique. Bold 
Move is a command jump accomplished by pressing Ө + 
OD. At first, this just looks like a jump. And lo, it is, mostly. 
Dante can be made to airdash, double jump, attack, and call 
assists (though he himself cannot act until the 16" frame 
alter initiating Bold Move;this is slower than regular jumps, 





slash and the shackwave which allow actions on the 4" frame after input). Not too | pa T 28 ^ 
can strike. However, in special, right? QT M 
+ F a | m. 3 b 
al НЫ 5 Except that you can use Bold Move to cancel any of Dante's e) mex 
to put a projectile onscreen with Dante from th inn H 7 TUE basic attacks, whether they hit or whiff. It can also be used to cancel Stinger. This allows Dante's opening bare M ра 
id on ai Ran UR а the vile ЫН C m | papel chain attempts to be made relatively safe, and it transitions naturally into either a secondary offense with a Lone ATE y 
Dari special moves that yoi in find + for if vi must, but you i forward airdash or backpedaling with a backdash and Air Play. Advanced execution techniques with Bold a Ue ДА LS 
| | ; | ) Move also enabl o perform equences not otherwi ssible; see A Tactics Ne M Tera 
can also pretend that they don't exist. е also enable Dante ta perform combos and s es not otherwise po dvanced Tactic 


for more details. | i ; ; qe H | 


Hyper Gombos 


Screen Name | its Damage Startup Active Recovery anlage Advantage 


| Ree HI 
o — en o e 


on Hil if Guarded 


254,200 | Knocks down, can be mashed for extra damage, each | a 
301109 | 10 | | projectile has 1 high priority durability point, final B5B 


projectile has 5 high priority durability points 


| : т Г | Frames 3-4 invincible, attack power s15%,reuencraes | NN 
у <a + OS и 3 | 2.000 red health per frame, grants access to Devil ШШ 
| | | f Trigger altacks, lasts 600 frames. — g 
| Devil Must Die | | 


тїз ЛҮК +‏ س 
Y d TS +‏ 
لے М.‏ = 


Million Dollars: Dante uses Ebony and Ivory to unleash а st 
sends them spinning. Million Dollars can be tacked onto ti 
the hyper combo to maximize the damage, Using X-Factor 
cancels; just activate X-Factor the instant after Dante fires t 
tactics, pre-MvC3 release!) You can also X-Factor cancel an 
Hammer just as Dante's charged shell hits his foe, You can 
Although Million Dollars is active pretty quickly and you m 
there. this is a bad habit. Opponents can jump out of the b 


Devil Trigger: Devil Trigg at transforms Dante int ' 
Devil Trigger, Dante deals 15% more damage, reger 


Thunder Bolt, and Vortex. New to UMYC3 D 


THC from Devil Trigger, or by Using a crossover attack or T 
down, and Dante retains the Devil Trigger buffs indefinitely 
small benefit. The timer picks up where it left off if Dant 
. Devil Trigger is basically a mini X-Factor. After cancelin ‘Hysteric or Drive into Devil 7 se Air Trick to tele 
| other side of your competitor, covered by the projecti Ve ne Devil Trigger in: ddie of same combos, | 
combo going with a damage boost and new moves. ЗИ ted tes reet vp Ee hl on ENSE SANAT 


ze. 
* 


Devil Must Die: Dante's most powerful attack 


В. poweriul Н ! 
with Devil Must Die at the end of just about any Dante combo turns ‘into 
Trigger active, — - No 

Devil Must Die is invulnerable for the first 21 frames, and i 

as a reversal on reaction to all sorts af things at the last second, 
opponent's hyper combo, PENES | 


"E 9 | 4 я 
—— UA s tin A жанчы. ааыа А T а. nolis 





Devil Trigger Attacks 


Name 


€———— - — 


Hits Startup Active Recovery дауа eae а Notes 


iilis АВВ ee | 
| 25 | A [adv 
EVANS 


advancing guard, ignores hit stun decay 


——— a. 


Command Damage 


(їп air, in Devil Trigger 


от) £2 «5» + © 


(in air, in Devil Trigger 
fom) Az + @ | 
(in air, in Devil Trigger 


fore» + © 


130,700 


10 +13: 


— на ББ چ‎ ST س‎ x 
а= 


Air Raid: Air Raid is Dante's flight mode, available 

or airdashes that can be used. Conveniently, Devi 

specials. By using flight, you can force your adversary to 

dump two Thunder Bolts into the target, then activate Air Raid and 
ends! This is a ton of damage, whether on fit or as chip, = _ 


You can also use Air Raid in Dante air combos for new possibilit 


mild embellishment, Devil Trigger is less about enabling new Dante combos | 


vitality regeneration, Thunder Bolt, and Vortex. 


Thunder Boil: Ws а good thing lor the rest 
of the cast that Dante doesn't have access 
to this move all the time, Devil Dante 

fires a stream of electricity downward at 
a 45-degree angle. The stream is fast and 
OTG-capabla, leaves Dante at a frame 
advantage on hit, inflicts terrific damage 
on hit or guard, is easy to combo into and 
even links into itself as many times as you 
can manage, and is immune to advancing 


Dante's basic attacks are relatively slow 
(Dante's (B attacks hit in 8 frames... for the 
grossest contrast, Amaterasu's standing (B 
hits in 3 frames, and of course, narmal thraws 
are 7 frame). Avoid fighting in close unless you 
have frame advantage, such as after making 
your targets block a jump-in attack or an 
assist. Something like dash-in crouching (B 
might seem tempting because it's the path of 
least resistance for most characters, but not 
so for Dante. His crouching @ is slow, and it 
hits awkwardly on many characters (it usually 
whiffs completely around the feet of floating characters like Morrigan and Storm). 





The ability to cancel whilfed basic attacks with Bold 
Move. Air Trick, ar Rewer Shock lets Danie swing 
his big, high prionty sword at well, 


Instead of rushing in on the ground, play to Dante's strengths and fight at mid range. Right 
next to his opponent, Dante is very susceptible to throws and quicker basic attacks. But 

his speed deficiency is irrelevant from the tip of standing (B and WD pokes, and Dante's 
sword itself is invincible, And, pulling together tricks from all over Dante's enormous arsenal, 
you can score full combos even from max range with standing ® (see both Combo Il and 
Advanced Tactics)! In short, alm for your rival with the tip of standing (B, rather than trying 
to dash in close. 


In addition to their range and priority against grounded adversaries, standing (B and (f) 
cut huge swaths through the airspace in front and above Dante and combo evan against low 
altitude foes! Foes who are shot down out of airdash, flight, or jump attempts by standing O, 
„or standing w ‚@ give you time to verify the juggle and chain to ©) tor a launcher 
(see the aerial aside in Combo I). Since standing (v) hits just above Dante's head, he can 
also dash under airborne campetitors and strike with standing (Vj) О) . It this chain hits your 
opponent, you have time to pause and let them descend a little before chaining 10 G launcher. 
Without the pause, your foe may be launched too high for a reliable air combo. It's good to 
pause before proceeding to © launcher anyway; you don't have to chain to © as fast as 
possible, and it's good to give yourself an extra moment to verify the hit. You de nof want to 
have Dante's Ө whiff ar get blocked! Do not go for launchers frivolously! Verify tham, and 
train yourself notto press © otherwise. (This is good advice for any character with an unsafe 
launcher, which is most af tha cast.) 





While aiming with the tip of standing 8 
and (М), you'll inevitably whiff attacks, or 
they'll be guarded. An opposing character 
who blocks and uses advancing guard can 
also cause chain combo follow-ups to whiff. 
You can salvage Dante's whitfed, blocked, or 
advancing quarded attacks in several ways; 
whiffing basic attacks close to his rival is 
not the disaster for him that it is for most 
characters. Most simply. cancel jailed chain 
combos into y 22 «A + (B Reverb 
Shock, then press @) for the Fireworks 
follow-up. This scores some chip damage and puts Dante back at square ane, with very minor 
frame advantage. As a bonus, even if every portion of basic attack axa Reverb Shock ==> 
Fireworks whiffs, the whole sequence still occurs! 


With Dante's long chains giving plenty of time to 
visually confirm hits, here's no excuse for whiffing 
launcher. 


For more variety and stronger potential, whiffed or guarded basic attacks can be canceled with 
© + @ Bold Move. E> + @ Stinger can also be Bold canceled, but only on hit or block 
and not from a whiff; see Advanced Tactics for more information). Missed attacks immediately 
become new opportunities. The Bold Move command jump isnt as safe as conventional jumps, 
forcing Dante to wait 16 frames before acting or guarding, but this is still safer than whiffing an 
attack. 


To be better safe than sorry, you can simply guard, or air dash backward and toss Air Play 

al your foe. You can also airdash forward and keep your offense going. For an air assault, 
Dante's most important attack is air IMP . This move is double jump-cancelable, and not only 
hits with huge range in front of and just below airborne Dante, but it also works as a Wicked 
cross-up if you jump and airdash over your opponent's head. Dante crosses over regardless, 
but depending on your timing, you can make air hit from the front ar the back! You can 
perform this cross-up from a normal or super jump, but it proceeds slightly faster from a super 
jump since characters rise faster when super jumping, super jumping Dante rises to the altitude 
where airdashes are possible more quickly. Either way, airdash forward for the cross-up as 
soon as possible after leaving the ground. 


Air @ сап 
also be used 
as an air 
attack, and 
it can also 
cross your 
altacker 
up, but 
the hitbox 
on air ©) 
requires. 
much more 
precision 
for this than air Ф (you must descend just on the other 
side of an enemy for air @ to cross up, and it's not as 
ambiguous where it will actually hit as dm Air (а) also 
can't be canceled with a double jump, so it doesn't lead to 
confirmable anti-air combos like air M) can (though that's 
irrelevant when you're КЫШ which prevents double 
jumping). When you qo for air {57 , always perform it with 
+ (D in order to air throw your rival (or break their 
throw) if they happen to be close enough. This is the reason 
to use air @ over from close ranges, to deter foas 
from just trying to jump and airthrow Dante. Don't over- 
press la? in midair, or you might accidentally produce Rain 
Storm, Dante's straight-dawn airborne Ebony and Ivory 
extension. 





Sour dashing wilt Dante's airdash air) ang 
ia) can fear fa both frontal assaults and ambiguous 
crass UDS. 


On the other hand, if you end up air throwing your competitor, 
you'll want to use Rain Storm on purpose to OTG them. With 
ine right assist, it's possible to continue a combo after OTG 
Rain Storm, but it's difficult (see Cambo III and the Combo 
Appendix). 


You should be relentless about forcing your opponent to 
guard air WD and&> + G) , whether after cross- up 
airdashes, airdashes to the front of your target, or after 

Air Trick, The opposing character should be worried about 
Dante's far-reaching and cross-up capable air basic attacks, 
ѕо air specials are more likely to be effective when you mix 

it up. At any tima while spamming aggressive airdashes, you 
can gear change to defense by airdashing backward and firing 
Air Play. If you think that the opposing player may attempt 
anti-air attacks ta punish Dante, properly time your use of The 
Hammer to crush their attempt and lead to a full Dante combo. 





If you catch airborne foes with air (M) without airdashing, 
such as after using Bold Move and attacking with air (MJ) out 
of a normal jump arc, you can double jump and link air M) , 
(2) into Killer Bee for a ground bounce. If your opponent 
guards air VW , you can use the double jump to begin а 
secondary offense. 


Dante's long 
combos 
naturally 
push 
opponents 
into the 
corner 
where they'll 
have extra 
troubla 
avoiding 
Dante's 
attacks. 
When 
adversaries 
are knocked out, espacially near corners, get Acid Rain out 
early for a powerful mix-up against new characters falling in, 
Cancel into Devil Trigger or X-Factor to make the pressure 
more intense and the payoff greater. 


Ater оо, out am opposing characiey, E 
Acid Bain early, co the new character is forced to 
guard ап Toy in. Dasing 10 оле side or the 


offer with st AND right under your target is very 
difficull ior opponents 10 guard. 


Speaking of X-Factor, Dante can make great usa of X-Factor 
whether it's early on in the match ога last-half-demon- 
standing situation. Because of his bulletproof standing chain 
combo string into Stinger (st. A) , لها‎ с> + 
(a) ), Dante gives you a veritable eternity to confirm whether 
you're hitting the opposing character and an assist, which is 
the ideal situation for popping X-Factor early. If you ever get 
the chance to knock out two characters at once, you take it. 


Later on, once it's down to just Dante, any worry about 
conserving meter for teammates goes out the window, and 
you are tree to stack Devil Trigger on top of v.3 X-Factor. The 
vitality regeneration etfect for both effects stacks, so X-Factor 
Devil Trigger Dante gains red vitality faster than anyone else! 
(...wha is not Healing Field Phoenix.) Chipping with Thunder 
Bolt or just linking it into itself over and over becomes even 


eling and es i bu 


| combos that don’ t require. finger gymnastics. ры is good for beginners: a 


"cancel into Bold Move to take- to thi 
Bold Mova or inserting. a delayed 


air, then airdash forward to go fora. 
hit into the chain, you can also cancel late inta Air Trick to teleport 


‘cross-up, or pause, then |. to standin 
behir 


invulnerability helps Dante flicker through many things the opposing player might try to do to. retaliate. ET 


If your adversary pushes. you out with advancing guard, after 


‘the first few. ШЕЙ call a project 


rather not switch sides, such as when near corners, you can cancel with B d Move and А! 


T 
HIE Ue 


ж ©. ‘AIR ©. LAND, > + - o гоо xr 


672,700-898,300 damage, 115% meter gain using Million Dollars e ani 
pny sag а ys 


A hacked-up version of Dante's old Mve3 оор. combos, you can still gett 
af its | 


considered one of the strongest combos starters In Mve3 bec 


Far u^ on Bold canceling, which is requ 
input S); this ensures they are low enough а 
Move into ¥ ¥ © 


gunsh ots to hi 


ine it. During 
if you're near a comer: instead just do. Bold Move toj jump, then air). Finally 


Ifyou do strike ап airborne assailant with standing! Dv when red] Lp PI ELE i " R 


vertical super jump, alr 0E : 


0 H Om 





sweeter in X-Factor, and it almost is an almost unbearably sexy 
option if your opponent has already burned their X-Factor. You 
are free to use any remaining hyper meter bars to keep Dante 

in Devil Trigger rather than saving for direct damage hyper 
combos as the anchor, since his combo damage is nuts already 
with Davil Trigger sitting on top of X-Factor, and he's capable of 
infinite damage anyway by linking Jam Session to Jam Session 
over and over... see the Combo Appendix. Dante only needs 


two surplus bars handed to him by fallen friends to power Devil 
Trigger for all of Iv.3 X-Factor. 


Devil Trigger 
is definitely 
still nice 
outside of 
X-Factor, 
but because 
Dante's 
hyper meter 
building 

is already 
reduced in 
UMVvC3, and 


Saving resources for jast-ditch Dante allows you to 
start his ы hurrah wilh something ridiculous (ke 
коти D d ron Hysteric ese 
bécause 
competitors 


might actually be hacking away at your hyper meter actively 
with sideways TAGs, it's perhaps better not to enter a mode that 
prevents more meter building unless you've built up several 
surplus bars to spend already. Saving a few bars for an assured 
Knockout blow by ending a standard combo with Devil Must 

Die (or having it in your back pocket as an instant, half-sereen, 
invincible reversal) is also too strong of an option to forsake. 


Early on in a match, perhaps the best use of Devil Trigger is 

to get Dante out safely once he starts taking serious damage. 
Activate Devil Trigger (preferably at the end of a combo, but 
don't stick around too long fishing for the opportunity and 
accidentally get Dante all-the-way killed), then THE to your 
next character (preferably with a hyper combo that picks up 
where Dante left off). Now you're packing a Dante assist with a 
permanent damage huff and enhanced red vitaliby regeneration! 
Devil Triggar's timer doesn't tick down while Dante is tagged 
out! (Keep in mind that if assist Dante already has Devil Trigger 
active, you cannot THC fo Dante using Devil Trigger.) 








IW, ah Ө ORFS + o C 
eo 
523,200 damage, 97% meter gain 


x e › C89 => : 


This OTG combo works after scoring a hit. with aither ir o or The. Hammer, either at whieh causes a hard пол "m 


The Hammer has. invulnerability and doesn't leave Dante vulnerable when he lands like air). 


You can get a ШШШ overhead and: avoid the. fein periodo on 216; е рассо with TO cancel id. 


Dante's © + @ command jump, Bald Move, can he used to interrupt his basic attacks 
on the ground. This is needed to make whified moves safe and to kee ae попатни. 
Crucially, you can also use Bold Move to cancel Dante's exceptional J Stinger 
command attack on hit or block. The point is not to jump out of Stinger; ihe palit is to then 
immediately cancel Bold Move's pre-jump frames into another special move. In practice, 
Bold Move is used as the go-between from Stinger to the next special. 


This is easier than it sounds, thanks to Stinger only being Bold-cancelable on contact. 
(So, you can't Bold cancel too early and whiff the move entirely, like you can with basic 
attacks.) You can buffer the & + command very early on during Stinger, and Bald 
Move will happen on the first possible frame after contact. When using Stinger оп its own 
from mid range, you can bulter Bold Move as early as the 3" frame; when Se into 
Stinger, you can buffer Bold Move on the 2“ frame! Basically, just input © + Qj as 
soon as you possibly can after» + (D, well in advance of the actual hit, so you give 
yourself the maximum amount of time possible to perform the follow-up special move. 
It can get even easier than that with the use of a plink input. Instead of pressing © + © 
and then inputting а separate command in just a handful of frames, inpul the command 
far the desired move, then press ©? right before you press the correct attack button. You 
should drum the buttons right after one another like wilh a kara cancel. 


Once you're comfortable with Bold canceling Stinger, a whole new world of combo and mix- 
up possibilities opens up for Dante. The most useful follow-ups after Bold canceled Stinger: 


VOLCANO: 
QP e» oy С + @ 47 oR + O => 


Using Stinger to Volcano gives you reliable ground combos into a jump cancel even from 
the edge of Dante's range (see Combo 11). Il guarded, you can still jump cancel Volcano 
to keep up your attack, but if your opponent uses advancing guard to push Dante oul just 
before Volcano, Dante ends up whiffing the attack badly. Try ta verify and end chains with 
one of the following options instead when a chain into Stinger is blocked. 


BOLD MOVE: 


© +@ 


Like with Bold canceling basic attacks, Dante simply jumps out of Stinger. You must wait 
a little a) longer to act than during a regular jump, however. Canceling standing Û or 


g> + @ into Bold Move, then airdashing forward is a relatively safe means of following 
up blocked chains, and serves as a nice counterpoint to Air Trick. 
REVERB SHOCK: 
+ (D cd Өч p e v7 /?<п + O, O onc» + © ==> 
2> + Ө -@,@ 


Stinger to Reverb Shock to Fireworks can be done even on whiff, and itis safe if guarded. 
This is the least risky follow-up after having an initial chain guarded. 


AIR TRICK: 

>+ @ => Û + © + Ф ==» Û + © 

If your rival guards Stinger, Bold canceling to Air Trick is extremely strong if you have ап 
assist on the way oul—they can advancing guard Stinger all they want, but it's not going 
to help them. Оп its own, Bold canceling Stinger (or standing @ ) to Air Trickis tighter 
than canceling to Air Trick from other basic attacks, but it's still nol airtight. Aside from 
creating pressure after blocked Stinger on the ground, Bold canceling to Air Trick is vital 
to reliably cer midscre en opponents after OTGing tham with + QQQ Cold 
Shower lo C> + ©) Stinger Iv.2. Stinger creates a wall bounce against airborne or 








Here. the c opposing sing character pushblocks Dank, $ 
Stinger, but with an assist coming aut and Bold 
canceled Air Trick switching sides an them, it 
goes matter. 


Bo id canceling allows Stinger which i is nol special- 
cancelabie, to be linked info special moves with Bold 
Mave as à ga-bafween. 


juggled foes, so Bold canceling the Stinger to Air Trick lets Dante arrive next to them just 
after the wall bounce, where you can immediately strike with The Hammer or air G right 
back into a hard knockdown! 


This command is easier than it sounds. Instead of trying to балу 7 + © quickly after 
@ + © , the commands can he merged into one com mp nd that cove hae bases. 

As soon as you inputS> + @ , immediately input’ + у + Ө.п 
performed quickly and precisely, you'll easily cancel to М Trick from Stinger every time. 
Have fun wilh your new juggle/pressure toy. 


DEVIL TRIGGER: 
n + O => © + 
-O0 

As a stylish, somewhat inefficient alternative to following up chain combos on hit 

with Stinger into Volcano, you can follow up with Stinger into Devil Trigger, then link 
to Volcano right after the hyper screen freeze and go about your business with a 15% 
damage buff. This 15 also all right if you want to lag a weak Dante out to regenerate red 
vitality with Devil Trigger, but you could extend the combo a lot further to gain hyper 
meter before doing that anyway. (Pretty much anywhere in our combos where Million 
Dollars is listed, you can just Devil Trigger and THC Dante аш; combos that end in good 
position for Millian Dollars almost certainly give the follawing character something to 
shoot at.) 


GRAPPLE: 

C» + (D pause, к=» O + @ VAD + Ф, | 
es s 31 Mo *6-0,0 

Juggling with Grapple is an aliae to following up the wall bounce of Stinger Iv.2 
(which is just Stinger used after certain Ebony and Ivory attacks, such as Seat Shot or Cold 
Shower) with Air Trick. Instead of going ta them, you can Bold cancel to Hysteric, double 
tap Û for the extension to Grapple, and bring them to you. This was more important in 
original MvC3, since this put the opponent into a captured state brielly and allowed Dante 
to Devil Trigger and then THC to a teammate to start the THE glitch. 


D => 1 <o + OS oc + © mp Vea 


D onc» + @, pause, 


Yes, The Hammer had its invincibility 
adjusted to be shorter and to occur later 
on in the attack. But it's also a lot easier 
to perform now, which, depending on your 
execulion, may resull in a more effective 
(The?) Han pra А all, were "n o 
inputting 

perfectly every SU No, you шм, uk 
is still an incredible attack: a relatively 
fast (at around 24 frames until it hits, if 


The sy di did nal fal Т? TER um sight 





you input $^ > + (BB perfectly), partially invincible overhead that causes а hard 
knockdown on hit and leaves Dante with big frame advantage on guard. Hsien-Ko players 
are tuning up the world’s smallest violin for Dante players concerning The Hammer's 
adjustments. 
he Hammer is best executed just off the ground with a tiger knee motion of 

C£] + (B. You want just a hint of a pause in between 27 and the first (B 
input to ensure that Dante travels far enough so The Hammer doesn't whiff. Perform 
the motion from down to up-forward quickly, and it doubles as a super jump, which 
also helps with getting enough altitude for The Hammer to have time to come out 
before Dante lands again. Since Dante lands right after using The Hammer, he won't 
be pushed back too far if his opponent blacked The Hammer and used advancing guard. 
Coupled with the large frame advantage The Hammer creates on block, Dante can dash 
in for free after having The Hammer guarded. Because of this, just to be sure, you 
Should have Dante dash after he lands every time you use The Hammer. In the case 
of advancing guard, you'll be right back where you started, in perfect position to try 
The Hammer again or to super jump and immediately airdash over your competitor to 
crossup with air or @ . And on a successful hit, you'll have plenty of time while 
dashing to ta confirm and begin an OTG combo with e - + OO Cold Shower. 


The Hammer is also useful after Air Trick, though you'll want to create a sizeable frame 
advantage with an assist or at least Hysteric == Devil Trigger before you try this. 


This attack can also turn air Ө , which is normally horribly unsafe when guarded, 

inta a relatively safe double overhead, either hit of which leads inta Combo IV. Attack 
your target with air ©) , such as falling with it after Air Trick, but cancel air © to The 
Hammer immediately on contact. Hit or guard, it doesn't matter; the important thing is not 
la let air © hit the floor. If the opponent eats either attack, you gel your combo! 





19 © + @ => зо ж езу: ® => 


Док Өс». 


ae one 199 


0 > 0 IP VPN d 
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é Extremely hard assist-free air throw combo.Perform Rain Storm after falling a bit to drap closar 
y Eu * o acl upan LAUS ш to Devil Must Die the second G^ 
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With Dante's Devil Trigger double airdash, 
you can add another layer to his mix-ups: 
alter Air Trick, you can airdash over the 
enemy, then immediately airdash back for 
a triple cross-up. The double airdash also 
gives Dante more leeway in super jumping 
lo aim Thunder Bolts at his adversary. 
Normally, you can't cancel an airdash inta 
another airdash in the same direction, but 
you can with a form of kara-canceling. 


If you press different attack buttons on 
consecutive frames (called "nlinking"), 
the game interprets this as @@ fora 
command dash. This works because virtually every basic attack in the game can be 
kara-canceled into a dash on the first frame. You can use this method to wavedash on 
the ground without actually inputting any directions (20, @-@, Q9 - QD, etc.) 
This is true for alrdashes as well, but normally, characters can't airdash more than 
once per airborne period. Of course, that's a different story during flight far airdash 
characters, or during Dante's Devil Trigger. This changes in Devil Trigger, where Dante 
can now use this trick to wavedash in midair, essentially. By airdashing once then 
inputting O - ® precisely on consecutive frames during the dash, the airdash gets 
canceled inlo another airdash! 

By using this technique, you make Devil Trigger Dante close the distance to his opponent 
or make it over to them for a cross-up from much farther away. This further presses the 
advantage Devil Trigger Dante already has over foes using advancing guard, thanks to 
Thunder Bolt and Vortex, 





Го improve your success with this fachnique, try 


drumming ali three attack bullans one alter the oiher 
25 fast as | you can. This can be anolied fa ground 
dashes wavedashes with mast char aciers, 100. 


| Moe 
>. 00 +000 => 5+0 =>» proc 


He 


1,034,700-1,330,000 damage, 164-200% meter gain 


К Varies based оп damage scaling 
LEY * DOO inue ese Qc ©+ © 
Н>) 
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| | Varies based on 1 damage scaling 
| JOO O=> orom сусу + @ =» 
m © => Toye] + O UA + @ 


Damage 
| 1,300,000+ 


Damage 


to the ground, then do 580.700 


hits 
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Felicia 


ДИ! 


Musical Star, 

Sister of an Orphanage 
ABILITIES 
Can fight with feline abilities. 
She can also transform fully 
into a cat, although this is not 
really useful in battle. 


WEAPONS 


Fights with razor-sharp claws. 


PROFILE 


A cat woman who was taken in by a 
gentle sister, she is very kind and 
eheeriu). She worked hard to achieve her 
dream of becoming a musical star. In order to 
help children wha shared her circumstances, sie 
now works as the sister of an orphanage. 
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ark Stalkers [1934] 
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Chain Combo Archetype Hunter Series 
| Х-Еас1ог Boost Damage Speed 


Lavel 1 (3 teammates remaining) _ 125% 
| Level 2 (2 teammates remaining) EESTI EE 135% o 


[| Level 3 (1 teammate remaining) 155% 145% 




























Your primary goal whan playing as Felicia is to get within range to attack your opponent 
with crouching (D | 


- Why do you want to attack your adversary with crouching CL) with Felicia? 
Between staggered crouching ©) attacks and Cat Spike L, Felicia 
has two very strong options io punish her rival for attempting to 
use advancing guard, either of which leads into a combo — 
Crouching © catches competitors trying to jump away from Felicia 
Opposing characters wary of crouching (L) open themselves up to 
being grabbed by the Hell Cat command throw, which also leads 
_intoa combo ~ | | | 
Even if your target guards several crouchin O atta cks, it’s still 
possible to salvage the mix-up with Felicia ly Using the large 
.  assoriment of attacks that move her forward with frame advantage 
| How do you get within attack range of crouching CL)? — 
B ‘Using Delta Kick and air Delta Kick to quickly advance atross 
‘The sere an while avoiding threats, leaving Felicia with frame 


advantage Jit 
Using Felicia's exceptional оо close the distance when 


| er toe is trying to deal with Delta Kick = 
| Galing long range crossover assists before wavedashing or using 
. Delta Kick . PNE | k; Poets 


| Your secondary objective when using Felicia is to force your opponent into the corner. 


-Why da you want to force your adversary into the corner when playing as Felicia? Fro Y 
Felicia's Kitty's Helper hyper combo can lead to unblockable - i» E 2 
setups in the corner = LE A ete И n ur Au 
. Combos in the corner lead o a strong mix-up using Toy Touch, — =. 
. Which in turn leads to more combos X P MM 
Becomes much easier to get within range of crouching O — = 
| Her high-pressure game inthe corner forces her opponent to 8 8 
| advancing guard or ju mp, setting Щй pportunities to grab them == 
with ап U ШЕНЕП Cat commandihyw ЖЕ аи 
, How do you force the opposing char Vitam байа E E ыз c Lum МИ 
Della Kick M and Cat Spike MM oo o 
our offense to стаје | 
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TUNING SINCE ORIGINAL MUGS 


Felicia has had some gaps in her offense filled in with the transition to Ultimate Marval 
vs. Capcom 3. She can now perform Delta Kick in the alr, giving her a much-needed aerial 
Special move that opens Up more combo and pressure opportunities. The recovery frames 
| of Sand Splash have been greatly reduced, as well, and two of her hyper combos are 

| now mashable for extra damage. On the other side of the coin, competitors now recover 

_ faster from her DTG-rapable Toy Touch command attack, making it more difficult to combo 
allerward in long combos without the use of an assist or X-Factor. With the ground bounce 
properties of air Delta Kick, Felicia still inflicts more damage with her no-meter combos. 
Felicia's vitality increased to 880,00 from 875,000 


Toy Touch now causes less hitstun against airborne adversaries 


You may now perform Delta Kick in the air. The aerial version causes ground 
bounce if it hits against an airborne rival 


Recovery frames on Sand Splash reduced, Sand Splash H now hits two 
additional times, all versions are OTG-capable 


Dancing Flash and Please Help Me hyper combos can be mashed for 


additional damage 
J 459 



























Attack set 


Standing Basic Attacks 


Screen Command 


Hils Damage 


Crouching Basie Attacks 


Screen Command 


Crouching (Л) 
Crouching & 


Ground Special Attack- Launcher 


©) (while standing or 
| crouching) 


Air Basic Attacks 


Command 


Screen 


Screen Command 





Hits Damage 


53,000 - 


Hits Damage 


70,000 
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Hits Damage 


Meter Gain 


Meter Gain 


Meter Gain 





Startup Active 


Startup 


Startup 





Startup. Active 


So 


„Ж. 


ТАЧ! 


Active 


Recovery 


Recovery 


Recovery 





Recovery 
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Advantage Advantage 


on Hit 


Advantage 
on Hit 


Advantage 


on Hil 


Advantage 


on Hit 









if Guarded 


Advantage 
it Guarded 


Advantage 
it Guarded 






Noles 


Notes 


Noles 





Launcher, not spacial- or hyper сотоо- 
cancelable 


Advantage үш, 


+14 


if ШШ 








Overhead attack 


Overhead attack 





Air Special Attacks—Flying Screen and Air Exchange 


Air @) Causes a hard knockdown when used іп a launcher combo (this 15 sometimes called flying screen). When used outside of a launcher combo, air (8) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus Ө), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 


available character to continue the air combo, 


Meter 
Gain 


70,000 Causes hard knockdown if used in launcher combo 


63:000 inti | Tags in next available ally while lofting opponent 
< у | upward | 
si : 


screen Command Hits Damage 


Startup Active Recovery vantage Advantage if Notes 


on hit guarded 















Tags in next available ally while causing wall 
bounce, erases 1 hyper meter bar from foe 


Aire ог<п + Ө 
(during launcher combo) = 
Tags in next available ally while causing around 
generates 1 hyper meter bar 
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Command attacks resemble basic attacks but have different chaining and canceling properties, It's usually possible to chain into а command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves, 





Screen Name Command Hits Damage aed Startup Active Recovery Advantage nanag Notes 


ТОГ i ES 5 
Kitty ne as 


When back is to a wall, jump T | cling to perform wall jump, holding <7 
toward it and hold <= causes her to slide down, may call assists 


during cling animation 





Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can use them to preemptively toss opposing characters out of their offense. Combos are 
usually possible after throws, опе way or another, 


screen Command . Hits Damage Meter Gain Startup Active Notes 
с> +0 (ground) 


C» + @ (air) 


sooo | 





ү Si de } Ж . а a > 
x dd n'en ao] 
ni wn RT | 


EmA | т Recovery (this Богу 
Screen Type у гео Description Hits Damage мш Startup Active crossover (other 


Hyper Comba i 55151) рагіпег) 


Rolling Buckler 
Felicia—cy Dancing Flash L + Rolling 
olide 


| Causes ground bounce on counterhit and 
P against air adversaries 


berforms Holling Buckler E olowed Dy Rolling Slide. You сап mo ng | Falling: n M 
188 TIS. YOU can 1150 ШП uri: db D b jūl: ste r your C ат! over arall offense just to pm the opposing charac! ! 


ine of the rare assist types that. s invincible on the first hitting frame When it tis used as a таз, 


he others: 


е Тог Of se and s 1950 d g energ rating two pi oje ectiles with {буй priority durab lity. ai | 
id combos, but this assist's slow startup makes ашы VELA MD s 


pei stagger that: Бап 


: : 7 Advantag 8:79] E 
Screen Command Hits Damage Meler Gain Startup Active Recovery нападе Advantage | 


- (-1 hyper 
meler bat) 


] | Advantage Advantage 
Screen Name Command Hits Damage zn Starlup Active Recovery on Hit зин 


| Rolling 
Buckler L 
Rolling 
Buckler M | V. < +) 
Rolling 

| Buckler H | 

| Neko 
Punch 
Rolling 

| Slide 
Rolling 
uppercut 


80,000 | 640 MES pee” 


+ 
E 


Causes ground bounce on counterhit and against | 
airborne rivals _ 


Causes ground bounce 


д. 


о i dg 
ra cn 24 


First hit knocks down opponent 


Cu 


First hit knocks down uibs! 


+8 


n 





Special 


Screen Name Command Damage 


Meter 


| Advantage Advantage 
Gain 


startup Active Recovery on Hit if Guarded Notes 
3/15) Then 
active until | 
grounded 
3(15)Then 
active until 
grounded 
à(15]Then | 
active until 
grounded. 












First hit knocks down foe, causes ground 
bounce it final hit hits airborne opponent 


Air Delta 
Kick L 

























Air Delta 
Kick M 


First hit knocks down target, causes ground 
| bounce if final hit hits airborne adversary 












Air Delta 
Kick H 


Sand | = 
БОЁ (charge)G> + Ө 
Sand | 

«n (charge) + @ 


First hit knocks down competitor, causes ground 
bounce if final hit hits airborne foe 





OTG-capable, projectile has 3 low priority 
durability points 

| ÜTG-capahle, each projectile has 3 low priority 
durability points — | 
OTG-capahle, each projectile has 3 low priority 
durability points 


25 — Ew Throw, hard knockdown 


Throw, hard knockdown 


Throw, hard knockdown 




























11 | EX Charge 


ous 
12 ; 
Mouse 


TEE 





10 
3 | 





Invincible between frames 6-35, not hyper 
combo- сапсејабів 





Rolling Buckler. Felicia does her best "blue hedgehog’ impersonation in this rolling attack that is mainly used in combos. The distance Felicia rolls is datarmined by button strength: @ 
travels а quarter of the screen, № travels half the length of the screen, and the G version travels across three-fourths of the screen. All versions of Rolling Buckler leave Felicia at a 
terrible frame disadvantage, so unless you plan on directly canceling into a hyper combo, you'll want to use one of the three moves that can emerge with anothar button press. 


Pressing ГЕ] during Rolling Buckler results іп Neko Punch. It's the safest of all three Rolling Buckler enders, but it leaves Felicia at a -2 frame advantage and vulnerable to throws. A great 
move for low-altitude juggles, it can be hyper combo canceled into X" “o> + OD. 


Pressing @) results in Rolling Slide, a low attack that can juggle the target on hit for more combos. It's definitely the best of the three Rolling Buckler enders in terme of utility, but keep 
in mind that it leaves Felicia at a -4 frame disadvantage on block and is highly susceptible to throws. 


Finally, (D produces a Rolling Uppercut, the most damaging but least useful of the Rolling Buckler enders, Rolling Uppercut does not allow for combos after a hit and is insanely unsafe 
if guarded, 


Gat Spike: Felicia leaps forward chasing after a ball and swipes with a powerful scratch 
attack. Cat Spike L travels the least amount of distance and staggers your competitor on а 
counterhil. Cat Spike L is very combo-friendly, but it is mainly used up close to counterhit 
opponents trying to use advancing guard against crouching @. If guarded, Felicia 
maintains a positive frame advantage and can theoretically continue her offense, but her 
adversary then typically uses advancing guard on reaction to push her away. 


Cat Spike M is used to stay close to cornered foes, pinning them in place and fiahting the 
effects of advancing guard. You can also use it mid-combo, and it causes a around bounce 
on counterhit or against an airborne attacker. 





Gat Spike H, which travels the farthest out of all three, is designed to catch aerial rivals. It causes a ground bounce on grounded and aerial foes, but it can be difficult to use effectively. 
it's the only version of Cat Spike that leaves Felicia ata negative frame advantage on block, so use it in conjunction with air throws to increase its success rate. 


Delta Kick Easily Felicia's most important 
tool, Delta Kick allows Felicia to get near her 
opponent much more easily. On execution, 
Felicia attacks straight up into the air and 
then attacks with a kick at a downward 
angle. All three versions of the attack travel 
at different angles and must be aimed 


Air Della Kick: New to Ultimate Marvel vs, 
Capcom 3, air Dalta Kick gives Felicia some 
much-needed air mobility options. You сап 
now apply pressure from literally anywhere 
on the screen, and Felicia is always ata 
huge frame advantage after the attack. 

You can easily combo off a successful hit, 
properly; it’s very likely that Delta Kick or continue her offense if air Delta Kick is 
goas flying aver the head of a crouching guarded. lf the final hit connects against 
competitor if you use the wrong version. an airborne competitor, Felicia follows her 
challenger to the ground and creates a ground bounce. From here, you can relaunch the 
opposing character to extend combos. Against an airborne target, you can option select air 
Delta Kick Н with an air throw by inputting <P S} £2 «n + (9 , making the attack attempt 
a bit safer. 





You can employ Delta Kick to clear most projectiles, and it is highly effective at keeping 
Felicia close to an adversary if they use advancing guard. The first hit of Delta Kick—as 
Felicia travels upward— knocks down her opponent. If only the final hit connects, the 
Opposing character suffers a short stagger effect that allows you to follow through with a 
combo. Delta Kick also leaves Felicia at a positive frame advantage if guarded, making it 
one of her safest special moves. 
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Sand Splash. Felicia kicks sand іп her 
opponent's face, generating short range 
projectiles that are one of Felicia s few 
options to combat projectiles at long range. 
The recovery time of Sand Splash has been 
reduced dramatically in Ultimate Marvel vs. 
Capcom 3, but it remains difficult to use 
effectively. Felicia needs ta be clase to her 
rival to hit them, and she has na shortage 
of alternative attacks that leave her at а 
better frame advantage. 


Sand Splash H gains the addition of an extra hit, and all three versions are now OTG- 
capable. However, it's not very useful as an OTG attack because of the the small amount of 
hitstun it creates. 


EX Charge: inputs Vy + @ and then 
hold ©) to place Felicia in a crouched 
state that slowly charges her hyper combo 
meter. You cannot call assists or initiate 
attacks during the charge, although you 
can cancel into hyper combos or initiate 
Kitty’s Helper kitten attacks. Although 
EX Charge can be performed behind the 
u— — cover of assists, its best assel is the 
ability to cancel into it from basic attacks to reduce their recovery period—For example, 
crouching (Л) leaves you at a -5 disadvantage when it hits normally, but canceling into ЕХ 
Charge reduces this disadvantage to -1. Any alta ck whose combined active and recovery 
frames are greater than 17 benefits from this tactic; otherwise, Felicia is left at a greater 
disadvantage than she would be otherwise. 





й 


You can also use EX Charge to bait characters without projectiles, activating it at fullscreen 
to bait the character into coming toward Felicia. Alternatively, activate it against a retreating 
opponent to force them to come back. 


Hyper Combos 


Screen Мате Command Hits 


246,700- 
290,000 


25,000 
(cat hit) 


Please Help Me 
{Level 3 Hyper 
Combo) 


400,000- 
443,000 








Hell Cat Felicia's sharp command throw i5 
a key camponent of her mix-up game and 
places her adversary in a hard knockdown 
state, leaving them vulnerable to Toy Touch 
OTG combos. Each version of Hell Gat has 
a slightly different range: the (B. version 
has the greatest range but deals the least 
amount of damage, while the С) version 
has very little range but deals the most 
damage. Hell Cat L can reach the opposing 
character after 3-4 blocked light crouching attacks, while Hell Cat Н can only grab the 
target after one. 


Hell Cat H also has the least amount of startup time; as a 1 frame grab, it can beat any 
attack as long as it's in range. It's also great for punishing guarded attacks that leave 
Felicia ata +1 frame advantage or higher. 


Cat & Mouse: A forward 
dash that is invulnerable for 
24 frames after the initial 

5 frame startup. Use this 
maneuver to pass through 
slow projectiles, escape 
corners, or create mix-up 
opportunities by first calling 
a crossover assist and 

then passing through your 
competitor! Cat & Mouse 
does have a heavy recovery 
period, so be wary about 
using it too often without 
the protection of an assist. 
Cat & Mouse will cross up 
foes who are cornered, putting Felicia into the corner in their place; call a pinning assist 
first to make this mix-up safer. 


Advantage Advantage 


on Hit if Guarded Notes 


Frames 0-16 invincible, knocks down, can be 
mashed for additional damaged | 
Summons helper for 600 frames, performing апу | 
attack causes cat helper to altack, cat attack is 

an overhead, has 30 frames ct startup, 17 frames 
active, 7 frames recovery 

50 trames of invincibility, unaffected by damage 
scaling, knocks down, can be mashed far 
additional damage 


Dancing Flash: Used mainly in combos, Dancing Flash 
can easily be linked into off of standing chains and some 
specials moves like Rolling Buckler. Due to changes in 
how hitstun works against airborne targats in Uitnmate 
Marvel vs. Capcom 3, it is now very difficult to link a Toy 
Touch% © () OTG hit into Dancing Flash after an 

air combo: This hyper combo also has a small window 
af invulnerability at startup, allowing it to pass through 
projectiles at long distances. You can slightly increase 
the damage output of Dancing Flash by mashing after the 
hyper combo connects. 


Kitty's Helper: Felicia summons a friendly kitten (0 assist 
her during battle for 600 frames, or TÛ seconds. Pressing 
an attack button causes the kitten to perform an overhead 
body splash that, when timed with low-hitting combos, 
creates unguardable situations that are vital to Felicia's 
corner strategy. Advancing guard has no effect on the 
kitten's attack, decreasing your rival's options to escape. 


Unlike most power-up hyper combos, Felicia is able to 
build meter from her attacks while Kitty's Helper is active. 


The hyper combo ends when Felicia leaves the playing field 


or if another hyper combo is initiated. 


Please Help Me: Upon activation, Felicia cries for the 
help of her fellow kitties, one of which pops іп a short 
distance in front of Felicia. This level 3 hyper combo has a 
huge window of invulnerability, and you can use it to blow 
through your foe's obvious attempts to attack. While Please 
Help Me deals a decent amount of damage—and can be 
mashed to do even more—its three-bar cost is fairly steep 
compared to the utility of Kitty's Helper or Dancing Flash. 
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Felicia's crouching @ attack forms the 
foundation for your first offensive goal, 
Crouching (B does not push Felicia too far 
back from her opponent on block, allowing 
you to mix in а Hell Cat command grab, and 
it catches the opposing character should 
they attempt to jump. And if your rival 
decides to use advancing guard against 
Felicia's pokes, there are а couple of really 
good optians to get her right back in her 
opponent's face. But the first thing you need 
to do is get within range af crouching Q to begin your mix-up game. 





When an adversary айат to push Falicia back 
with agvaneing guard, send her right back in phair 
face will Della Kick M. 


Proper use af wavedash techniques is the first obvious method to quickly close the distance, 
Felicia's wavedash is exceptionally quick, but proper execution is key to avoid accidentally 
initiating her EX Charge special. To avoid putting yourself in an awkward position, perform 
Felicia's wavedash by inputting S> + GSD $i С> + BO Remember to avoid 
inputting a down direction during inputs as well, to avoid accidentally performing a hyper 
combo. Far an extra bit of protection, call in a projectile assist before starting the wavedash. 


Delta Kick and air Delta Kick cover a lot of space very quickly, can be used to avoid 
projectiles, and leave Felicia at a positive frame advantage, making this move an excellent 
option for clasing the distance. However, each version of Delta Kick comes down at a 
different angle, so it's very important that you become familiar with the distance that each 
version travels, Keep Felicia's distance to her competitor in mind when trying to get in with 
Delta Kick, and use the appropriate strength to get right in their face! Choose poorly, and 
you'll most likely end up flying straight over your rival's head, 


Calling a projectile assist, such as Doctor Doom—c or Hawkeye—(x, can help you 
immensely when using Delta Kick to close the distance between Felicia and her foe, While 
the opposing character is busy blocking the assist, Felicia can dive in from above, putting 
har in the perfect position to begin poking with crouching LE 


If your adversary guards Delta Kick and uses advancing guard, you have a faw aptions 
available to you to keep the pressure on: 


Immediately input «c ху £2 + @ to begin another Delta Kick. If 
your opponent presses a button after the advancing guard, you've 
scored a hit and can combo afterward. If they block the attack 
again, you're close enough to start the crouching (9 pokes 


If your foe jumps back, wavedash forward and jump up to air grab 
them. You'll need to commit to this right away, so if your opponent 
is pressing buttons Felicia will likely run straight into them. 


You can use Cat Spike Mc» 7 A + @ as a high-damage 
counter, specifically against opposing players who begin mashing 
crouching (9 themselves. If your competitor blocks the attack 
instead, Felicia still has a positive frame advantage to renew the 
assault. 


Against all other attacks, simply use crouching (9 to cleanly 
counterhit your opponent and go into a combo 


A savvy opponent may consistently use advancing guard against your relentless assault 
of Gat Spike M and Delta Kick M. This can be a frustrating situation, but keep in mind that 
every time they push Felicia back, they're being pushed backward, as well, and you're 
getting closer to your secondary goal of forcing your opponent into the corner! 





dien hey wil! likely get eaunterhit hy Cat Spike 


I your adversary is trying ta us advancing guard 
agaimsi simular crouching UH attacks... L ora delayed crouching  aitack! Once you've 
spooked your challenger info staying on the ground 
and guarding, grab them witht Hell Cat H. 


Опсе you're within range of Felicia's crouching (B , you can really start to open up her 
strong mix-up game. You'll need to make a decision to start with crouching O, ог you're 
feeling bold, go immediately into Hell Cat H. Should you decide to play it safe, crouching 

тау take longer to open up a defensive adversary, but you have several options to get 
you there, 


Due ta the fast properties of crouching (B, you can stagger out button presses and start 
playing mind games with your opposition. For example, advancing quard doesn't pose 
much of a problem for Felicia. With the hits staggered out, you can mitigate the push back 
from advancing guard and immediately cancel inta Cat Spike L to close the distance. If the 
opponent attempts to use advancing guard during the crouching @ attacks, they'll most 
likely get a crouching G) attack and get counterhit instead. This puts their character into a 
stagger state, allowing you to follow up with the combo of your choice. lf your competitor 
doesn't apply advancing guard, mix in Hell Cat after any number of crouching (B attacks 
to catch them off guard. Be mindful of your distance in relationship to your opponent, and 
use the appropriate version of Hell Cat to avoid whiffing the throw. Should your rival attempt 
ta jump out of your staggered crouching (B assault, fearful of getting thrown, they'll be 
caught by the low-hitting attacks, and you may punish appropriately, 


Be sure to mix up the attacks that you use to following up crouching (B so that your 
adversary doesn't begin to figure out your offense. Cat Spike L is easy to use advancing 
guard against on reaction, and this effectively ends your offensive momentum unless you 
called an assist first. If you tind yourself the victim of advancing guard too often, you're 
not using Hell Cat enough! Get back in range, and use that command throw to keep your 
opponent on their toes! 


You can also use Cat & Mouse in crouching @ range. Call in a projectile or lockdown 
assist, and then press Ө + @ to salely get Felicia to the opposite side of her foe, This 
adds a third element of cross-up defense into the equation! If the opponent guards the 
crossover assist Felicia will still generally have frame advantage afterwards, allowing you to 
resume your crouching (B offense, 





The Killy’s Helper hyper combo really shines when the opposing character is in the corer 


Felicia's ability to apply pressure truly shines when she has her adversary in the corner. By 
using the grounded and air versions of Delta Kick, you can quickly close the distance from 
an advancing guard, You'll also have your opponent scared of the crouching 0 mix-ups, 
апо оп top of that, you can create many opportunities to air throw or combo your rival as 
they try to jump out of the corner. 


In situations where you have your opponent in a post-combo hard knockdown state, 
consider ending with Toy Touch t^ + Ф. Thanks to one of the changes to Felicia in 
Ultimate Marval vs, Capcom 3, you no longer have the option to cancel Tay Touch into 
Dancing Flash, so instead dash forward, jump, and attempt to air throw your target, Unless 
they neutral or forward air recover, you're likely to land the grab. If your foe anticipates this 
and tries to break the air throw, jump in from а little farther back and attack with air @D, 

(D , Ө, which hits the opponent's air la and allows you to continue with the combo. 


Alternatively, if your competitor air recovers forward fram the OTG hit, stay on the ground 
and wait until they're directly above Felicia, then jump straight up and air throw. Perform 
the air throw withG> + D, then immediately press @ and input the command far Delta 
Kick Н. If the opponent gets grabbed, great! If not, you will either hit your opponent with a 
combo or land before them with frame advantage for further mix-ups. 


The Kitty Helper hyper combo G2 X7 ?| + QD is your best friend when you have 

an adversary trapped in the corner. Activate it whenever you have a free moment—easily 
obtained by pinning your opponent down with an assist—and lat the fur fly! Felicia's 
miniature companion stays on the screen for 600 frames, during which time you only need 
ta concentrate on staying close to the opposing character with advancing guard-punishing 
techniques like delayed crouching a attacks, Cat Spike L, and Delta Kicks. Any time 

YOu press an attack button, the kitten jumps into the air for a belly flop overhead attack. 
Combined with crouching (B attacks, this eventually leads into an unblockable hit. Once 
you contirm that the kitten has landed a hit, immediately convert it into a full combo. 
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CR. ©, ©, ST. ©, = © @ (2 HITS) => 4 м > c (Н) (DURING ROLLING BUCKLER) ©, ST.©), ©, © U 
FORWARD JUMP, AIR ©, ©, ®©, ©, LAND, © => FORWARD SUPER JUMP, AIR Q, ©, (E), => «V x oH), 
LAND, {FORWARD DASH, ST. (9) (3 HITS), FORWARD SUPER JUMP, AIR ©), (9, ©, 

LAND, м = @)OR(>¥ ч e OSS ф w- o (m) 


464,600~588,600 damage, 121% meter gain ог 5% meter loss 


This is abasic combo with an easily verifiable opening. 1! crouching CL) x 2 Is guarded, follow up with 4" +f (L) of Combo I again. In the event that your foe. successfully uses 
advancing guard to push Felicia out, cancel into «= $ # © WW to move back into attack range. 


After Delta Kick connects. perform ** Y wo (Biz умео + (кл) when your adversary is as low to the ground as possible, This 15 necessary то guaraniee that Dancing 
Flash fully connects (a few hits here and there miss otherwise, though it still deals the majority of its damage}. 


When # Щщ => © (during Rolling Buckler M connects near the middle of the screen, Felicia often passes under her attacker to their backside, Be sure to reverse yaur remaining inputs 
to compensate. After canceling the first Toy Touch into a jump, perform air М) (М 10) as quickly as possible to ansure:the last hit connects before landing. 


In any instance where you end the combo with Toy Touch, immediately place the opponent ina mix-up by dashing forward, then performing a forward jump and go for either ап air throw er 
a combo starting off of аг), 





CR. 9, + o @ (2 HITS) => — V « 2 (D, ST. D, Ges» v ww» © (DURING ROLLING BUCKLER) ©), ST.) 05 
м o (ec FORWARD JUMP, AIR ©, ©, (6), ©, LAND, (S) ==> FORWARD SUPER JUMP, AIR 0, 05 (B), ==> 
€x o ®©, LAND, (FORWARD DASH, (S) =*> FORWARD SUPER JUMP, AIR C, ©), ©, 

LAND, м © QIOR[9 & w c (Des Vw c бий] 


496.000-626,000 damage, 126-09% meter gain 


This is a slightly more damaging variation of the previous combo. Untortunately, you cannot lead it with a jumping attack unless the first crouching.) is omitted. Otherwise, hitstun decay 
ruins it. Also note that because of hitstun decay, both hits of Vw => © (DC) do not combo properly unless the kick extension is initiated as soon as the roll hits: 





>u p «= о @ OR AIR THROW, FORWARD DASH, x © © == FORWARD JUMP, AIR 0), 0), O (S); LAND, (S) c2 о 
FORWARD SUPER JUMP, AIR ©, ©, (He « ү c H), LAND, (FORWARD DASH, ST. © (3 HITS), (gez FORWARD 
SUPER JUMP, AIR O, (D, 9), ©, LAND, ù © (03 OR (FORWARD DASH, ST. H es» >Y u © (D Expo U 5 + Oo) 

381,000-509,000 or 334,900~471,900 damage, 101% meter gain or 18% meter loss for > w € x «€ © (н) opening, 98% | : 
meter gain or 26% meter loss for air throw opening | d 


One of the key points of Felicia's offense 15 that she can convert nearly any throw into a full combo. The combo itself is nearly identical to her standard combos, but you may have to 
parform some precise wavedashes to be able to gel into range of Loy Touch. 





WHEN THE ENEMY IS AIRBORNE, FORWARD JUMP, AIR O, ©, ©, ©, LAND, © ==> FORWARD SUPER JUMP, AIR ОУ 
Ф, et «x о (0), LAND, FORWARD DASH, (ST. @ (3 HITS), © => FORWARD SUPER JUMP, 
AIR ©, 0, @, ©, LAND, ч = ©) OR IST. © (3 HITS) => > V м e (Des фа» о Ср 
405,200~536,500 damage, 84% meter gain or 40% meter loss 


This functions as your standard -anti-alr combo, When blocked, chaln as far as air М). (М) (DI (S), then land and no for the mix-up of your choice. 





зу м ou. ST. >} ч oO, 87.0, © => фы o D (DURING ROLLING BUCKLER) ©, 300 i 
м © (0 => FORWARD JUMP, AIR ©., ©, ©, ©, LAND, © => FORWARD SUPER JUMP, AIR OI ©) (Н), о jr 
ex © @, LAND, (FORWARD DASH, ST. (9), © => FORWARD SUPER JUMP; AIR ©) ©, ©, LAND, x с ОДОВ | 
(yu o (Dm Vw c 9] | Ui 


537,100-687,100 damage, 127~1% meter gain 






К, = 
This combo starts off of Gat Spike M, which is a pressure too! used to stop advancing quard, fly over low attacks, and cross crouching adversaries up.at close distances. You can verity) - E. 


whether the opening attack is blocked or nol and shift inta a secondary attack when itis: 
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LAND, ` ru 2 » D1 OR TEGA Се (es Enc 2. x © mm) 


532,100-667, 100 d d ата! 43, 126-795 meter. gé ain 
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s месо (0 
| Pi „ые. ы. ар 
` FORWARD J UMP, AIR ¢ ,@, ©, LAND, © == 
LAND ИП; FOR WARD DAS v do FO ORWE T: T ) SL SUPER JUMP 
ЕХЕ © OO] 
432,900-553,900 damage, 22% n eter gain or 8% meter loss 


This с combo works. К 


т a 
when С alta Kick К hits trom a distance, Use this technique | 
кш aha eH 


ШЙ ПЕТА 


FENG TE ИШАА MERT 
While Felicia can get around the screen really quickly, many of her 
approaches can be unsafe from long distances. To fill in this gap in her 
defense, Felicia can benefit greatly from a forward-moving projectile assist. 
Try out some of the following characters: 
Doctor Doam— [5 Ryu—p 


Arthur— 


Hawkeye—c Taskmaster—a 
Rocket sentinel—a 
Raccoon—c 


While Felicia becomes markedly better with any long range crossover assist, 
the slower-traveling ones are what make her shine brightest. Calling a slow 
assist like Rocket Raccoon—c before performing Delta Kick will force your 
opponent to guard the kicks, then immediately get stuck in further quardstun 


as the projectiles catch up. This lets you easily go right into a crouching @ 
or Hell Cat mix-up! 


COMBO APPENDIX 


GENERAL EXECU TION ure 


When performing air G 





too high into the air 


AS FELICIA COMES IN: AIR O 
R@®,@,@, LAND, м = @ 

Noles 

4) + GO oa» + © TAC to Felicia 

AS FELICIA COMES IN: AIR @,@,@, LAND, ù 2 @ 

Noles 

"en + (© TAC to Felicia 

CR. (D, = = ond 

ae 0, 







+> $ ъч о DEA LEVEL 1, 9 ¥ а 2 (D, ST. O 
D ==> FORWARD JUMP, AIR O 
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| ING ROLLING BUCKLER) ©, $ 
FORWARD SUPER ШЕ 2 nr ©. тє» ec (н), 


10 Pass OVET 


, 0, => <4 # 2 ©, LAND, FORWARD DASH, ST.@ 


1 o (Н) => 
), @, ©, LAND, Scb FORWARD SUPER JUMP, AIR © 


RC Ды i +) 0 pus g 5 E ; ROLLING BUCKLER} 
© pm E ORWARD J JMP, AIR d, Ыы ©,© , LAN 


m=. roo Al Lory & 1 PER Tino 

ТӨ кф» gt 1] WARD SL foi 11% И р 
cin ҮЧ CIIDEI | РЕЛ Г. D Fa] TV ч, 
FORWAF D SUPER JUMP, AIR ©, O (S). 
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IO (М С\ + (М) => 


, AIR (М). (H) ӨЛ ND, м + (vy) OR Ve Ө => 


aw Hn ETE fireballs 


SANCTION LATE 25 


Felicia is already one the fastest characters in the game, and under the 
influence of level 2 or 3 X-Factor, she becomes areal speed demon! The 
speed Increase allows Felicia to chain together moves that normally could 
not be linked together. For example, Falicia's Delta Kick H becomes so fast 
in X-Factor that she can repeat it over and over again without her Opponent 
ever leaving guardstun! Small and medium-sized characters can escape with 


a well-timed crouch or advancing guard for a small amount of breathing room, 


but larger characters like Nemesis or Sentinel are stuck unless they can 
initiate a crossover counter. With Kitty's Helper activated, however, you've 
pretty much gol most characters totally locked down and absorbing massive 
amounts of chip damage. If you manage to score a hit on an adversary, see 
the Combo Appendix section for a simple infinite combo that you can use to 
eliminate anyone in the cast. Il isn't too difficult for X-Factor Felicia to wipe 
out at least two characters before the bonus wears aff. 


^, (D, © after Toy Touch, do everything as rapidly as possible to gain enough time for the air © to hit 
After performing the air chain above, wait just slightly before juggling the © launcher to ensure that 


(3 HITS), © &x FORWARD SUPER JUMP, 


ТЕШЕТ | 
Varies based on damage scaling 


Varias based on damage scaling 


ue о 0) (DORING ROLLING BUCKLER) « 
NM xx E T 


LAND, (FORWARD DASH, CR. (Н), (S) => FORWARD SUPER JUMP, ARD, (9), ©, LAND, ù 2 ©} OR "n LUI» e Е] 


Noles 


This is a verifiable opening into a level 1 X-Factor combo. While le 
1 than the ather. 


CR. | Deo eb etx o OM, >ч cDo 


Noles — — ‚ 
This X-Factor loop can now be 












done at any level, but it is very difficult to sustain it at level 1. 





35 damaging than the combo below, it's easier ta do at level 


Damage 






T0000- -883,800 damage, 147-19% meter gain 





1,000,000+ damage, builds 3+ meters 





the opposing character does not get 
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“IT'S MY JOB TO KEEP METRO 
CITY SAFE!” 


REAL NAME OCCUPATION 
Mike Haggar Mayor of Metro City 
ABILITIES 

Moves retained from his time as a 


oro-wrestier and his explosive power 
combine to make for dangeraus attacks. 


Be it a steel pipe, а 2X4, or a hammer, any 
weapon he swings hecomes extremely effective 
with his full foree behind it. 


PROFILE 
Former professional wrestler who became the 
mayor of Metro Gity. Calling himself the “Fighting 
Mayor,” he teamed up with his friends and took 
on the Mad Gear erime syndicate, paying back the 
destruction the gang had caused in spades. 


FIRST APBEARANGE 


Final Fight [1989] 
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in-game combat potential of this. hero. 








ALTERNATE COSTUMES 





Overview 


| Vitality E 4,200,000 





Chain Combo Archetype Marvel Series 


X-Factor Boost m Speet 
Level 1 (3 teammates remaining) 


| Level 2 (2 teammates ЕШШ) 1656 





Your goal with Haggar is to achieve close range against an орропели while forcing them into 
the comer, 


Why should you try to achieve close range with Haggar? 


Haggar has no long range attacks and requires close range to 
threaten his rival 


Haggar has dominant close range attacks that can lead to very 
damaging combos with little to no meter cost 


Haggar has dangerous throw mix-ups at close range 
How do you achieve close range with Haggar? 


By Wavedashing when it is safe, or behind the cover of a long 
range crossover assist 


Jumping at your opponent and using air ¥ © ® when at mid 
range to discourage counterattacks 


Using crouching (5) and then rolling forward in the direction of 
your opponent. 
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Standing Basie Attacks 


Hits Damage Meler Gain Startup Active ^ Recovery Advantage Advantage if notes 


on Hit Guarded 


| Standing @ 


Screen Command 






















Advaniage Advantage 
on Hit — if Guarded pus 





80000 | 640 | | pues Low attack 


Low attack, OTG-capahle, puts Haggar in hard knockdown state, 
invincible after frame 50, knocks down foe, chains to c + @ not 
| special- or hyper combo- cancelable 
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Ground Special Attack—Launcher 


Screen Command Hits Damage MelerGain Startup Active Recovery on Hil Guarded 


Ө (while standing or 1 100.000 | 23 
crouching) à 1 | ù E 


Notes 









Launcher, not special- or hyper согпоо- 
cancelable 








Air Basic Attacks 


Screen Command Advantage Advantage if Notes 


Damage Meter Gain Startup Active Recovery on Hit Guarded 
| | | Until | | 
grounded ! 
ENT] 
| grounded | 


Until 
grounded 


ШЕ 










Air Special Attacks—Flying Screen and Air Exchange 


Air @ Causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, аїг @) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus ©). are only possible during a launcher combo, Exchange hits initiate team aerial combos by tagging іп the next 
available character to continue the air combo, 


Screen Command Hits Damage mae Startup Active Recovery eange agantan Notes 











Causes hard knockdown if used in launcher 
combo : 

Tags in next available ally while lotting 

| Opponent upward j 

Aire o< + Ө iE Tags in next available ally while causing wall 
(during launcher combo) ` rounded | Dounce, erases 1 hyper meter from toe 


| Until grounded. S 
y ; Tags in next available ally while causing ground 
4 then 1 recovery | 
: bounce, generates 1 hyper metar 


Irame 


Fri ^ d 
2 
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Command attacks resemble basic attacks but have differant chaining and canceling properties, It's Usually possible to chain info a command attack from basic attacks, but most command 
atlacks cannot be chained fram or canceled themselves. 


a Meter art А Advantage Advantage ,, 
Sereen Name -Command Hits Damage Startup Active Recovery on Hit — if Guarded Notes 


maea eine > 3 5 Staggers grounded adversaries, ground bounces airborne 
110,000 | 880 D 24 +10 : ; я 
| | | | | compelitors, hard knockdown versus airborne rivals 


| | | Overhead attack, causes dizzy state if attack counterhils 
| Я fete a standing opponent, causes special knockdown state il 
| T жерүү, 000 19 B "ME | ; E ч ; : 
| пагар + o od j M | counterhits airborne foe, hard knockdown, everything is 
m 










| OTG-capable 


(in air) V7 Overhead attack, ground bounces Opponent, hard knockdown 


Throws 


Throws аге for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offensa. Combos 
are usually possible after throws, one way or another, 


Screen Command Hits НЕТЕТ Meter Gain Startup Active Notes | 
c + (D (ground) 3-5 Сап be mashed for additional hits 


| ео + @ (ground) 
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Asa Partner — Crossover Assists 


А | 
| [Fiere] Crossover Recovery (this Recovery 
Screen Type ET i HON Description Hits Damage morer Startup Active crossover (other Notes 


| Hyper Combo assist) partner) 


| | Frames 1-33 invinc ible, converts 100, 000 of - 
| Giant Hangar Press | Double Lariat 108,300 hil | : Р | : ity 


mere e E и | 1040 
——— аник 0.000 | t 





Haggar—-ot, while notas strong as before, remains a strong defensive assist, The Double Lariat still stops mast attackers in their tracks and allows combo follow-ups if you can react 
quickly enough, Characters with strong throw mix-ups can utilize this assist to create even deadilar mix-ups Tor their foes. 


Haggar- p can be difficult to use. If used in combos, it knacks your opponent up, causing them to air recover a majority of the time and making it difficult to continue the combo. This 
does have some potential for air resets, but itis largely unnecessary. 


‘Haggar—y can be useful because it does provide a ground bounce. However, any characters who already use ground bounces in their combos naturally find this assist less useful. 


All of ЕР ШЕ assists are fairly close range. Haggar— x is overwhelmingly the best option the majority af the time, since it is опе of the few assists with invincibility frames and probably 
the best defensive assist in the game. Because of its invincibility frames, it also provides strong mix-up options to many characters in the cast. 


Snap Back 
Advantage Advantage 


КӨНЕ Hits Damage Meter Gain Startup Active Recovery on Hil if Guarded 


: : iis c : | e mat D 
| 
a IL Pre : 


Noles 
On hit, ч back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked | 

















| М Advant 
Screen Name ‘Command Hits Damage Startup Active Recovery ЖОКЕ: T Guarded Notes 


EL TION 0 “c+ ® ЕШ 110.000 Spinning knackdawn 

| Violent | “First hil staggers opponent, second hil causes 
Axe M USC (“М [| 122,000. | 1040 m 5(12)4 +16 +5 spinning knockdown Rass 
Violent © 5(11)4 
oer osoro СЕСИИ 
Emm esse [к om A E 
Hoodlum х 
за Тера: |: анма [оа 
ШЙ eem се аа 
Flying 00 
Piledriver L | DU 12 < + e 180,0 1600 


Flyin 
eu SAY «o + ® a n Ta mmm 













H 
Гыз 
[ыз 
+ 
s" 
c 





First hit staggers foe, third hit ground bounces 






B 
== en 


Launcher attack 


Launcher attack, throw attack 





E 


Launcher attack, air throw attack 





Throw attack, hard knockdown 






Throw attack, hard knockdown 










































Pied тне Н cA 2 ب‎ + © E 220,000 | 2200 mew | Throw altack, hard knockdown 
Mi Bigr ro | wm E E иа, йе МЫ 
Ba Or | PEN 190,000 | 1900 Air throw attack, hard k 4 п 
аск Drop ir throw attack, паго KNOCKOOW 
Лер eU Pat | 
Skyhigh ih in | ICA non 
Back MIRA 220,000 | 2200 38 S Air throw attack, hard knockdown 
| DropH G 








‘ARE DUES conima 
screen Name Command 


Double 
| Lariat 
9 


Wild Swing | (in air) A e» + @ (6-12 






Hits Damage meal 


„| 152,300- | 1523- 
221500 | 2215 


Startup Active Recovery үне nis pe Noles 













40 frames invincibility, converts 100,000 of 
Haggar's vitality into red vitality, hard knockdown | 


Deals more damage and more hits the higher 
Haggar is, hard knockdown 











Violent Axe: All versions of Violent Axe leave Haggar safe or with a very strong frame advantage against grounded opponents, but all versions of this move havea very slow startup. The 


best use for this attack is during hit confirmed combos. Using this attack in blockstrings can be dangerous if your rival uses advancing guard before Violent Axe, leaving you wide open to 
a counterattack. 





Violent Axe L is very useful early in combos, inflicting a large amount of damage in a single hit and allowing a follow-up juggle with stan ding ®. You can use Violent Axe M in a combo 


afterS> + (D , and it allows a follow-up juggle with standing (M), Violent Axe H causes ground bounce, which allows for an easy follow-up but does not allow for future ground bounces 
in your combo. 


Hoodlum Launcher. All three versions of Hoodlum 
Launcher launch your target and are super jump-cancelable, 
Hoodlum Launcher L is Haggar's primary launcher, It 
moves him closer to the opposing character and has +4 
frame advantage when guarded, making it more useful 
overall than @ as a launcher. You must use neutral super 
jump cancel to consistently follow all Hoodlum Launchers 
up with a launcher combo. 


Hoodlum Launcher M is a throw with a similar startup 
animation, with a slight delay before Haggar charges 
forward, The fact that the animations are so similar makes 
it difficult for the opposing player to tell which version you 
are using. 


Hoodlum Launcher H makes this mix-up even more deadly 
because Haggar has the same slight delay as Hoodlum 
Launcher M. However, with this version Haggar jumps forward with an air throw. This makes it difficult for your competitor to tell whether they should jump or stay grounded, because 


either option could lead to Haggar landing a throw into full combo! Hoodlum Launcher 








misses on several crouching characters. If gua 


Flying Piledriver. This is 

a close range command 
Ihrow for Haggar that deals 
amazing damage. Weaker 
versions have mora range, 
but less damage and more 
startup frames. With the 
new ability ta self-OTG 

with his crouching GD, this 
move has become much 
more useful. With the use 
of proper assists, Haggar 
can now convert this highly 
damaging command throw 
inta a full combo! 


Double Lariat This is Haggar's best 
defensive move, because it has a large 
amount of invincibility frames and requires 
the touch of only two buttons, allowing for 
faster input on reaction to attacks. If this 
attack connects, you can easily hit confirm 
by canceling into Rapid Fira Fist. 


However, Doubla Lariat is very unsafe 
if guarded, and this attack completely 
rded or if your adversary is crouching under 


the attack, Haggar can cancel this attack into Final Haggar Buster once his foe leaves 


guardstun, punishing their attempt to punish D 


Haagar has 100,000 of his vitality converted to 
however, Haggar can perform this move when 
dying. 


ouble Lariat. 


red vitality when he performs this move, 
he has less than 100,000 vitality without 


H is also useful for air resets! 


Skyhigh Backdrop: This is 
basically an aerial version 
of Flying Piledriver, with all 
the same range, speed, and 
damage differences. You 
can also convert this attack 
to a full combo thanks to 
Haggar's new crouching 
(2) and the use of assists. 
This attack is useful as an 
air throw that foes cannot 
escape. 


You can also whiff Skyhigh 
Backdrop in midair to halt 
Haggar's air trajectory. This 
can be done as many as 


three limes in the air, substantially increasing his air time. 



















Wild Swing, Haggar's 
main aerial combo ender, 
causing hard knockdown 
state. Wild Swing has the 
unique property of causing 
progressively more damage 
al higher altitudes. You can 
now follow this attack up 
with an OTG crouching ll. 
When this attack 15 used 
with an assist, it can lead to 
an extended combo. 








Hyper Gombos 


Name Command 


SCreen 





Rapid Fire Fist 


Giant Haggar Press 


Final Haggar Buster 
(Level 3 Hyper 
Combo) 





Damage Startup Active Recovery 


4, ac} 270,800- 
|| 414,700 


200,00- 
328,400 


450,000 


Advantage Аймапіаце pies 


on Hit 






س —— 


if Guarded 
| Frames 1-20 invincible, can be mashed for 
extra hits, final hit ground bounces opponent, 
hard knockdown - | 
.DTG-capahle, final hit creates targe explosion 
that has 10 high priority durability points, 
spinning knockdown, hard knockdown, 






Invincible from trames 1-10, throw attack, 
hard knockdown 





Rapid Fire Fist: Rapid Fire Fist is mainly used as a means 
to continue into a combo after a connected Double Lariat. It 
has enough invincibility frames ta be used as a close range 
reversal, as well, 


Mashing inputs before the first hit causes one of three 
“levels” of Rapid Fire Fist. Level 2 Rapid Fire Fist, 
identifiable by Haggar's eye gleaming, can be achieved with 
relatively light mashing, consists of 24 hits, and inflicts 
946.400 damage. The level 3 version requires fairly rapid 
mashing and results in 30 hits and a whopping 381,100 
damage! The level 3 version is identifiable by a red aura 
appearing behind Hag gar. 


Juggling with Rapid Fire Fist anywhere except early ina 
combo likely causes the opposing player to air recover 
before the final hit lands, making Haggar miss and leaving 
him vulnerable to punishment. Mashing for higher levels of 
Rapid Fire Fist during any juggle can potentially cause the 
last hit to miss regardless of when itis done in a combo. 
Although it may not seem intuitive, in juggles, you want 

ta hit Rapid Fire Fist when your opponent is as high as the 
hyper combo allows, so you can ensure that the last hit 
connects. 


Giant Haggar Press: Haggar goes into the air and then 
proceeds to fall toward his adversary. This move deals 
substantially more damage against airborne opponents. 
The last hit of this attack can OTG, so it сап be tacked 

on the end of combos that end in hard knockdown for 
moderate damage, but the real use of this is to cancel this 
OTG hit into a THE for extra damage. 


Haggar does have a way to combo into full damage 

with this hyper combo: super jump canceling an 

launcher attack. Perfonm this tactic by doing the motion 
+ ъ=» 7# GRP). Haggar launches his rival, and 
then hits his foe for full damage on the way down! 


Final Hangar Buster; This 15 Haggar's level 3 hyper 
combo, a grab that inflicts massive damage. Its 8 frame 
startup is rather slow for a hyper combo throw, but it has 
10 frames of invincibility and a significantly long range to 
compensate. You can use this move defensively to blow 
through reckless attacks or hyper combos. 


Now thanks to Haggar's new crouching (Н) OTG., he can 
convert this into a full combo combined with the use of an 
appropriate assist, allowing for even more punishment! 





Haggar can find a spot on nearly any 

team, if only for the fact that he possesses 
one of the best defensive assists in the 
game. Aside from that, Haggar has some 

of the most damage non-meter combos 

and very high vitality, making him a good 
meter builder for a team. However, he has 
difficulties against opponents with strong 
zoning capabilities, especially without the 
use of a strong beam or projectile crossover 
assist. With all this in mind, Haggar is 
usually strongest in the second spot on a team, with a dedicated projectile or beam assist in 
the final spot. This allows him to be used as a defensive assist and helps ease the difficulty 
of using Haggar against zoning adversaries through the use of assists. 


гу ч 
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Haggar—y fs an amazing defensive assist and 
makes Нараг an asset fo any team! 


Haggar needs to be close to his opponent to 
pose any real threat, so you'll need to close 
in on the opposing character. At mid range, 
Haggar's primary method of approaching 
his adversary 15 to jump forward and attack 
with Ty + (D attack, Air Steel Pipe. This 
attack has amazing priority and covers a 
large amount of space, The attack starts 
slightly behind his head and ends ata 
downward angle from his feet; this wide arc 
makes attacking Haggar while he is jumping 
a risky proposition. Normally, this attack 
would be susceptible to quick air throws, but you can option select an air throw by holding 
$4 + (D. If the attack connects, it ground bounces the opposing character, leaving 

you ample time to confirm the hit and continue into a full combo. Furthermore, Haggar's 
crouching (D makes using the ground bounce early less of an issue because you can now 
OTG with the use of an assist to get a large amount of damage. 





Haggar's Air Steel Pipe allack is a dominant attack 
that controls the immediate space in front of Haggar 
datinitively 


Also, if you suspect your opponent may 
jump, you can have Haggar jump and 
instantly use Head Butt to counter your 
oppanant's movement. Similar to the 
strategy for Air Steel Pipe, you can air 
throw option select this with + (D 
This attack is very quick for a heavy attack 
with an 8 frame startup. If it manages to hil 
an airborne adversary as a counterattack, 

it puts the attacker in a special hard 
knockdown state that allows any attack to 
OTG! If it manages to hit as à counterattack on a grounded opponent, it makes the foe dizzy. 
This attack can also work as an instant overhead on some large characters, which can be 
chained into an air Ө to allow Haggar enough time to land and convert into a full combo. 





Haggar s Head Bult is very fast and can be 
devasiating as a counterhit, giving you ample time to 
convert this atiack into a combo, 


Another option is Haggar'sG> + Ф attack, Steel Pipe. Similar to Air Steel Pipe, this 
attack has a wide arc and dominates the space immediately above and in front of Haggar, so 
it has a good chance to beat any close range attacks in these areas. If the attack connects. 
it causes Haggar's opponent to stagger, leaving them in hitstun for an extended period 

of tima. This gives you ample time to confirm the hit and start à combo, such as Violent 

Axe L or Hoodlum Launcher L., Even if the attack is blocked, Haggar is at a massive frame 
advantage at «8. If your opponent doesn't use advancing guard against this attack, it gives 
you a prime opportunity to apply mix-ups afterwards, either with using a Hoodlum М/Н mix- 
up or with dashing it and using Flying Piledriver. 


Anather riskier option is ta use Violent Axe L. It does not have the dominating space 

control of the Steel Pipe attacks, but iL is slightly faster. If it connects, you can juggle witha 
standing @ and continue into a full combo. On block, Haggar is completely safe, recovering 
the same frame as when your competitor has recovered from blockstun. 


If the opposing player is playing very defensively and hesitantly, you can begin to use 
Hoodlum Launcher attacks at mid range. Using Hoodlum Launcher L leaves you ata +4 
frame advantage, allowing you to apply mix-ups if your adversary doesn't use advancing 
guard. Even if your opposition does use advancing guard, Haggar's forward momentum can 
negate at least a portion of the advancing guard, leaving you in a good position to continue 
your offense. Once your rival is focused on blocking, you can use Hoodlum Launcher M 

to land a throw launcher into a big combo. If your foe tries to jump away from Haggar s 
Hoodlum Launcher M, you can start using Hoodlum Launcher Н to punish your rival's jumps 
if you are close enough or if you have the opposing character cornered, 







































Haggar has an exceptionally difficult time against zoning opponents due to his lack of 
mobility or zoning ability. As such, your primary method of combating zoning adversaries 

is to use projectile or beam crossover assists during gaps in your foe's zoning game. Use 
this opportunity to wavedash behind your assists attack to close the distance and start your 
offense with Haggar. Be wary when calling assists against characters who can easily punish 
your assists with a strong fullscreen hyper combo. Another option when calling assists is to 
super jump. Against some characters, this acts to protect your assist from horizontal hyper 
combos by threatening your competitor from above. If they attempt to punish your assist, 
you can land with an attack and punish them with a combo. 


if Haggar lacks the appropriate assist on 
point, or otherwise cannot usa tham at the 
lime for whatever reason, you must attempt 
to close the distance by employing some 
chicanary. If your opponent has several 
gaps while zoning, you can use these gaps 
to wavedash closer ta your target and 

get in as close as possible. Haggar has 
high vitality and can afford to take some 
chip damage while closing the distance. 
Stay patient, and wait for mistakes and 
opportunities to move Haggar in. 





Haggar can put himself into a knockdown siale 
with crouching B) and then roll forward past any 
projectiles or beams! 


If your opponent's zoning game is rather strong and does not present many opportunities to 
move forward, Haggar has a somewhat risky option to quickly close the distance. You can 
use Haggar's crouching Q to put him into a hard knockdown state. Once in this knockdown 
state, Haggar has the same rising options as if your rival had put him into a knockdown 
state. So, after performing crouching f}, vou can hold G^ to roll toward your opponent. 

If your competitor is not expecting this, the opposing character may be vulnerable to à 
counterattack. However, if the opposing player can react to this, you must be ready to guard 
any attacks, but you will at least be closer to your target, 


Once you are able to achieve close range with Haggar, he has soma strong mix-up options 
that all can lead to damaging combos. Any throw from Haggar can potentially lead to a full 
combo. If Haggar is ever at close range, you can always threaten with his Flying Piledriver 
or Final Haggar Buster. If opponents attempt to escape by jumping, you can punish their 
retreat with Hoodlum Launcher H, Skyhigh Back Drap, or air throw. You can also use 
normal attacks with frame advantage or slight disadvantage to set up tick throws with Flying 
Piledriver or his ground throw. All of the mid range tactics work fairly well at close ranga, as 
well. However, you naed ta watch and determine how your rival reacts so you can use the 
appropriate attack to counter the opposing player's actions. 





Haggars Double (атат is a sirang defensive option. 


if an opponent guards or crouches underneath your 
Double Larial, use hyper combo cancels ta land a 
lover 3 hyper combo ог make the allack safe! 
Defensively, Haggar has high vitality, so you may be able to afford a few mistakes. His 
Double Lariat has a huge amount of invincibility frames, and you can use it at the cost of 
100,000 vitality (which is converted to red vitality). If it lands, it can be canceled into Rapid 
Fire Fist or with X-Factor ta convert into a combo. This makes it a great defensive option 
against а very aggressive adversary and can beat almost any basic attack your opponent 
sticks out. Double Lariat is also an excellent way to deal with teleporting characters, as it 
attacks on both sides of Haggar. 


However, you must be careful with this attack because It is very unsafe if guarded. 
Furthermore, this attack completely misses on several characters when they are crouching. 
Luckily, you can use hyper combo cancelling to mitigate this vulnerability somewhat. If an 
opponent crouches under the attack, you can immediately cancel into Final Haggar Buster. 
Competitors will probably not send their character jumping in while Haggar is still spinning 
from the Lariat, causing the throw to connect. If your opponent blocks Double Lariat, you 
must wait until after they leave blockstun to cancel, leaving you only a short window ta 
correctly land Final Haggar Buster. Another option is to cancel Double Lariat into Rapid Fire 
Fist to score some chip damage, then THC into a safe hyper combo. 
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615,300 damage, 122% meter gain 


This is a basic combo for Haggar that utilizes his ground bounce with Air Steel Pipe to relaunch his opponent, resulting in large damage and a gain of 122% meter. It’s important that alter 
the Hoodlum Launcher, you have Haggar super jump straight up and not forwards. If Haggar goes forward, he ends up passing underneath his adversary and missing the attacks. Haggar 
can always land crouching (H) after any hard knockdown, and you can continue combos further with a proper assist. 


I. MR *& © @, DASH, JUMP FORWARD, AIR (D, ©, (9, LAND, ST. © >a т OD 
SUPER JUMP STRAIGHT UP, AIR (D, (ED, t c (B) => + u > > ©, LAND, CR. © 


537,600 damage, 62% meter gain 


This is a solo combo after a to (H) ground bounce, The forward dash may not be required after the ground bounce if Haggar is clase enough. If you have difficulty with the initial dash 
into air (L), T (9) part; you can simply dost. (S) > > f S c instead for slightly less damage. 





uF eo @ORAIRS = ¥ е « & @, CALL ROCKET RACCOON—a, CR. O => > OOS > ees OO SY 
SUPER JUMP STRAIGHT UP, AIR (D, OD, 9, ¥ o @, LAND, + 4% = @Д E> SUPER JUMP STRAIGHT UP, AIR МИО 
ИСЭ ф ъщ > с (Б) Е АКН: (н) 


642,300 damage, 126% meter gain 


With the use of certain assists and Haggars new OTG-capable crouching (H), you can turn any hard knockdown throw into a damaging combo, You'll want to delay your crouching (Н) 
slightly to give the assist enough time to strike after your crouching (H). giving you time to cambo into your = 5? (Н). If doing this after Skyhigh Back Drop or Final Haggar Buster, you 
may have to dash forward slightly while calling your assist, then canceling your dash with crouching 97, 





AIR THROW, LAND, DASH FORWARD, CR. (E) => » > @EA ST. (D. © +4 ч (0) р> 
SUPER JUMP STRAIGHT UP, AIR D, 0, ®, + 9 @, LAND, +4 м e © => SUPER JUMP STRAIGHT UP, AIR ©, ©, 
4 0m $ u> 2 ©, LAND, CALL ROCKET ВАССООМ—о, CR. O ==> > o O, Op m V we m 


X-Factor level 1, 1,0777,000 damage, 72% meter gain 


Normal throws scala down the damage of combos following them significantly, making this a prime time to use X-Factor to limit the amount of scaling on your follow-up combo. Make 
sure you X-Factor cancel immediately alter the OTG crouching (Н) hits and then immediately follow up with the standing (5) Alter ihe a л (S), call Rocket Haccoon—tx and 
slightly delay your crouching (H) sp that the second hit from the assist prevents the ground bounce, allowing you to connect the B) Super jump cancel the Ө, ише» V w > A 
command to allow you to hit with the full damage of Giant Haggar Press. Without the second OTG follow-up, the combo causes 717,900 damage and has a 13975 meter gain. 





Өс @=> 44> о @®, >» & ©=> SUPER JUMP STRAIGHT UP, AIR O, ©, 4 2 (9 e^ 
bw о ©, LAND, CALL ROCKET RACCOON—o, CR. O => eo ( к> в wo (Des ey aa 


667,500 damage, 128% meter loss 


This ig a heavy damage combo off a Double Lariat. To make sure your rival does not alr recover before the [ast hit, cancel Double Lariat with Rapid Fire Fists right as the toe begins to fall 
toward the ground. Don't mash for a higher level Rapid Fire Fist. After the last Hoodlum Launcher L, you must Super jump cancel to get Giant Haggar Press to connect by inputting the 
motion => $ w > A c inim 


ADVAN GEORAGHIES 


ОТИ LANGE? A peara 


You can force an adversary into a difficult situation 
by purposely allowing them to air recover while 
near the ground, especially in the corner. This 

was somewhat difficult for Haggar to perform in 
Marvel vs. Capcom 3, but with the addition of his 
OTG-capable crouching O, this setup has become 


much deadlier. 


After a combo that ends with hard knockdown, 

call an assist and then press cr. @ ==> o> + : 

Ф =» М ao is ©. Your d E r4 You can intentional leave a combo tn finished while near ihe ground so Наддаг Double Laria! can beat most attacks and crossover assists 
recovers shortly after being hit by your Violent Axe jr your opponent alr recavers, allowing you to use Hoodlum Launcher 

L. If your opponent air recovers neutral or back, Ho begin a new comba! If an adversary becomes predictable in their attack 
you can then grab them out of the air with Hoodlum Launcher Н. If the foe air recovers forward, you can patterns, teams with Haggar on them can take 
jump and grab them with Skyhigh Back Drop or air throw. However, be wary using these resets against advantage of this and inflict massive damage. 
opposing characters with invincible air attacks, such as Sentinel's Hard Drive! 





COMBO APPENDIX 


GENERAL EXECUTION TIPS 


When juggling Rapid Fire Fist after Double Lariat, try to hil your Opponent with Rapid Fire Fist as high as possible 
Super jump cancel launchers to get full damage on Hangar Body Press with the command > $ u >л с УШ 
Always super jump straight up after Hoodlum launchers and hit with air © as soon as possible 


AIR & © (9), DASH, JUMP FORWARD, AIR OD, @,@), LAND, ST. 0 => > фм С (L)e=t> SUPER JUMP STRAIGHT UP, 
AR@,@,4 >@=> ¥ «> 2 ©, LAND, CALL ROCKET RACCOON—a«, CR. (E) => > 2 Qe е рм os 
SUPER JUMP STRAIGHT UP, AIR O, O, Ф о (> ¥ û > 2 (S), LAND, CR. (f) 


Noles ПЕШЕР: 
Using an assist to get full 687,200 damage, 137% meter gain 


COUNTERHIT AIR Ф © (Н), LAND, 0, > 2 @, ¥ a > с (0), ST. ©. @ => > ¥ u c (Dec SUPER JUMP STRAIGHT UP, 
ARO, O, O, ¥ o O, LAND, > щ с Dee SUPER JUMP STRAIGHT UP, AIR (D, (E), t o Oc Fue © ©), LAND, CR. H) 


Noles i | Damage | 
| 530,000 damage, 125% meter gain 


COUNTERHIT AIR Ф © (9), LAND, & u о (D, ST. (0), © => +} м c GS SUPER JUMP STRAIGHT UP, AIRT, O, (B), + (Н), 
LAND, > ¥ u (0) ==> SUPER JUMP STRAIGHT UP, AIR O, ©. 4 & ОС + «+> cO (S), LAND, CR. (B) 














damage even when starting combo with ground bounce 


Counterhit Head Bull against grounded opponent 





Notes Ў ‘ METETE 
Counterhit Head Butt against airborne competitor 






- 507. 300 damage, 110% meter gain 
Sw ar o ED, CALL ROCKET RACCOON—«, CR. O ext» + o (9) > > F E ae SUPER JUMP STRAIGHT UP, 
ARO, D, O, ¥ = O, LAND, > щ 2 D> SUPER JUMP STRAIGHT UP. AIR MAMIE oO > yu 26. LAND, CR. ©) 


LE Damage 
3 hyper combo follow up (745.700 damage, 200% meter 1055 







GROUND THROW (MASH ®), CALL ROCKET RACCOON—a. СВ. (Н) к=} > + 5 (MER > # щ © => SUPER JUMP STRAIGHT UP, 
ARD, OD, O, ¥ © ®, LAND, > ¥ u 2 (0) => SUPER JUMP STRAIGHT UP. ARO, 0,4 o (Hes yu > ҸӘ? LAND, CR. (H) 


Noles Damage 
Call assist while Haggar is throwing his rival to the ground 387,400 damage, 110% meter gain 


COUNTERHIT AIR Ф = (Н), LAND, ST. O, => (Н) кш фа 2 (D, ST.(D, D Es -- o i (L) Et SUPER JUMP STRAIGHT UP, AIR IMS 
(0,4 c (Bm фа ©), LAND, CALL ROCKET RACCOON—c, CR. (Н) кж > + à (НЮ 5 - os a (L) => SUPER JUMP STRAIGHT 
UP, AIR O, O, Ф «> OS # щ >» & ©, LAND, CALL WESKER— —p, CR. (Н) ва =» o (H)ER +44 O CU HOT 


Noies - PELENE | 
Double assist usage combo with super jump canceled hyper combo ender | 91 2.000 damage, 66% meter gain 


© ® @ K4 ST. O, © ==> SUPER JUMP FORWARD. AIR © D. ®, + = ®, LAND, ST. ©, © => SUPER JUMP FORWARD, 
ARU, O, 4 © (0), ©, LAND, CALL ROCKET RACCOON—o, CR. => > cA (S) exc» > $ щ > a EA 


Notes | Damage E e 
Double Lariat punish against two opposing characters | 1,118,500 damage, 76% meter gain 
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ALTERNATE COSTUMES — Overview 













Leve 3 (1 teammate remaining) 





When using Hsien-Ko, your goal is ta keep your opponent at bay. Why is the goal to keep 
your adversary away? 


Repeated use of Henkyo Ki can often seem like an impenetrable 
Wall, keeping the opposing character at bay. Henkyo Ki H stops 


virtually all projectiles, shutting down most characters’ long 
range game 


Hsien-Ko is vary slow, making it difficult to mount an offense with her. How can you keep 
your competition at bay with Hsien-Ko? 


Stop ground advances cold with Henkyo Ki H, Standing М 
standing (F), and Anki-Hou L 


Use Anki-Hou M and > © (Н) when opposing characters approach 
from the air 


Tag opponents directly above Hsien-Ko's head with Anki-How H 


Та SINGE ( Уа! es 


Hsien-Ko can now jump cancel Rantetsu and ЕД strengthening not only her cam 
Ihe utility of those attacks. New items have heen added lu. ‘Anki-Hou, (as Wl CN. ë 
Rantetsu (с> + (v)) 15 now jump-cancelable - 


Edaga (57 + (D) is now jump- -cancelable s. 
Tenrai Ha can now be mashed for additional damage 
Anki-Hou new items: 


Oil drum (70,000 damage) 1 low priority durability point | a UE 
Chunk of meat (70,000 damage, stagger) 1 low priority sua pt 
Cat doll (70,000 damage) 1 low priority durability point - 


Servbot snowman (70,000 damage, freeze visual effect) 4 low tory * By 
durability point | fi prs 


Chris’ stun rod (70,000 damage, causes stagger and inining d 
priority durability point 


Samurai doll (70,000 damage, causes s stagger н y noir 
Reduced startup of cr.) and decreased active. frames . р 

Jump attacks now cause the enemy to float 155. ried А 

Rantetsu can chain combo into Ednga — | 

Increased untechable time from Edoga 
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ET causes a hárd knockdown when used ina launcher combo (this is sometimes called flying screen), When used outside of a launcher combo, air) behaves mostly like another 


‘Screen Command ШЕ ВЕ 








E Special Attacks—Flying Screen and. lir Exchange 


basic attack, Air exchange attacks, performed by inputting а direction plus (S). are only possible during a. launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 
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Hc so == om 


auses hard knockdown if used in launcher combo 
/ [ ird + ©) (during — КШ | 40 | 2 aoe ШШЕ al while lofting opponent upward 
ед AG пс + Ө 50.000 ар | 1 ags in next available ally while causing wall bounce, 
ы | (during launcher combo] | E ins | hyper meter bar trom 106 


Г 4 


ү Т hrows are or snagging passive or blacking Opponents, ‘Since throws are active o quickly, you can also use them to preemptively toss opposing characters out of е offense. Combos 
н we usually ШЕШ: after throws, one у ‘or another. 






ir 1 + Tags in next available ally while causing ground bounce, | 


_ Command mmm 


. Command attacks resemble basic attacks but have different chaining and canceling properties, It's usually possible to chain intoa comma nd attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 
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Hyper Combo | IM | uM 
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Em. has à low durability points, reflects 


г |е вень pem rn oom 
ЫШ} Ao В| ! SOM m EXE other projectiles, disappears after 60 frames 


| Bonsai tree and gold star stun for 120 frames, 
Hsien-Ko—^y | Chireilou Anki-Hou M DOO enn ean bombs cause hard knockdown, stun rod and | 
; samurai doll cause stagger, projectile has 1 low | 

i priority durability point = 
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Hsien-Ko's assists are somewhat varied in thelr use, but one assist clearly stands above the rest. Use Hsign-Ko—Qt Senpu Bu to place your opponent iria huge amount of Budrdstur 
to both supplement offense and start combos. While normally Senpu Bu makes for a slightly better than average crossover assist, when combined with the Hyper Armor properties of З 
Rimoukon it becomes an unstoppable force. Use it basically whenever Hsien-Ko is near her adversary to both hit the foe out of their offense and ensure that they йо not press any ое 
tons while on defense! Rimoukon with the Senpu Bu assist can be reason enough to place Hsien-Ko on your team! 








Hsien-Ko—D as а crossover assist is not as useful as it is on point because Hsien-Ka appears behind the point character. This limits its usefulness as a projectile. reflector, 
Hsien-Ko—^y Anki-Hou is a useful assist if your team requires long range support because it travels the entirety of the screen horizontally. 
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On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assis calls or tag ‘ols are also locked | 
out ior 4 seconds | 














Screen Name Command His Damage MEET” ШЕШШ 


Ну version is an overhead attack, Bonsai iree and 
gold star stun for 120 frames, cause special hard 

| knockdown on airborne opponent in which all moves 
аге OTG-capable. Bombs cause hard knockdown, inflict 


80,000 damage and can be bounced around by attacks 
| from either player. Stun Rod and Samurai Statue cause 
stagger. All projectiles have 1 durability point 


Senpu Bu | | 
E 102,300- | $ 
L(inair | | 162400 | 20 > 35-70 HE Press B. repeatedly for additional hits 


Press QV) repeatedly for additional hits 


130,200- 40-80 


178,900 
142,100~ | 1600- 
185,900 | 2600 


Press @) repeatedly for additional hits 





Projectile has 5 low priority durability points, reflects 
other low priority projectiles, disappears aller 10 
irames 


| Projectile has. 5 low priority. durability points, reflects 

0 other low priority projectiles, disappears alter 60 

2 | frames _ 

Projectile has 5 low priority durability points, reflects 

: | | other low priority projectiles, disappears alter 120 | 

ramas | 

‘Projectile has Slow priority durability points, reflects | 

other low priority projectiles, disappears after 10 
frames — — 
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Projectile has 5 low priority durability points, reflects 
other low priority projectiles, disappears after 60 
frames 
Projectile has 5 low priority durability points, reflects | 
other low priority projectiles, disappears after 120 
frames ee Sh 


Throw, hard knockdown 


Throw, hard knockdown 


Houten 
Geki M ( 3 ‹ 25621 
К Throw, hard knockdown 


Anki-How Hsien-Ko hurls a seemingly random item to damage enemies, The game cycles through all of her available items every frame, 
making it theoretically possible (but extremely unlikely) to control the item that Hsien-Ko throws. These items include: 













































МІН 





Standard items: Bombs: Special items: | 
Axe Cat doll Bomh (nine seconds) Snowman yaa 0 ET 
Kunai Sword Bomb (six seconds) Chris’ stun rod =J 
Yashichi Chunk of Bomb (three seconds) Samurai doll i | 
Chun-Li's meat Bonsai tree Cu 
hracelet Dil drum Star 
Shuriken 


Note that the oil drum is actually placed immediately before the snowman in the list of items; it does not have any special properties and was placed in the list of "standard items” for clarity. 


The standard items listed have no special properties and act as regular projectiles, The bombs do not hit upon release; the timer on the bomb determines when the bomb explodes. 
Attacks from both Hsien-Ko and her opponent can send the bomb away, so it’s possible for a bomb to explode in a different area than where it was initially thrown. With some foresight, 
you can capitalize an bomb explosions with a combo. If you see the opposing character near a bomb that is ready to explode, be ready with an attack! Keep in mind that the bomb 
explosion affects enemies only, so you don't have to worry about self-inflicted damage. 


The snowman, samurai doll, and stun rod cause a greater amount of hitstun than the normal items. If you connect standing O into one of these versions of Anki-Hou L, your adversary 
is stunned long enough for another standing @. 


The best items from Anki-Hou are definitely the bonsai tree and the star. If either of these items hits a standing opponent, they are put іп a dizzy state for a brief period of time. At long 
range, the opposing character is too far for you to land a full combo, limiting your options to simply throwing another item. However, you can fully capitalize on a dizzy opponent when 
the bonsai tree or star hits at closer ranges. 


But don't rely on these items for combos, since it is essentially impossible to determine which item will be thrown when Anki-Hou is performed. Rather, it is important to quickly 
recognize which item Hsien-Ko throws as soon as possible, so the proper follow-up can be performed. Expecting an oil drum and getting a bonsai tree instead can throw off your combo. 
Expecting a regular Anki-Hou L attack and getting a bomb can throw you off too! Therefore, learning which items behave in what ways and using the visual cue to quickly recognize the 
item can strongly improve your success with this attack. 


Anki-Hou L boasts maximum horizontal distance, making it Hsien-Ko's farthest-reaching attack. Use it to harass foes from mid to long range. Anki-Hou M fires at a medium arc, making 
it perfect for attacking targets that are approaching from the air. Anki-Hou Н tosses items straight up, which can hit opponents who are trying to attack Hsien-Ko fram directly above. If 
the thrown item does not make contact with anything on the way up, it comes straight down in front of Hsien-Ko, hitting on the way down. Anki-Hou H is different in that it behaves as an 
overhead and must be blocked high. Given this, you can use it as an instant overhead on larger characters if the opposing character is right next to Hsien-Ko, Follow this with Chireitou or 
Tenrai Ha, or even X-Factor cancel into a combo! 





Senpi Bu: Henkyo Howlen 
Senpu Bu is Ki. This Gekr While 
Hsien-Ko's is Hsien- Hsian-Ko 
primary Ko's most players 
way to stari important won't find 
an offense, attack. many op- 
The button Непкуо portunities 
used deter- Ki fires to use this 
mines the a slow- attack, its 
number of moving damage 
hits of the swing as well as the horizontal arc of the attack, projectile from the gong, which stays on the screen for potential makes up for it. Since Houten Geki causes a hard 
with Senpu Bu Н reaching the farthest. If connected, Senpu а long period of time. Henkyo Ki Н can be fired quickly knockdown, you can easily perform Tenrai Ha afterwards 
Bu can be followed up with falling air O or @. On guard, enough consecutively to have up to three on the screen for additional damage. 
au Bu puts Hsien-Ko in the perfect position to continue at once, effectively controlling the space rangni tren The startup and range of Houten Geki vary depending on 
er assault, You can also mash the same button used to character lengths in front of her. When you use this move | ia 
: ОЙ : EX Mur S -- A he button used. Houten Geki L has the slowest startup but 
activate Senpu Bu for extra damage іп the form of an added іл conjunction with standing © andc» + O, opposing а say 
swing backward players must find another way to move in on Hsien-Ko He s decns ШЕ da © varion: Ui ИГҮ. 
wc ae ; : since the space in front of her will only be cleared by a Houten Bo. Nas a significant amount ch range mating 
What is unique about Senpu Bu is that it completely ignores Un, h ° it ideal to use after the opposing character quards a short 
advancing guard. If Hsien-Ko merely touches her adversary ا‎ string of attacks. 
with the Senpu Bu, they are unable to push her away, The projectiles from the gong act as reflectors, sending 
making it an excellent pressure tool, Senpu Bu recovers any normal projectiles back at their originators. Gertain 
in the air, making it possible to follow up with aerial basic projectiles, including beam-type attacks, are not reflected 
altacks, Senpu Bu, Henkyo Ki, or a crossover assist. but instead are fully nullified by Henkyo Ki. This attack 


alone tilts long range firefights in Hsien-Ko's favor, forcing 
competitors to try another method of attack. 
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| Hits Damage Startup Active Recovery Advantage Advantage 


| ji SLM | _ onHit ifGuarded Notes i 
60,000- 1 OTG-capable, knocks down, each projectile has 1 high 
35,000 


priority durability point 


First hit is OTG-capable and an overhead attack, 
Seo eee 


ground bounces the opponent, leaves the target in hard 
knockdown . Each projectile is OTG-capable, leaves the 
opponent in hard knockdown, and has 1 high priority 

r y,  Tenrai Ha: Tenrai Ha sends spiked balls 

b E — down directly in front of Hsien-Ko, leaving 

| |. her rival in a hard knockdown state; Since 


durabililypoint — — \ 
Hsien-Ko gains Hyper Armor status for 300 frames 
the range of this hyper combo is limited to 
one spot, it is better to use than Chireitou 
when anding combos in the corner. If 
| timed correctly, you can follow up Tenrai 
Ha with Chireitou or even another Tenrai 
Ha, so long as it is canceled from Непкус 
Ki to prevent your opponent from ground 
1 bouncing. When used in this way, you can 
add as many Tenrai Ha hyper combos into x : T 
a combo as you like! This attack is considered an overhead and must be blocked high. 
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Rimoukon: Rimoukon gives Hsien-Ko Hyper Armor far a six- second duration. Upon activation, Hsien-Ko is impervious to hitstun, letting 
| her walk through most attacks unphased! While Hsien-Ko still takes damage in this mode, she retains the ability to guard attacks. Think 

Li Golossus's power-up hyper from Mv62, Opponents have no choice but to flee, since their attacks are easily countered while Rimoukon is 
xr Tn effect. 


The properties of Rimoukon also carry over to Hslen-Ko as а crossover assist! When summoned, Hsien-Ko performs her crossover 
assist and can only ba stopped if she is knocked out. Senpu Bu and Henkyo Ki are especially useful when augmented with Rimoukon, 
Interrupting any incoming attacks without fail. Don't become too predictable with this tactic, however; because of the lack of hitstun, 
certain hyper combos end up dealing unscaled damage to Hsien-Ko since the hits won't register as combo hits. Effective ways to get 
Hslen-Ka to the sidelines with Rimoukon include a THG to a safe hyper combo upon activation, or covering a tag with Henkyo КЇН. 
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Battle Plan 


Hsien-Ko's strengths lie in her keep-away game. At mid to long range, Hsien-Ko can 
effectively keep her adversary away with a combination of basic attacks and special moves 
in conjunction with crossover assists, While this won't inflict large amounts of damage, you 
can capitalize on the opposing player's frustration while they are dealing with an obstacle 
course-like defense—this can cause them to make foolish mistakes. 


You can easily control the ground with Hsien-Ko just by continually using Henkyo Ki H. 
Not only do your opponent's long range options become limited to nullified, but a ground 
approach gets cut off, as well. If your opposition is content with staying at maximum 
distance from Hsien-Ko, you can use Anki-Hou L with a long range crossover assist to 
keep the pace of the battle under control. Once enemies attempt to attack from the skies, 
тр Hsien-Ka can hold them off with Anki-Hou 
M. When competitors finally reach al least 
midscreen, vou can deploy Hsien-Ka's 
farther-reaching melee attacks (such as 
standing ©, + (D and (vp jc 
Cancel these attacks into more Henkyo Ki 
Н to push your rival back to where they 
started. If you're persistent about using 
Henkyo Ki repeatedly, even if your rival 
jumps over a Henkyo Ki, they'll likely still 
land on top of the slow-moving projectile, 





"Wall of Henyo А?” will siop oponents in heir 
iracks, 

Be wary of characters with extra mobility 
options, such as teleports or airdashes. If you become too complacent in your frontal 
defenses, a teleporting character can teleport behind Hsien-Ko and start а maximum damage 
combo. Thus, the best time to watch for teleports is when Henkyo Ki projectiles are on 
screen. Crouching is fast enough to punish any ill-timed telaports. 


Against airdashers, the (М) and © versions of Anki-Hou are very useful because they cut 
off the angles from which airdashers approach. However, they are most effective when 
used preemptively. If airdashing opponents are approaching from a 45-dagree angle, try 
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e Ko's forward dash тя differently than other dashes іп the 
game, mostly because it is more like a teleport than a dash. During the 
first 15 frames of the dash, Hsien-Ko does not actually move forward 

and is vulnerable to attack, though the move is still cancelable like any 
other dash. During the next 15 frames of the dash, Hsian-Ko disappears, 
becoming both invisible and invincible. If her fae is close enough, Hsien- 
Ko teleports to the other side for a cross-up. Because of ils short traveling 
distance and vulnerability, the forward dash is best used as a mix-up tool. 
By first pinning down enemies with a crossover assist, you can create 

a tricky cross-up opportunity using the dash. You can also employ the 
technique against incoming characters after a К.П. 


Ne ДЇЎ 


Hsien-Ko's aerial mobility is effective in situations where Hsien-Ko needs 
to run away. While she does specialize in defense, it can be extremely 
difficult lor Hsien-Ko players to defend against a blazing fast level 3 
X-Factor anchor! To gel away, you can super jump to the top of the screen 
and stay al a high altitude by performing aerial Henkyo Ki and Senpu Bu 
multiple times. Senpu Bu in particular is great for wasting time because 
of the duration of the swing; make sure to mash the buttons during the 
Senpu Bu for double the swing time! Combine this with her airdash, and 
she can stall her opponent for a long period of time. Hsien-Ko can only 
perform three special moves in the air, so plan your escape carefully. 





utilizing a Henkyo Ki "wall" by jumping and performing an aerial Henkyo Ki H, then landing 
and performing another Henkyo Ki H, blocking a substantial area of approach. You can usa 
Edoga to stop enemies at this angle, as well. If the attack is blocked, cancel into a Henkyo Ki 
H. If it hits, jump cancel into a combo. 


Hsien-Ko's airdash can be used as a means to both anproach and escape, even though it 
is slawer than most other airdashes in the game. You are also unable to guard during the 
entire duration of the airdash. To mitigate these weaknesses, use a defensive crossover 
assist such as Ghost Rider—[S to cover a backwards airdash retreat, or a long range 
crossover assist such as Sentinel—c to help with a forward airdash approach. 


If the battle manages to reach Hsien-Ko's 
immediate proximity, you have several up- 
close options to utilize. Both standing and 
crouching (9 are moderately fast and can 
be used as pokes to start a combo. If you 
want to create distance between Hsien-Ko 
and her competitor, you can perform a short 
combo (such as standing о. ) 
while simultaneously calling a crossover 
assist and ending with several gongs of 
Henkyo Ki. This creates sufficient space to 
continue keeping your opponent at bay. 





A quanded Бал Bu gives you subsiantial footing 
agains! foes. 


Square jumping is another weapon at Hsien-Ko's disposal. Because of its slow speed, Hsien- 
Ko's airdash is better used as a means to attack rather than for its mobility. You can initiate 
а jump, quickly perform an airdash on the way up, and then immediately attack far a square 
jump attack that must be blocked high. At close range, square jumping with airy, © is 
most effeclive, while square jumping with air is best used when you need an attack that 
reaches farther. You can also utilize this technique to deal with opposing characters coming 
in with a low attack, since their attack is then easily dodged and countered. Mixing square 
jumps with crouching keeps your competitors on their toes when it comes to their 
blocking skills. 


UT DTT 


Even though Hsien-Ka isn't the strongest 
character on point, she can complement any 
team with the tools she offers while on the 
sidelines. Her most notable contribution 

to a team is her Senpu Bu crossover assist 
with Rimoukon activated. Other characters 
with strong offensive tools often find Hsien- 
Ko to be invaluable as a crossover assist 
because Senpu Bu is fairly easy to follow up 
wilh a combo, leading to big damage that 
Hsien-Ka is unable to deal an her own. 


Having Hsien-Ko оп the (ват also helps a team's crossover combination significantly 
since both of her offensive hyper combos аге OTG-capable. Any teammate can easily 
perform a generic combo—launcher into air, 
combination for big damage. This technique is more effective when used with characters 
that use particularly strong hyper combos during crossover combinations, such as 
Spencer's Bionic Arm or Dormammu's Chaotic Flame. 


It Hsien-Ko's teammates have power-up hypers that recover quickly, Hsien-Ko can 
perform unguardable setups with them! At close range perform Tenrai Ha, then quickly 
THC to a power-up hyper such as Zero's Sougenmu ог Arthur's Golden Armor. While 
the spiked balls are falling, strike the opposing character with a low-hitting attack. 
Since Tenrai Ha acts as an overhead, this setup is impossible to guard because your 
adversary is being assaulted both high and law simultaneously. 





Having Hsien-Ko on your team makes your crossover 
combination OTG capable! 


, land, then crossover 


"Before performing an OTG with Tenrai Ha, walking or dashing can help you get into position for maximum damage. 


When linking multiple Tenrai Ha, be sure to wait until the Tenrai Ha is completely finished before performing Henkyo Ki canceled into 
Тепгаї Ha. Doing this too early can result in an accidental THC. 


‘BACK THROW, <> + ©, JUMP, АВО, ®, Ф (2 HITS), LAND, ST. (9), ©, SUPER JUMP, AIR ®, @, ©, ©, LAND, Û /2«3 + ФФ OTG 


Damage 





damage, 42% meter loss‏ 422.200 يڪ يڪ ي 
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Damage 


357,00 damage, 81% meter loss “AP 


Damage 


< puas —— ~ 568,400 damage, 20% meter loss 
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REALNAME OCCUPATION 


Morrigan Aenstand Head af the Aensiand 


House 
ABILITIES, 


The large wings on her back can transform into — 
tools, such as a jet booster, large sickle, drill, etc., 
as needed. She is also able to drain her opponent's 
energy, and create clones of herself. | 


in addition to powerful magic, she сал alsa TIT hier 
Wings, which are comprised of 3 collection ul hats. 


PROFILE 


She is 3 SuECUbUS, а demonic creature able to seduce 

теп. She is well-known fur her voluptuous figure and 

her titillating clothing. Although she ig the head of the 
Aensiand House, one of the three majar houses of the 

demon world, she often abandons her iul E N to ga | 
look for excitement. E 


WES —. W 


Darkstalkers [1984] 


POWER GRID 


CB INTELLIGENCE 





2 STRENGTH n EB NR NR RN NA. 


| 3 SPEED UMRA 





D ENERGY PROJECTION ee eee ee ee 
4 FIGHTING ABILITY ee ОА АНА | 


“This is biographical, and does not represent an evaluation of the j 
in-game combat potential of this hero. 
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ALTERNATE COSTUMES ze pay qa 


Vitality 
Chain Combo Archetype 


= = a < 










X-Factor Boost И ЦЕ т | Speed 
Level 1 (3 teammates remaining) 
Level 2 (2 teammates remaining) 


| Level 3 (1 teammate remaining} 


Morrigan 15 an unusual, high-execution character, not because she has exacting combos like 
Dante or C. Viper, but because merely moving around with her properly takes some getting 

` used to. Morrigan's purpose is to attack her opponent from tê alr at mid range. This goal is 
nat-so-subtly forced upon ter by design. 


She lacks a conventional dash, and she instead rockets forward 
or backward off the around if you input a ground dash command. 
There's no such thing as dash-in crouching .L/ for Morrigan! (See 
Advanced Tactics for her closest equivalent) 


She has three different types of airdashes: a lateral airdash of 
Variable duration (release the input to end the airdash; continue 
holding the input to rocket all the way to one side or the other) 
and “parabola” airdashes both upward and downward 


Morrigan has a unique version of flight: unlike any other 
character, you can use the activation and deactivation of flight to 
cancel special moves when playing Morrigan! 


In addition to all her options for air mobility, Morrigan is Шр with 
fantastic aerial attacks for both a direct attack and cross-up antics 


So, how does a Morrigan player go about assailing the opposition from up above? 


Using Soul Fists and air Soul Fists as a baseline to keep 
adversaries away and provoke reactions, and to set up positioning 
and provide cover for Morrigan’s direct attacks 


Following up assists and fly-canceled Soul Fists with airdash 
tricks and air attacks 


Mixing in low attacks. low-hitting assists, and Vector Drain grabs where 
possible to give Morrigan s constant overhead threat mare teeth 


When a hyper meter surplus is available, keeping Astral Vision 


active to double up Morrigan's attacks and projectiles 


| Morrigan also serves the seemingly DUE e UE roles of both hyper meter battery and 
| hyper meter user, at kind of the same time. Morrigan works as а battery because: 


Mortigan—* is her recommended assist type. This mater-building 
assist is significantly faster than Amaterasu's or Frank West's; 
calling Morrigan assist allows her teammates to build hyper meter 
with very little effort, since all you have to worry about is keeping 
Morrigan safe or calling her where she’s unlikely to be hit | 
Her new ў ж = © (5) Soul Drain fireball siphons hyper meter 
har away from the target, with double the potential meter payoff 
during Astral Vision 


You can extend Morrigan's combos far some time, building decent 

hyper meter if you hold off on using Morrigan's own hyper combos 
However, you can састу make Morrigan use up any and all of the hyper meter she happens 
to build for a taam; she is much more effective as a point character if you ага willing to 
spand meter. Her hyper combos all have useful applications both for momentum and 
combos, but the price of admission is steep. Since Morrigan can eat meter as readily as 
she car produce il, and since picking her almost certainly means giving up a conventional 
assist, Morrigan-teams Work best when they are built with her in mind rather than just 
Cropping her next о мо other characters: | 
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TUNING SINCE ORIGINAL MICS 


Unlike most flight characters, Morrigan’s flight 15 actually improved. Faster flight startup leads to faster 
overheads, new and easier links after flight, and quicker flight-canceled specials, while slightly increased flight 
duration allows Morrigan to hover in the air with airdashes and Soul Fists just a tad longer. These changes only 
| pour тоге cement оп Morrigan’s unique flight foundation. The addition of Soul Drain, а meter-draining version of 
| Soul Fist, also adds more depth to Morrigan’s frequent de facto role of battery. 


| Weetor Drain now causes a longer hard knockdown, which allows for Morrigan to OTG by herself with immediate 
| Shadow Servant. This is a significant upgrade from original MvC3, where she was reliant either on assists or 
| crossover combinations as Morrigan—cx to score damage off her unbreakable throw, 


Darkness Illusion and Finishing Shower are now counted just like other special moves while Morrigan is airborne, 
so it is now impossible for her to loop Shadow Blade to hyper combo repeatedly in corner air combos. 


New move: Soul Drain ў W > © 

Vector Drain command throw and normal throws cause longer hard knockdown 

Soul Fist damage and hitstun increased 

Priority increased on air @ and air &) 

ЖИЕ DES Tu Longer flight duration (111 Irames, from 106 frames) 

‘ KEE MEETS WES Faster flight startup (11 frames, from 15 frames) 

| Finishing Shower missiles travel faster, Finishing Shower can be mashed for additional hits 


Finishing Shower and Darkness Illusion now subject to three special moves рег 
l airborne period restriction 
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Advantage Advantage if 


god | Screen Command Hits Damage MeterGain Startup Active Recovery on Hit Guarded Notes 








Air Special Attacks—Flying Screen and Air Exchange 


(ТЕС), causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting а direction plus (8), are only possible during a launcher combo. Exchange hits Initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


screen Command Hits Damage ie Startup Active Со spelt ы: Notes 


Causes hard knockdown tf used in launcher 


0 an 
89.900 combo 


Until. [Tags in next available ally while causing wall 

grounded bounce, erases 1 hyper meter bar from foe 
Until Tags in next available ally while causing ground 
Airy + Ө (during launcher combo) ا‎ 00 grounded | bounce, generates 1 hyper meter bar 


39,000 


PETS Until Tags in nex available айу while toting = 





Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inta а command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


! w, Meter Advantage Advantage if 
screen Мате Command Hits Damage ` Gain Starlup Activa Recovery on Hit Guarded Notes 


Slat >+@ |i 70,000 б 22 Staggers opponent on counterhit 
af = 2 
i 70,000 ١ Jump-cancelable, knocks down 
| Crescendo mek O ; | ip- , KNOCKS GOV 





[ "HR 


Throws are for snagging passive or blocking opponents. Since throws аге active so quickly, you can also use them to preemptivaly.toss opposing characters out of their offense. Combos 
are usually possible after throws, one way ar another. 


screen Command Hils EEE Meter Gain иг Active Notes 
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As a Partner—Crossover Assists 


Crossover Recovery Recover 
Screen Type Combination | Description Hits Damage e баш Startup Active (this crossover (ег. Notes 


Hyper Combo assist) partner) 


Shadow 
ay Shadow Servan 
а те кч" Li 


2 унш тит К == | 70,000. | 


ITEMS — 


Most “uppercut” type assists are not quite what they were in їп Myce assists are Eton not a critical defensive measure (in fact, calling assists on defense is a great way to lose two 
characters at once if you don't black flawlessly). Morrigan—«x is no different: while it might perhaps be used against someone airborne and above your point character or in particular 
combos, it doesnt really fill ауа! niche on its own. It grants Shadow Servant in crossover combinations, which was important in original MvC3 since it allowed for team combos after 
Vector Drain: Now, since the hyper combo version of Shadow Servant can do that on its own, that use for this assist has disappeared, Still, Morrigan—4 remains somewhat noteworthy 

ав опе ої the few invincible crossover counters. The first four activa frames of the uppercut are invincible when you counter Morrigan in! If your challanger is close enough and vulnerable 
during those frames, they willbe hit and carried into the sky with Shadow Blade. As with normal Shadow Blade, you can cancel the counter version into either flight (whether to по for an air 
combo on hit, or make Morrigan safer If the counter whiffs), or into Finishing Shower or Darkness Illusion for a hyper combo finisher. 


Morrigan— [D fires a Soul Fist projectile; you can use this similarly to other projectile assists, but the relatively low durability means that most beam and zoning characters can brush Soul 
Fist aside without much effort. 


In the end, it’s easy to recommend Morrigan—y, one of only three meter: building assists in UMvG3. Amaterasu and Frank West also have assists that build up the hyper meter, but those 
meter assists are slower and consequently less safe than Marrigan's (during a meter assist the character just jumps out, poses, and then they leave: the shorter this takes, the better, 
obviously). Also, both Amaterasu and Frank West have other assists that are probably more useful to their team, whereas Morrigan's other assists are underwhelming anyway, and having 
the fastest meter assist is an irreplaceable, exclusive trait, 


onap Back 
Advantage Advantage 


screen Command Hits Damage MeterGain Startup Active Recovery on Hit if Guarded 


| и 300 - (-1 hyper 
ELS == 
(s loss om |r|mm М о [e| m | — [m | 


М№оїеѕ 
On hit, snap back forces the oppasing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
| oul for 4 seconds 
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Sereen, Nane Command Hits PW menr Startup Active Recovery ШИШ Advantage Noles 


livates fight mode far 111 frames, may 
Flight + Activa 
Ваа Улов „сс. cancel any special move into flight 


Soul Soul Fist АТК ыи -16 Projectile has 5 low priority durability points 
Air Soul | 
Fist L 
Air Soul 
Fist M 


Projectile has 5 low priority durability points 
Projectile has 5 low priority durability points 


Projectile has 5 low priority durability points 


зуе = | | EX | Projectile has 5 tow priority durability points, 
ТЫ ОК | 85000 | 3000 pg steals 30% (3000 points) of meter from 
ЁЁ | : adversary = 


| Sa nil i 
Shadow Blade grounded, 11 
L {in air OK) 80,000 640 i frames ground Knocks down 
2 : | | Ii: recovery 


AB/Until 
Shadow Blade MI | grounded, 11 
M (in air ОК) | i hau Irames ground 

recovery 

50/Until 
Shadow Blade : | grounded, 11 


Knocks down 


114,500 | 1120 | Knocks down 


H (in air OK) irames ground 


recovery 


Hits Damage 






Meter 


Command Gain 


Screen Name. 








Flight: Lots of characters can fly, but for 
Morrigan, it's different. Flight is Morrigan's 
defining special move because Morrigan is 
the only fighting game character who can 
cancel the recovery of her SPECIAL MOVES 
with flight! Just as other flight-capable 
characters use flight activation (and flight 
deactivation, called "unily") to interrupt 
basic attacks, so does Morrigan... but 

— ' - you can also fly cancel Soul Fists, Shadow 
Blades, and even Vector Drain Bran attempts! When you fly cancel a special move, the 11 
frame startup period for flight becomes, in effect, the previous special's recovery period. 
When you unfly cancel an air special, there is only 1 frame of recovery! (This ends up 
applying to just air Soul Fist and air Soul Drain; Shadow Blade is not unfly-cancelable, and 
Vector Drain can't be performed in midair.) 





Other characters use flight for air combos, or for mobility, or to use more than three 
specials per jump—kind of modular tactics within their strategy, which don't trickle over 
into other things they do. But for Morrigan, flight essentially enables her whole gameplan 
by enhancing the safety and usefulness of all her specials. Without fly cancels, she's 
underwhelming, but with fly cancels, she's oddly the closest thing to Mv? Sentinel this 
game has—a character who requires more inputs just to transition between moves than 
they do to actually attack. 


Fly canceling specials allows Morrigan to keep up in projectile output where she otherwise 
wouldn't; allows her to fire Soul Fists, and then craftily maneuver her in behind them: 
allows her to use Shadow Blade, and fly cancel to avoid hideous punishment on whiff or 
black; and allows her to cancel the whiff recovery of Vector Drain if the command grab 
fails. This is on top of the obvious added combo potential. 


Since you can activate and deactivate flight once each per airborne period, that gives you 
two possible flight cancels each time Morrigan leaves the ground. For example, you can 
attempt Shadow Blade, confirm whether it misses the target, cancel into flight to avoid 
shadow Blade's horrific recovery period, then shoot air Soul Fist and unfly cancel it so 
Morrigan falls safely back to the ground—and on Morrigan's way down, you still have her 
airdash left, in this example. Flight activation counts as a special move itself, so you can't 
fly if you've already used up three specials in a jumping period. 





Air Soul Fist: In a vacuum, air Soul Fist is more useful than ground Soul Fist, but the two 
versions of the projectile also complement each another. Firing down at your opposition is 
а More appealing proposition than trying to fight a ground war against beam characters. 
Air Soul Fist is also faster to fire than ground Soul Fist by 5 frames (air Soul Fist's recovery 
period is slightly longer, but this can be obviated by fly canceling). Shooting air Soul Fist 

H just off the ground with a tiger knee motion of y A E + (D) is actually quicker 

to both fire and recover than Soul Fist LM on the ground, although most characters сап 
crouch under tiger knee air Soul Fist H even if it's performed as low as possible. Still, 
repeating tiger knee air Soul Fist H is an excellent way to control normal jump height, if you 
also call an assist to cover the ground. If you're worried about foes dashing under it, you 
can Пу cancel air Soul Fist Н and follow up with Soul Fist L or Soul Drain to fire a projectile 
al an angle into your opponent's path. 


Coupled with Morrigan's unusual airdashes, which allow her to either rocket all the way 
to the side of a stage or swoop up or down in great parabolic arcs, fly-canceled air Soul 
Fist allows you to repasition her wherever you like on the stage, while covering the new 
territory. Fly-canceling and airdashing just after air Soul Fist also leads to chances to cross 
your competitor up without the use of an assist, or opportunities to extend air combos. 


Air Soul Fist L and M fire at a 45-degree angle down-forward: air Soul Fist Н fires straight 
across the screen. Morrigan is one of very few characters who possesses the option to fire 
{гот super jump height both laterally and downward with a projectile. 
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Soul Fist: Soul Fist is a standard low-priority, middling-durability projectile. It has the 
durability points of a fireball like Ryu's or Акита”, and so Soul Fist clashes with those 
lypes of projectiles but usually loses out to beams. Soul Fist L and M travel horizontally, 
while Soul Fist H is fired at an up-forward angle. Soul Fist L is generally more useful than 
Soul Fist M since the projectile is slower and therefore stays on screen as a threat to the 
opposing character for a longer period of time. 


The slow speed of Soul Fist L gives you time to have Morrigan dash forward, or have her 
jump and airdash forward behind the cover of the projectile. Call an assist along the way to 
prolong your offensive momentum. Against foes who can't overpower individual Soul Fists, 
Soul Fist L can be used repeatedly to control ground level: your opposition is forced to take 
to the air to go over the sea of Soul Fists, Use Soul Fist Н and tiger knee air Soul Fist Has 
counterpoints to also cut off your adversary's routes through the air. Soul Fist Н is also 
great for firing back at rivals who try to throw projectiles down from up above. 


You сап cancel Soul Fist's recovery by activating flight. This isn't worth doing if your 
plan is to Soul Fist L over and over, or if you want to follow Soul Fist L with an airdash 
(Morrigan isn't above the minimum height requirement to airdash after flying from the 
ground). What it is useful for is to transition to ап aerial plan, or to fire air Soul Fist Н. 
Unfly and land after Soul Fist Н, and you're ready to fire Soul Fist L again. 


Soul Drain: This is Morrigan's new hyper 
meter-draining fireball. The presence of 
Soul Drain gives Morrigan another tool with 
which to contribute as a team battery (the 
role for which Morrigan—^y was previously 
part and parcel). However, because of its 
slow startup, Soul Drain is a supplemental 
projectile rather than a first option. The 
frantic pace of ШСЗ is simply too quick 
for Soul Drain to be a primary tool. 





Mix it in occasionally when firing fly-canceled Soul Fists, whether from the ground or the 
air. Launch Soul Fist first, then fly/unfly cance! and fire Soul Drain. The first Soul Fist in 
this example serves to cover Morrigan's Soul Drain startup. After releasing Soul Drain, you 
can treat it just like Soul Fist L, using the slow travel speed to Morrigan's advantage by 
Following behind it, or by firing Soul Fist M to catch up with it. 


On contact, Soul Drain sucks away nearly a third of a hyper meter bar from the competitor, 
adding it to Morrigan's team. Soul Drain doesn't have ta hit the opposing point character— 
the effect still occurs if the fireball strikes an assist! That's actually a lot more likely during 
fireball skirmishes, since point characters can easily block the slow-moving projectile, 
especially if they recognize it is Soul Drain rather than Soul Fist (apart from Morrigan's 
extra-lengthy windup to throw the projectile, there is no other cue that Soul Fist L and Soul 
Drain are different). 


During Astral Vision, Morrigan's shadow copies any of Morrigan's non-hyper combo 
actions, including Soul Drain. If you put a pair af fly-canceled Soul Drains out there, so will 
the shadow, and if your rival makes a mistake and runs into three or four of the projectiles, 
or if they call an assist who eats them, Astral Vision has paid for itself ог more, while 
sapping a bar from your foe! 


Despite its sluggish speed, you can combo into Soul Drain off af f> + (Ml) Splash Libido, 
though Morrigan must be closer to her foe than the max range of the move. It's also 
possible to THC into Astral Vision from certain other hyper combos and continue a combo 
starting with а double Soul Drain; as an example, you can THC from Spencer's Bionic 
Lancer to Astral Vision and fire Soul Drain to gain a bunch of meter back mid-THC, 





Shadow Blade: Morrigan’s 
uppercut lacks invincibility, 
so its primary use is for 
combo extension—finish air 
combos with Shadow Blade 
M canceled inta Finishing 
Shower for solid damage 
anywhere. If you don't have 
hyper meter to spend, you 
can also combo into Shadow 
Blade, activate flight to cancel it, then immediately link another Shadow Blade 
or even flying basic attacks if your target is in the right position, 


Vector Drain; Morrigan's command grab now leaves 

her foe in a hard knockdown state for slightly longer, 
allowing you to OTG with her Shadow Servant hyper 
combo. This is a significant improvement from original 
МУСА, where she generally had to have Morrigan—« as 
her assist type in order to follow throws with a crossover 
combination OTG. Yuck! Now you can pick Morrigan—^y 
like you wanted to anyway, and not have to worry about 
conforming yet another aspect of the team around 
Marrigan's prerequisites. 





Vector Drain Н is active in only 1 frame, but it has the shortest reach. Vector Drain L is slow by 
comparison, at 5 frames until the grab, but it has much more range. Still, Vector Drain H still out-reaches 
a regular throw, and it makes a great defensive option... if you block any enemy action that leaves them 
at -1 or worse, which is a considerably long list of things, you can simply Vector Drain H as soon as 


You can cancel Shadow Blade with flight activation, but it cannot be untly 
canceled. If you perform Shadow Blade, fly, then perform Shadow Blade 


again, there's no way out of falling ta the ground helplessly. Don't perform 
Shadow Blade during flight outside of combos. 


Although it lacks invincibility, Shadow Blade travels very quickly, so it can ba 
useful as an anti-air against targets up above; if it misses or if your attacker 
guards, you can fly cancel it to avoid the recovery period. 


Screen Мате 
















Command Hits Damage Startup 






Finishing Shower 
(їп air OK) 


251,900- 
302,600 | 


Ea 





35-70 







| Combo, in air ОК Ж | | 
Finishing Shower: Morrigan unleashes a 
hail of missiles that you can direct up or. 
down by holding the desired direction. 22. 
can be mashed during the hyper combo 
to generate more missiles. Fora reliabie 
finisher to alr combos, cancel Shadow 
д M into Finishing Shower, then hold 
and mash.» Morrigan recovers while 
the missiles are still on screen, 50 in air 
combos in the corner, you can actually 
continue hitting your adversary right after Finishing Shower. (The simplest follow-up is 
to just use air. c) for a hard knockdown, or direction + ©) to start a TAC—that's right. 
їп the corner, you can score an air exchange after Morrigan's full air combo bread and 
butter!) Shadow Blade ==> Finishing Shower can no longer be repeated several times in 
ihe same corner air combo, since Finishing Shower now counts against the special actions 
available рег jump. 


Although Finishing Shower isn't anywhere: near as fast as conventional beam hyper 
combos like Ryu's Shinkuu Hadoken or Dormammu's Ghaotic Flame, it's still fastenough 
їо use ta regain control of a match or to punish assists. Because there are so many 
missiles, and because you can direct them after release, it's almost impossible for the 
opposing character to avoid Finishing Shower unless they teleport behind Morrigan right 
when it begins. 
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Shadow Servant: This hyper combo serves 
as Morrigan’s general-purpose reversal and 
OTG. Itis not safe from retaliation if quarded, 
but Morrigan is invincible for the first 
3 whopping 29 frames, and most characters 

Ik, ү end up getting pushed too far back to punish 
ae Morrigan. The invincibility probably gives 

4 $ Shadow Servant its most important function: 
=. serving as Morngan’s "panic button." 


Shadow Servant is also invaluable for its ability to OTG after any of Morrigan's normal 
throws, whether on the ground or in the alr, or after her Vector Drain command grab. You 
сап also use it to ОТО after air combos at midsereen, or right after nailing your adversary 
with Darkness Illusion! Perform Shadow Servant as soon as possible in any of these 
circumstances. 












Like Magneto s Magnetic Shockwave, Shadow Servant hits with columns that travel away 
from Morrigan (though they до not extend up to super jump height). This means that it's 
less affective When Morrigan is far away from a floored foe, or if the opposing character 
is in the comer, In the first case, several of the rising columns just whiff in front of the 
opposition before one finally OTGs them, and in the second case, the later stages of the 
hypar combo accur harmlessly off-screen. 


Active 









271,300 | 10410 
Until 


possible to retaliate. Tack on Shadow Servant if you like—this makes an ideal opening to use to THE to 
another character, 


lf the grab misses, you can cancel the whiff animation into flight! Fly canceling Morrigan’s мео 
command throw into flight is even better now that flight has faster startup—see the Advanced Tactics 
saction for more details. 


Advantage Advantage , 

on Hit “if Guarded Notes | 
Missiles can be aimed up or down using 
the controller, each projectile has 1 high 
priority durability point, can be mashed for 
| additional hits : 
Creates an Astral Vision that lasts for 890. 
frames, using a hyper combo ends Astral 
| Vision | 
Invincible from frames 1-28, OTG-capabie, 
knocks down, each projectile has 5 high 
priority durability points 











Recovery 
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Invincible from frames 1-27, hard knockdown 






Astral Vision: Morrigan calls forth a shadowy 
copy of herself from the ether. After activation, 
this shadow stands on the OTHER side of the 
opponent, equidistant from the real Marrigan. 
itis perhaps the purest power-up hyper state: 
Morrigan can still build hyper meter, and the 
power-up state disappears if you tag Morrigan 
out or use one of her other hyper combos. 
2 Astral Vision is a statement that says the match 
will be all about Marrigan for the duration, 





During Astral Vision, Morrigan’s shadow duplicates any of her non-hyper actions. This 
even includes sequences like using fly cancels to throw double Soul Fists: Morrigan throws 
Soul Fists from one side; while the shadow throws Soul Fists from the other. The same ts 
even true of Soul Drain projectiles, making it possible for Astral Vision to do much more 
than pay for itself if you can nail your competitor with three or more Soul Drains before the 
timer expires. Naturally, having a shadow throwing Saul Drains from the other side of the 
opposing character simultaneously makes the slow meter-draining projectile much more 
dangerous, 


Note that characters have asymmetrical hitboxes—they are not necessarily vulnerable in 
the same proportions at their front as they are to their back. When attacking at close range 
with Astral Vision, this allows combos to be sustained that are not otherwise possible, 
since Morrigan's shadow hits the target at rare angles from behind. But it can also have 
unexpected effects, like causing the real Morrigan to miss a juggle because her double 
popped the enemy out of place. 


Darkness Illusion: Morrigan’s lv.3 hyper 
combo travels the full lateral length of 

the field, is possible on the ground or in 
the air, and is invincible for the first 27 
frames. Although it has 16 frames of pre- 
freeze startup, it's instant afterward. On 
the ground, you can Use it as a reversal on 
reaction to the screen freeze of virtually any 
opposing hyper combo, and in the air, tt 

is easily inserted onto the end of combos. 
Darkness Illusion causes a hard knockdown; if you feel like spending the meter, ОТС with 
Shadow Servant immediately after the level 3! 


if you miss will Darkness Illusion, Morrigan flies across the screen vulnerable for a long 
time. You can't THO away from lv.3 hyper combos, failed or not, but you CAN activate 
X-Factor off a failed 1v.3. 
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Soul Fists allow you fo control ihe space in front af Morrigan: add in suilable assisis and fly cancel tricts (0 
enhance Soul Fist zoning, 


Morrigan has dominant basic attacks for offense, but she lacks а ground dash, and her 
crouching @ attack can be guarded standing. You'll run the risk of being extremely 
predictable if you don't set up some baseline expectations in your challenger, and you 

can't effectively threaten low in order to actually present real mix-ups without some semi- 
advanced tricks. Individually, Soul Fists seem underwhelming. But combine their slow speed 
with Morrigan's unique fly cancels and air mobility, and these projectiles underpin her 
afforts on both offense and defense. 


Against opponents who simply aren't equipped to handle ranged threats, such as non- 
projectile characters or impatient players, you can fire Soul Fist L over and over. Soul 
Fist L (and Soul Drain, its meter-suctianing counterpart) travels very slowly, so yau can 
put several of them on screen at ance. If you can get a string af Soul Fists gaing, you've 
asserted horizontal control at ground level. 


With fly canceling of specials, the possibilities grow more interesting and flexible. You can 
increase vertical coverage along the ground by quickly performing Soul Fist L canceled into 
flight, then air Soul Fist H canceled with flight deactivation, or unfly. The quicker air Soul 
Fist H will catch up to the slower Soul Fist L by the time they're approaching the other side 
of the screen, forming a sort of Soul Fist column. With some practice, you can perform this 
back-to-back repeatedly. Your Soul Fist wall torces opponents to super jump to get over 

the Soul Fist barrage. If they keep running into Soul Fists or they simply block, great—if it 
ain't broke, don't fix it. You are still controlling the match, eking out some chip damage, and 
building hyper meter in the process. 


If you want to transition to offense, you can simply have Morrigan forward dash or jump and 
airdash right behind the cover af Soul Fist. 


r———D T a eta a 


When Soul Fists fram ihe ground are overmatched, fake to the sky. Morrigan is even better al doubling up Sout 
Fists and using (ham as cover from up above. 


UMves has no shortage of characters and assists who pack projectiles and beams that can 
cut through Soul Fist without a problem, or at least prevent them fram ever threatening the 
opposing point character. In these circumstances, you'll be forced to jump before going to work 
with Soul Fists. This is both very likely, given the kind of teams and characters who are popular, 
and perfectly acceptable to Morngan, who 16 more at home in the air than on solid ground. 


Get above your adversary from midscrean out or farther, then fire air Soul Fist L down 

at them. You can opt to simply repeat Soul Fist two more times, since Morrigan slowly 
drifts back down to the ground; this technique places three slow-moving fireballs in a lazy 
downward rain in front of where Morrigan lands. Attentive opposing players may use this as 
a cue to wavedash forward under both the projectiles and Morrigan herself, which puts her 
ina bad position during the descent. 








So instead of just firing Soul Fist after Soul Fist, your default baseline should be to have 
Morrigan jump or super jump into the air, fire air Soul Fist L once or twice, then cancel 
Soul Fist recovery with flight activation. (If you normal jump or use Shadow Blade to take 
to the air, you'll have assists available later in the sequence, before Morrigan touches the 
ground again; otherwise, you'll have to call your assist before super jumping if you want if 
in play.) From here, Marrigan has a vibrant branching option tree far both aggressive play 
or keepaway. Depending on what her opponent's doing, Morrigan's proximity to them, and 
whether she's in a normal or super jump state during flight, you can choose to have her 
rush in or run al a whim. 


жа. 








Fiy canceled Soul Fists provide essential cover for Marrigan's allacks. 


Aggressive options after air Soul Fist Lx1-2 == flight: 


Immediate downward airdash, then go for air ©) as Morrigan 
draws close to her competitor; this is an overhead that hits her 
foe at roughly the same time or even just before Soul Fist. Air © 
automatically ends flight mode, leaving Morrigan right next to 
her rival on the ground. If air Ө and Soul Fist(s) hit the target, 
proceed to Combo / immediately 


Immediate downward airdash, then do nothing so Morrigan 
completes the parabola dash and potentially ends up on the 

other side of the opposing character; in this case, Soul Fists and 
assists that haven't touched them yet become cross-ups! From the 
other side, you can simply have Morrigan fall from flight with air 
©, or manually unfly with X7 £2 < + © and fall on the opposing 
character with air c» + @ 


Immediate downward airdash, then manually input the flight 
command again to fall next to the opposing character. Start a 
chain with standing (B, a law attack that's active in 4 frames, 
immediately upon landing 


Air Soul Fist M ==> unfly, immediate downward airdash. Same 
as any of the above, hut appropriate from farther away; as with 
grounded Soul Fist L fly canceled to air Soul Fist H, this causes 
two Soul Fists of different speeds to more or less merge by the 
time they arrive at the target. Two projectiles make lovely cover 
for Morrigan to swoop in behind 


Zoning options after air Soul Fist L x1-2 == flight: 


Laterally airdash all the way lo one side of the playing field or 
the other, as desired (if you cross over your rival, this changes 
the Soul Fist into a cross-up); whenever Morrigan arrives over 
your preferred landing zone, perform another Soul Fist L canceled 
with flight deactivation 


Mix in Soul Drain shots. It's much more feasible to put a meter- 
stealing Soul Drain fireball out there if you safely released Soul 
Fist from an advantageous position just prior. This prevents the 
adversary's aggressive frontal assault from simply knocking 
Morrigan out of Soul Drain's lengthy startup; they'll have the first 
Soul Fist or two to contend with. Once you've safely put one Soul 
Drain on screen, you can treat it just like Soul Fist L and continue 
to repeat Soul Drains until your competitor gives you a reason to 
stop. 








In addition to leaping to super jump height, you can also consider using Shadow Blade as a 
pseudo-jump that happens to hit on the way up—if your plan was to super jump and shoot 
soul Fists at your foe anyway, you can get to super jump height without actually shifting 
the screen upward by performing Shadow Blade H, fly canceling at its apex, then firing 
soul Fist L or H, as appropriate depending on the target's position. This Soul Fist can than 
be unfly canceled, leaving Morrigan free to airdash in behind the cover of the fireball ar to 
toss another Soul Fist ar Soul Drain. Meanwhile, although Morrigan achieves high altitude, 
she got there with a special move performed fram the ground, se she's considered normal 
jumping—assists can be summoned! 


The point of zoning with Soul Fists and of using Soul Fists as cover before airdash attacks is 
to give you a little margin for error. Running opponents through a Soul Fist gauntlet before 
you attack allows you to pick spots on your terms, rather than trying to force the issue too 
hard by going for airdash offense without establishing a presence. 


When you do have your competitor on their heels, guarding Soul Fists or occupied by a 
beam or zoning assist, now is the time to attack aggressively, The downward parabola 
airdash usually works best for rushing; by canceling the airdash early with an attack, it's 
identical to a triangle jump, yet it works from an incredible distanee away from the opposing 
character. When used a little bit later, just as Morrigan starts to swoop back upward, she'll 
only carry a little bit of that momentum into her attacks once you start your air chain, but it 
is still enough for her to hang in the air for one or two overhead attacks longer than perhaps 
your opponent expects. And if you wait all the way until Morrigan swoops upward, she's 
probably crossed clean over the target, creating interesting cross-up opportunities. 








Morrigam aindashes off ihe ground instead of dashing conventionally: keep holding the dash inpul fo continue 
dashing for longer. Her forward dash cannot be canceled with an attack for 15 frames; her backward dash 
cannot be canceled at all. 


If you forward dash from close range, it has the same effect as an airdash, although it takes 
а little bit longer for Morrigan to act—she cannot guard or attack for the first 15 frames 

of her forward dash, Performing air (B or air Ө as soon as possible leads to a 19 or 20 
trame overhead. Flying from the ground is even faster: 11 frames of flight startup, fora 15 
or 16 frame overhead. Very impressive, considering you can cancel into flight from blocked 
low atlacks. 


Morrigan has some of the best offensive basic attacks in the game, especially in the air. 

All of her (b attacks аге active in 4 frames, and her incredibly fast air e is onlv 1 frame 
slower than that. Air (B. stays out tor eons, active for 13 frames (hilariously long for an 
airborne light attack). Her air attacks are so fast, and the trajectory of some of her airdashes 
sg shallow, that it's usually easy to perform two or three hit overhead chains when 
airdashing or jumping in toward an adversary, especially with air @ x2. This doesn't create 
much hitstun, though, so if you rush in with air O. link standing (b into Combo | 
immediately upon landing. Morrigan's air attacks have excellent attack hitbaxes, and 
Morrigan herself is usually balled up at the center of these attacks, much smaller herself 
than most combatants on screen. 





Airdashing in with air d) 

or air С) works well also, 
especially with air GD: 
perform it with cz» + (D 
when airdashing in for the 
option select air throw 
potential, and try to aim this 
move just over the center of 
opposing characters. This is 
especially useful if you use 
an upward airdash to “leap” 
right on top of your foe. 
Depending on Morrigan's 
angle af descent and when 
you perform air @ , you can make it cross up (or not) very ambiguously. Jumping in with 
air М or @ gives much тоге time than air (B to link upon Morrigan's landing, so start 
ground chains with crouching (M) instead as long as you didn't have her jump in with air 
(B. This results in gentler damage scaling and hitstun decay in the following combo. If your 
competitor guards your aggressive airdash attack into ground chain, finish the chain with 
> Ф (D Deep Crescendo, which is jump- cancelable. After the jump cancel, you're in 
perfect position to have Morrigan airdash in again immediately for another overhead, or you 
can perform a lightning-quick empty triangle jump with air © . Follow this with a ground 
guessing game to ratchet up your pressure (see the Advanced Tactics section). 





Air) can strike at very unusual angles. 


If your opposition guards Morrigan’s air attack and uses advancing guard to push her out, 
she wont be pushed back terribly far—you're close enough to have her super jump and 
airdash right back in, if you want to, You can also step forward and stick outG> + 

Splash Libido to see if your opponent feels like getting countarhit by it. If she gets guarded 
and pushblocked during ground chains, Morrigan’s momentum is usually stunted a little bit, 
unless you have an assist on the way out to keep your rival blocking, or unless the enemy 
pushblocked S> + (D —in which case, you can simply jump cancel and get her right back 
in, as well. 


When the tables are turned and the opposing player is dictating the pace against Morrigan, 
there are some answers that are specific to her. > + (М) can interrupt anything an 
opponent does at ground level, or from a shallow air angle. There's always the temptation 
lo use Shadow Servant if a challenger is getting in your face; the big invulnerability period 
at the beginning almost assures that anything they're doing, and any assist they're calling, 
gets stuffed and badly bruised. If you have a good partner in the next slot ta THC to (ideally 
that partner will be safe whether Shadow Servant actually hits or not), you can make what 
seems like a “guess” end up being very lucrative. If your adversary is forcing you to guard 
attacks up close, be ready to go for Vector Drain Н against gaps in their offense; any Vector 
Drain attempt can be option selected inta flight activation and then Morrigan's air drill just 
by double-pressing ©? right after finishing the Vector Drain command. If your foe is in 
range for Vector Drain, great; if Morrigan misses the grab, you barely have time to aven 
perceive it, and a quick close-range follow-up overhead is built in. Otherwise, guard and 
use advancing quard effectively, and look for a gap during which you can super jump and 
airdash away, or at least backpedal with an instant backward airdash into air 8. 


If Morrigan has free reign 
over the team's hyper 
meter, the free and easy use 
of Astral Vision makes her 

а much more dangerous 
character. Sure, you can't 
use hyper combos, but you 
won't need them to get solid 
damage, and Morrigan's 
offense is greatly 
improved—because her 
shadow attacks from point- 
blank behind the opposing 
character when Morrigan 

is at close range in front of 
them, their use of advancing guard will not be meaningful for several hits, as though you 
had just pinned with an assist like Chun-Li—"y. Since you're more or less assured a follow- 
up shot after the initial jump-in, you can virtually guarantee a hit somewhere by mixing up 
effectively between chains starting with standing @ and crouching D. and impromptu 
flight cancels into immediate falling air ©. Having Morrigan's shadow active also makes 
Soul Fist and Soul Drain spam more effective—there is twice as much of it, after all. This is 
particularly hard to deal with for new characters falling in after their teammates are snapped 
or knocked out. 





Ihe use of Astral Vision makes Morrigan much mare powerful, But just 
as with keeping Devil Trigger running for Dante or Saugenmu running 
with Zero, making fis power-up hyper central to your strategy results in 
funneling mast of your team s meter fo Morrigan. 


If the situation ever degrades to the point where Morrigan is all alone and X-Factor is still left, 
then there's no question about what to do: keep Astral Vision up and running, and ga after 
the remaining enemy characters fram hell to breakfast, succubus-style. Soul Fist projectiles 
are much faster during X-Factor, and Soul Drains becomes almost as fast as stock Soul Fists. 
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CR. @,@, > > @ ==> FORWARD JUMP, AIR Q, 0.O => фм > c (Н о> V x + & (5), FORWARD AIRDASH, 
AIR@, ©, LAND, CR. @, © => VERTICAL SUPER JUMP, AIR D, 0, (es^ - V w 2 OSD [yu > c 
(MASH @, HOLD Ф AFTER MISSILES BEGIN TO HIT)} OR [$ # © © CC®, LAND, > ¥ м t OTG) 


607,700-952,400 damage, 19%~319% meter loss 


This is a flexible combo with variable endings. Crouching (fi) CH). = o H) is the opening that keeps damage scaling toa minimum. It's most appropriate after airdashing in with air 

(H) or air GY), which both give you plenty of time to have Morrigan land and link crouching МТТ jumps in with air (L), you'll need to land her and use a chain of standing (97 М 
crouching WW (Н), ر چ‎ (Н). This increases meter gain but lowers overall damage. After jump canceling "® = (H) and performing air- uj, Wu) (Hem tuc (Н), cancel 
Soul Fist into flight and immediately airdash forward. Attack with air (Н), (S) during the airdash-as fast as possible. Once Morrigan lands, perform crouching (H) once the opponent has 
drifted down next to. Marrigan (but before they actually hit the dirt). 


When the opening chain is guarded, cancel = са (2), into-a jump and airdash down toward your competitor to take another shot at cracking their shell, or upward dash over them while 
calling an assist. If you're looking fora more flexible opening, start this combo with crouching (L), which is a two-hit-attack thats easy to verify and leaves Morrigan directly next to the 
target if guarded. Use this as an opportunity to go for Vector Drain and = 5^ М setups. The reason crouching (3 isn't recommended as a general opener is that using it adversely 
affects damage scaling in camhas. The same is true for air S), but these attacks are still too powerful not to Use sometimes, 


For any air combo that ends іп Finishing Shower in the corner, you should be able (о tack on at least another hit or two—air (S) for a hard knockdown, or direction ^2 (5) to starta ТАС. 


CR. 0, ®, 9 (9 ex^ FORWARD JUMP, AIR®, ©,@e> +s ә o @=> v ДЕ & (5), FORWARD AIRDASH, 
AIR@, ©, LAND, CR. €), > > @ ==> FORWARD JUMP, AIR ©, ©, ©, ©, LAND, © ==> VERTICAL SUPER JUMP, 
ARO, 0, O => к 4$ 5 OS (tue 6 (MASH &, HOLD + AFTER MISSILES BEGIN TO HIT)! OR 

[V ж + o @@, LAND, > 9 м = @® ОТО) 


| 

614,700-975,100 damage, 6% meter gain or 294% meter lass (or self sufficient far Finishing Shower ender) pe 
aa 
| 


This low-hitting combo only deals slightly more damage than Combo |, but it builds enough meter to be self-sufficient for the Finishing Shower ender, However, because of the additional 
re-jump loop, this combo cannot be done with a jump attack preceding it. Use it whenever you go for a raw low, which isn't preempted by a jump-in. 


= ———————————— SY mm quy 
——— = >=. - = а эы ыыы LLL SS ———— ‚кл. ; mme -- т. атава i r yeye | 


i з е шша لوی ج‎ шыш ап чагыл. а Шш ———————— CÓ 


(AGAINST AIRBORNE OPPONENT) FORWARD JUMP, AIR O, (D, Q E^ 4 u + 2 Om Vat + 2 ©, FORWARD AI dE 
AIRDASH, (Н), ©, LAND, CR. ®©, > è (Н) ==> FORWARD JUMP, AIR ©, ©, (Н), ©, LAND, © ==> VERTICAL SUPER Жу НС Ра 
JUMP, AIR (D, ©, Q => ж фм о (ex Vw © 6x9 (MASH &, HOLD Ф AFTER MISSILES BEGIN TO HIT) 2 | 


585,800 damage, 11% meter loss | 


This anti-air combo uses elements of Combo II. Leaping upward to meet encroaching airborne adversaries can be vary effective if you can manage to score an alr throw or start a full combo 
from low altitude. If ДАМДИ | 0 is guarded, chain into air (8) to safaly bring the opposing character to the ground behind frame advantage. You may be in position here to go for | | zi 
Vector Drain, or use =* БАМ Splash Libido to fish for a counterhit stagger (56e Combo... uh, see the next combo). ^ 1 
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COUNTERHIT > © ©, FORWARD DASH, AIR ©, @, LAND, CR. ©, @, + © @ => FORWARD JUMP, AIR ©, ©, (9 Ж 

Vw cs ¥ # о ©, FORWARD AIRDASH, (Н), ©, LAND, S) ==> VERTICAL SUPER JUMP, AIR ©, ©, амиа 
Qe ә фа 2 DD [& а o @® (MASH@, HOLD 4 AFTER MISSILES BEGIN TO НІТ)} OR {¥ # « 2 MA, SE 5 
LAND, > ¥ u © @® OTG} tN s 


618,500~975,600 damage, 4~304% meter loss | | 


Use на U to preamptively stop enemy attacks when you re at a frame advantage, such as alter your rival guards your assist or jump-in attack. This goes hand-in-hand with her Vector | 
Drain command throw, which is threatening enough to warrant an opponent's attempt to throw or attack it at close ranges. The needles Morrigan summons have a giant area of effect, and | 
they act as ап invulnerable shield to frontal attacks. This also means Splash Libido is good for preemptively stopping mid range ground attacks. =» <a (Ш) causes a heavy stagger when it a 4 
counterhits an incoming move, leaving vou enough time to link into a forward dashing air Qw (H). It also leaves you at a frame advantage when guarded, so have no fear when using it. TAE 
| 
| 
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CR.©,@, > © @ => FORWARD JUMP, AIR ©, ©, (B) ex» + u + o (€) FM , FORWARD AIRDASH, ©), ©, LAND, 
CR. ®, > © @ => FORWARD JUMP, AIR ©, ©, ®©, ©, LAND, © => VERTICAL SUPER JUMP, AIR ©, ©, O => 
ъч о DO => + sx > > GS (MASH@, HOLD + ) 

877,100-1,025,200 damage, 15~34% meter gain 


A verifiable X-Factor combo that's similar to Combo Il. X-Factor's speed enhancement means this combo works even alter a jump-in opener, unlike Combo tl. Cancel air # м VL (H) 
into X-Factor just as you would normally cancel into flight. 





FRONT OR BACK AIR THROW OR > хф ее o O, + & « o GE) Б, VERTICAL JUMP, 

FORWARD AIRDASH (TRAVEL TO THE ENEMY), AIR ©, LAND, CR. (Н), > 2 (Н) e FORWARD JUMP, AIR ©, (н), ©), 
LAND, © => SUPER JUMP, AIR Q, (D, O = әм o Qe Vw с (MASH ®, HOLD 4 ) 
976,600~1,169,300 damage, 107-79% meter loss 

A verifiable X-Factor combo off of a ground or air throw, Atter doing > ұм бет), immediately activate X-Factor so that the blades get the damage boost. Have Morrigan jump 


vertically the second she's able, then at the peak of Morrigan's jump, airdash forward to chase down the opponent's juggled body. When you approach them, perform air(S) to begin the 
ground chain segment. 


-— 
>. 


Piva sha cds ira 


GOMBO APPENDIN 


GENERAL EXECUTION TIPS 
Pe з alternatinm 2 C 


est 


АП * № E ПІ Ку АЙП Г Pant іт improve fiv cance ie 


M E 
N^ um 
| ; Los 
j - rit 2mm! 7 ПГ Viet ж фо "Sli -] atta ee rr "(PCR We coolio affair = 
IL: TT ЕЕ ie 1 WIBTF Ё 0 fant. ana OF TO air altacks as SOON ds DOSsible atis sari P 
1 n x] - + Logo lac az M ren wal] Ытын Ж А, i Дауа нба ы ы 


1 
E 
- | 
AT 
| we m 


з UM 
Е LL = i z ч е" 
| "n ra TU acu y TE pU шаш ا‎ ү си ИМЕШ али T Eee ior н. р d 
JN ац TEL | | ie БЇ, YUL nus ОЕ БАШ a ME uppercut вагиег than vou TMINE , =a 
; : -maS 
= 
i | > 
"nr giy > ar [an "inn ane "nar inmninn ansa {п allow Mnrrinan in nain altitude first di 
| | С Out 1 ЫИ dui а> Pe | TIE ЇЇ Jou iU Oi IT E Wal Au de ЕОС Hr aL ы 


= T 
' PN en 


-A 


bx ео зум о 6) 

Noles — | 8 Damage 

shadow Servant gels more hits and damage midscreen. Heavier versions of Vector Drain deal more damage 
TV wo 


mm - | шд ту Da 
shadow Servant gets more hits and damage midscreen 337,700 damage, 9 
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Notes 3 Damage 

4 + oc» + Ө ory + Ө TAC to Morrigan —— Varies due lo damage scaling 
(D (Н) +o Юе > V w- oe ate cS Mey ws + AP 2e + O LAND, FORWARD JUMP, AIR (9), 

М) (H) + м => 5 (Н) ==> * M *- <> (5) Е AWARD AIRDASE (Hy © LANE © => ЕО RWA RD SUPER JU MIP, A RW, (М), @ => 

E28 E Ma e E MASH: HOLD TO DIRECT MISSILES), > © + (H) К pom T 


Notes. RE TTS 
103 400 damage, 6% meter gain 


пе scaling 





—— 





Requires corner 





ASTRAL VISION AC i: QU нә ашлы tue (н) ү een © А! 10) само + Dress USO 
RWARD JUMP) ARM VW Os АСУ D es у усл ж O, FORWARD AIRDASH, O, © LAND, CR. D. © => 
1D SUPER JUMP, AIR), (9), О > C90 Cy + => Oye + oO (MASH S, HOLD) ie 


Notes z^ | ‘Damage 
Requires Astral Vision; pause brielly between t» + @ andy £A с> + @ to avoid producing V7 © + D accidentally | 781,100 damage, meter neutral - 
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Mining the air aril is : Morrigan’ 5 fastest way (0 fake an overhead. 


Morrigan is kind of a walking (or is it gliding?) advanced tactic. She moves 
unconventionally, requiring more premeditation than other characters—she 
can't just dash around to reposition at close range, or go for dash in law 
short, or what have you. Your challengers, at least the smart ones, will 
know that Marrigan is a very air and flight-centric combatant. They're liable 
to default to guarding high, or even to simply jumping backward—after all, 
the threat of dash-in crouching low attacks or rapid-fire low attacks chained 
to catch jumpers, which is so devastating from other rushdown characters, 
is absent fram Morrigan. So how do you threaten low, which makes your 
Opponents hesitant to take evasive action, which in turn allows your overhead 
threats to succeed more often? 


The first step is mastering empty triangle jump with whiffed air ЄЎ. Some 
rushdown characters can just airdash down-forward and do nothing for a 
built-in empty triangle jump. Not Morrigan: if you perform a downward 
airdash without attacking, she descends briefly before swooping back up 
into the air. This can be great for setting up left/right cross-ups with assists 
and fly-canceled Soul Fists, but it’s nat so great for establishing a high/low 
threat... unless you're packing a low-hitting assist, this doesn't threaten low 
whatsoever. 


$0, Whal about whiffing an air attack to end her airdash and cause her to 

land prematurely? This works, but it only works with her air Ө drill—oddly, 
even though air ® and © are both slower than air @, they are incapable ol 
being made to whiff on purpose during an aggressive airdash! The catch here 
is thal in order to cause a triangle jump air © to whiff, you must perform 

a downward dash as soon as possible affer jumping, and then perform air 

Ө as soon as possible after airdashing. Of course, you'll know if you did il 
correctily—Morrigan should just land abruptly, without hitting her adversary. If 
you didn't airdash low enough, or if you waited too long to press ©), the drill 
hits your competitor, and that’s not what you are after here. 


Once you're comfortable whiffing drill, you've got your overhead feint down. 
The second step is to mix up between standing (B, с> + Splash Libido, 
and a Vector Drain H option select upon landing. 


SITO PISIS HP OM MET FANE MR © (03 ПЕТЯ? 


The take c um mem paves the Way que immediate low айас... 





...Ur for Mortigams inescapable Vector Drain grab! (ЛЕН leads back to 
an overhead naturally, Af it fs unsuccessful.) 


Standing @ is a law attack that is active in only four frames; it naturally 
chains directly into Combo I (or, practically any other combo Morrigan Is 
capable af). If your rival guards and doesn't use advancing guard to push 
Morrigan away belore you inevitably chain lo c^ + (D, you can jump cancel 
and immediately airdash to overhead or fake overhead again. 


The counterpoint to standing @ is Vector Drain Н. Be careful performing 
Vector Drain here; the airdash into whiffed air © must be done so quickly 
that it can be difficult to actually even perform Vector Drain immediately 
upon landing. In any case, perform Vector Drain with a motion of 
DAVE + O-O, O. This is less complicated than it might look: 
just perform a backward half-circle into ©) , then immediately double-tap 
© . If your foe is in a throwable state after your whiffed air Ө into Vector 
Drain, great! They'll he scooped up into Morrigan's warm embrace, and 
you can tack on Shadow Servant afterward if you like. If they are somehow 
NOT in а throwable state—like if they jumped, or if they'd exited guardstun 
or hilstun too recently, or if they're just out of range—the Ө double-tap 
causes the Vector Drain whiff to be canceled inta flight, which is then 
canceled into air Ө . So, with this fast sequence, the best case scenario is 
а mix-up between a low attack or an unbreakable throw, and the worst-case 
scenario is that you get a built-in 16 frame overhead follow-up! 


If you're worried that either of this options won't work up close, or if you're 
nol certain about positioning (like if you are outside of Vector Drain range, 
due to a misplaced airdash ог the opposing character's advancing guard), 
Splash Libido is always an option. This interesting spiked command attack 
exlends unbeatable spears in front of Marrigan: while her body itself is 
vulnerable, the whole area covered by the Splash Libido needles is nat. I 
your competitor is trying to altack, whether to preempt what they perceive 
as your overhead/low/throw mix-up, or if they're simply mashing on inputs 
hoping to get either a throw break or advancing guard, Splash Libido usually 
can counterhit them, which causes an obvious stagger. If you react by having 
Morrigan dash forward as soon as possible, you can start a full combo from 
here! (See Combo VI.) 
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Ansaisuxen, with elements of karate, judo, and 
taekwondo blended in. He js also able to utilize 
his spiritual energy. 


И aU lho 


None 


Utilizes a unique fighting style based on = l NS 3 | = 





Ayu’s лате gained great recognition among 
martial artists after he defeated the Muay Thai 
king in a fight. However, instead of claiming his 
fame, Ryu began to wander the globe, hoping to 
become a true warrior. He continues his journey, 
engaging in battles with fighters he meets along 
the way. 
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Your goal with Ryu is to set up an offense centered on his improved Gollarbone Breaker attack. 


Ryu's Collarbone Breaker lends itself to a strong mix-up that you can exploit when your 
opponent becomes afraid of this attack. 


Collarbone Breaker is an overhead attack that can chain directly 
into a launcher 


You can exploit this to land low-hitting crouching @ attacks on 
rivals attempting to guard the overhead 


Competitors who become focused on blocking correctly can бе 
thrown, which leads into OTG-capable Air Shinku Hadouken 


You can cross up your opponent with Ryu's Tatsumaki Senpukyaku L, 
adding yet another mix-up option that must be guarded 


| How de you close on an adversary so you can apply Ryu's mix-ups? 


Jump with air qz +  (option-select throw) canceled inta air 
Tatsumaki Senpukyaku L to cover bath the air and ground 


If your opponent is focused on trying to stop the air Tatsumaki 
Senpukyaku L, use the opportunity to wave dash toward the 
opposing character 


Force rivals to quard crossover assists in order to reestablish 
positioning and apply mix-ups 


Keep opponents away with Hadoken, then suddenly attack once 
the opposing character gets within mid range 
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nem Command Hits Damage Meter Gain Startup Active Recovery eerie Ща 


Ө (while standing or |: n n og г үг 99119 An Launcher, nol special- or hyper combo- 
crouching) | [Р i ES Fa cancelable 















Advantage 
if Guarded Notes 


Overhead attack 


Screen Command Hits Damage Meter Gain E Active Recovery Advantage 


Hit 
ee i — (5 | а 










440) +9/+11 


6/6 








Attacks Flying Ain 


Air C) causes a hard knockdown when used in a launcher combo (this is Sometimes called flying screen). When used outside of a launcher combo, air © behaves mostly like another 
basic attack, Air exchange attacks, performed by inputting a direction plus ©, are only possible during a launcher combo, Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 





| “Meter Advantage Advantage 
Screen Command | Gain on Hit if Guarded 015 


95.000 Overhead aitack, causes hard knockdown if used in 

Е launcher combo, пої special- or hyper cambo-cancelable 
60,000 

Air op + Ө ik а Tags in next available ally while causing wall bounce, 

(during launcher combo) | erases 1 hyper meter bar from foe = 

Taos in next available ally while causing ground bounce, 

generaies 1 hyper meter Dar 









MERG 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain inta a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 





1 | n ! | E ; Advantage Advantage 4... 
screen Name Command Hits Damage Gain Starlup Aclive — Recovery on Hit if Guarded Notes 


Collarbone 
Breaker 


Roundhouse ey ood TAO 3/3 
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LTTE 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense, Combos 
are usually possible after throws, one way or another. 


Screen Command à; Meter Gain Startup “Active Notes 
C + @ (ground) B00 Hard knockdown 
<J + @ (ground) | T 
c> + @ (air) 
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AS a Partner—tCrossover Assists 


Recovery Recovery 
screen Type ET NE Description Hits Damage бап Startup Active (this crossover (other Notes 


Hyper Combo assist) partner) 


e ER = 150,000 27/25 | 14014 | 132/125 | 102/88 | Knocks down opponent 
| Senpukyaku 


Im-B | shinku Hadoken m 100,000 34/31 ЕЕ 128/123 EE Projectile has 5 low priority durability points 


any Тш таала 3 | 143,500 37/34 F: 115/108 85/72 | Knocks down adversary 
enpuk) Senpuky | ad 
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Ryu—^y is great for offensive support and combos. Fast and long ranged, it keeps an opponent in hitstun and guardstun for a considerable amount of time. Furthermore. it only has three 
hits, 50 it does not cause a large amount of damage scaling in combos. It is similar to the popular Акита— [3 crossover assist, with the trade-off of inflicting more hitstun, but lacking the 
ability to nullity projectiles, 


нуп— [5 uses Hadokan L, which is a decent assist to have in general. This assist is more suited to increasing your zoning ability (or negating your competitor's zoning), but possesses 
substantially less combo utility than Ryu—^y 


Ryu—ce lacks the invincibility that the normal version of Shoryuken possesses. This makes it difficult to use effectively as а defensive move. It sends an adversary flying very high, also 
making its combo utility negligible. 


You can permanently speed up all of Ryu's assists with Hado Kakusei. This makes Ryu—^y Tatsumaki Senpukyaku more potent due to the decreased startup, but it gives you less time to 
react to-a successful hit. 


snap Back 
Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded 


= | ج‎ | 500 - (-1 hyper 4 г | 
EN “б> + EJ 20,000 | meter bar) CETTE 


Notes 
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On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls ar fag outs are also locked Se C Eb A N; 
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ЯНЕ MOVES, 
Meter Advantage Advantage 


Screen Name Command Hits Damage fain "агер Active ДЕЛЕ) on Hit — if Guarded Noles 


pee nero т 10000 
ШШШ. eve» + © 100,000 | 8ш | 10/9 | 39/34 
С manm oo | eoo 






Projectile has 5 low priority durability points 












[коес has 5 low priority durability points 





















| Projectile has 5 low priority durability points 


Projectile has 5 low priority durability points 





Can be mashed to fire up to 5 projectiles, projectile 
remains active for 21 frames each projectile has 5 
low priority durability points 
Can be mashed to fire up to 5 projectiles, projectile 
remains active for 21 trames each projectile has 5 
low priority durability points 


| Ren Hadoken |x’ $c» + Ө E 50,000- 
(rapid fire) (rapidly press) | 208,600 | 2 
YAD + Ә 


150.000 1200 | 53/48 
(charge) A 
; in air) 
ВАШ “о + Ө 5 150,000 53/48 
Hadoken 
(charge) 


durability points 

| Shoryuken L [ачу $4 + @ | 100,000 3/2 ți- -13/-8 vincible f es 1-2 
5 | Shoryuken M coy 94 + {0 120,000 pa | 33/27 21-15 | Invincible from frames 1-5 
Shoryuken H noon | 1200 | ws | taia | arao | -19:2 | -35/28 | Invincible trom trames 1-9 



















in air) 
$c» + Ө 
| (rapidly press) 








Air Ren Hadoken | 
(rapid fire) 
















Causes wall bounce, үзүк АЧ has S Vor gt 


Baku Hadoken durability points 














| Causes wall bounce, projectile has 5 low priority 








JAA LOS CORDA 
Meter Advantage Advantage 


Screen Name Command Hits Damage Rain rup Active ery on Hit if Guarded 
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Noles 


invincible from frames 1-30, projectile hits 3 times 
and has 1 low priority durability point 











Knocks down opponent 
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Hadoken, The “wave motion fist" executes and recovers more quickly than most projectiles, but this is offset by its low amount of 
durability points compared to that of strong zoning characters. Against aggressive characters, use Hadoken to control the ground, forcing 
your foe to jump over them. Each Hadnken inflicts 30,000 points of chip damage, so your adversary naturally wants to avoid them. 





Hadoken L should be the primary version used; it has fastest recovery and slowest projectile speed, leaving the projectile on screen the 
longest and Ryu the least vulnerable. This allows you to best control scraen space. 


Hadoken Н has the slowest recover but creates the fastest-moving projectile. Throwing Hadoken L immediately followed by Hadoken Н 
from fullscreen does not leave your competitor much time to move in between the two projectiles. This is a useful tactic if you are trying to 
Maximize chip damage, or prevent another long range character fram being able to attack in-between the two fireballs. 


Air Hadoker. 
The air version 
of Hadoken has 
considerably 
slower startup 
and recovery 
compared to 
the ground 
version, making 
it riskier to use. 
Its primary use should be from fullscreen in anticipation of the 
opposing player trying to advance in the air. 


Baku Hadokerm. Another 
new special attack, Baku 
Hadoken creates an 
invisible projectile with 
5 low-priority durability 
points and wall 
bounces. It is difficull 
to use effectively, since 
the startup is slow and 
the durability is still 
exaclly the same as a regular Hadoken. It's difficult to capitalize on 

the wall bounce outside of the corner with anything besides a Shinku 
Hadoken, unless you use Baku Hadoken at a low altitude by inputting 
V Qc Ө . If done properly, Ryu lands on the ground and 
recovers immediately after releasing the projectile, allowing him to dash 
forward after the wall bounce and convert into a full combo. 





Кеп найокеп. Опе of ( Ryu S new social 
attacks, mash the @ button to create up 
to five short range Hadoken projectiles. This 
Performing air Hadoken by inputting алу AEE + & attack is primarily used for extra damage in 
motion can dramatically reduce the recovery on air Hadoken if comer combos. Against a guarding foe, one 
done immediately off the ground, enough that you can actually — use of advancing guard pushes Ryu too far 
combo a ground Hadoken Н after an instant air Hadoken L. away for the additional fireballs to land. 


Shoryuken: Shoryuken is one of the rare invincible special attacks in the game, making it great for stopping an opponent's offense, 
Sharyuken H inflicts the most damage and has the most invulnerability, making it the most useful version in most cases. However, if you 
have three meters, you сап use Shoryuken M to combo into Shin Shoryuken, 


You should be concerned with the recovery of this attack, since all three versions can be easily punished if guarded. To mitigate risk, 
cancel shoryuken into the ground version of Shinku Hadoken. If it hits, aim the Shinku Hadoken upward for a quick 450,000 damage. If 
guarded, aim it forward, forcing your adversary to quard the beam and keeping Ryu safe. 


Hado Sharyukem. Another new special 
attack, Hado Shoryuken has a huge amount 
of invulnerability, more than most hyper 
combos! However, it is much slower than 
a normal Shoryuken, limiting its use. This 
attack can he employed in situations where 
the huge amount of invincibility frames 

can be used to beat hyper combos that 
Shoryuken H wan't beat. 


Tatsumaki Senpukyakir. The ground 
version of Tatsumaki Senpukyaku is 
difficult to use effectively, since it is 
punishable by throws if quarded, but it 
doesn't reward you with much if it hits. 


However, during Hado Kakusei state, all 
versions of Tatsumaki Senpukyaku grant 
frame advantage if guarded. There is 
also a damaging loop combo involving 
the L version. 





А 503 












Air Tatsumaki Senpukyaku. The air version 
of Tatsumaki Senpukyaku L is one of Ryu's 
best offensive assets. It immediately alters 
his trajectory, moving slightly up-forward 

a bit before dropping down. This attack 
grants massive frame advantage when 
guarded or on hit. Furthermore, it can 

be preceded by option-selected air J 

air throw attempts, leaving Ryu in a very 


Jadan Sakuta Geri: This attack is primarily 
a combo tool that causes wall bounce. 
Jodan Sokuto Geri L version causes your 
rival to bounce the shortest distance off 

of the wall, preferable in carner combos 

to prevent the target from bouncing aver 
Ryu. Jodan Sokuto Gari H version causes 
the farthest bounce from the wall, making 
midscreen combos possible with some 





А favorable position ii you snag your їое TUNE Ҹ | precise wavedashing. All versions of Jodan 
with an air throw, or if air aJ ог Tatsumaki Senpukyaku L hits or is guarded. Tatsumaki Sokuto Geri are slow and unsafe if quarded, but the stronger versions more than the L 
Senpukyaku L can also cross up opponents! Sea the Advanced Tactics section for more version. This makes ita poor attack to use outside of combos. 


попа! However, if you have slightly more than one hyper meter bar available, hyper combo 


Air Tatsumaki Senpukyaku M and Н travel across the screen, but they leave Ryu completely canceling Jodan Sokuto Geri into Hado Kakusei results іп a very damaging combo, and it 


vulnerable until he reaches ще ground. This can be mitigated in two ways. You can use also makes it much easier to capitalize off of a midscreen wall bounce. If Jodan Sokuto 
the motion Y [2 «B Vs + Û to do it immediately off the ground, which gives massive Geri is guarded, hyper combo canceling into Hado Какие! leaves Ryu with up to à «4 
frame advantage on hit or whan guarded. In addition, the hits caused by all versions of frame advantage, 


air Tatsumaki Senpukyaku do not knock down grounded competitors, allowing a combo 
afterward if done correctly! The other method is to hyper combo cancel the air Tatsumaki 
Senpukyaku into air Shinku Hadoken. 
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Can be steered using the controller, holding 
up during the super {lash causes beam to fire 
straight up, holding down during air version 


80 23 +3 
opponent, downward version is OTG-capable, beam 


causes beam lo fire straight down, knocks dawn 

durability; 25 frames x 1 high priority durability 
point, can be mashed for additional hits 

ЗАИД) 

MECE EE \ 


2(1)5(1)2(1)5(1)2(1) 


AAT 






Shinku Hadoken 
(in air OK) 


261,700- 
313,900 





VAT. 25-40 | 


my |43-83 





Shinku Tatsumaki 
Senpukyaku 


266,300- 
315,200 


| Frames 1-17 Invincible, last hit cause hard 
| knockdown, can be mashed for additional hits 





Puts a 115% speed-up effect on Ryu for 339 
irames, Shin Hadoken and Shin Tatsumaki 
Hado Kakusai АТУ АТК Senpukyaku сап be activated while speed-up 15 
T active, Hado Kakusei cannot be activated while 
speed-up is already active | 
Beam ricochets off the wall, Standing beam ricochets 
upward toward the opposite wall, air beam ricochets 
downward toward the back wall, durability: 25 frames 
x1 high priority durability poi 



















Shin Hadoken 


PAE Hado Kakusai) | 
(in air OK) 


мо> + OS 













lecce nectar) 
ШОЧ J2(1)5(1) | 
sansat) 
ASAS) 
“ү (26 









Frames 1-17 invincible, last hit causes hard 
knockdown, can be mashed for additional hits 









Shin Tatsumaki s Hado Kakusei) ‚ | 332,500- 
Senpukyaku [2 <а + ФФ 394-600 




















| Shin Shoryuken 


(Level 3 Hyper | Frames 1-22 invincible, hard knockdown 
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direction. | 


Furthermore, even it gour du guards t this attack, it T nearly es your adversary far away. This is 
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knockdown and, if you manage lo Jand this in corner, yo you joan | | E 
follow it with an OTG air Shinku Hadoken it [you are RUE 3 
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Қа) at the peak of the jump ta get both an 


When jumping, presse» * ( 
aerial аск and ап air how attempt. 


Ryu works best when you have access to large amounts of meter, so using another 
character to build meter for him on a team is a good strategy for playing him. Ryu makes 
an excellent meter user and a fantastic anchor. You can use meter with Ryu to mercilessly 
punish careless assists with Shinku Hadoken. Also, Ryu with level 3 X-Factor and a full 
hyper meter can inflict massive amounts of chip damage. 


When at mid range, usually your best option is to advance on the opposing character by 
using option select air @ into air Tatsumaki Senpukyaku L: jump forward, pressG> + 

( on the way up, input [2 «n + @ immediately after the kick extends. This allows 
you to air throw rivals who are nearby, come down with air Tatsumaki senpukyaku L on 
ground LSE for huge frame advantage, and force airborne foes from farther away to 
guard both the air QJ and the air Tatsumaki Senpukyaku L. 


Opponents may attempt to counter this by waiting with an anti-air. To counter adversaries 
wailing to anti-air your aerial assault, simply wavedash in and attack with crouching (5 io 
begin your close range offense. 


Zoning attackers may try to keep you away with projectiles and beams. Your best bet is 
either to try to evade them, or punish them with Shinku Hadoken if they get careless and 
predictable with their zoning tactics. 


Using projectile and beam crossover assists to guard your approach is always an option, If 
your opponent guards an assist, it gives you time to rush in and begin your mix-ups. Avoid 
reckless use of your crossover assist; however, you don't want to end ир with your assist 
being punished for a huge amount of damage. 
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The Collarbone Breaker “Sine allack leads lo a wale if it hits, 
and й is the focal pott of Ryu's offense, 


Ünce you manage to close in on your target, your offense with Ryu should be facused 

on setting up the overhead Collarbone Breaker S> Ф + @ which leads into damaging 
combos if it connects. When you have the opportunity to attack your rival, lead with either 
Collarbone Breaker or crouching ®. it you attack with crouching (B , you have several 
options to mix up your opponent with: 


Staggered low-hitting crouching (9 chains, hitting competitors 
who attempt to use advancing guard. This also hits opponents 
attempting to jump away 


Chain crouching (9 into the overhead Collarbone Breaker 
Throw (inta OTG air Shinku Hadoken) 


Buffer a dash and do more staggered crouching (B attacks to 
maintain pressure 


It's possible to hit-confirm Callarbone Breaker's two hits and cancel into Jodan Sokuto Geri 
H on reaction. If the overhead is guarded, chain into Ryu's safe © launcher. If it is a little 
too difficult to confirm the hit, either press Ө every time regardless of hit or block, or do 
à Weaker, faster version of Jodan Sokuto Geri. However, weaker versions of Jodan Sokuta 
Geri require a hyper combo cancel to Hado Kakusei to be able to capitalize with a combo 
fully, except in the corner, where Jodan Sokuto Geri L is always the best option. 


Any crouching (B or Collarbone Breaker hit can be verified and canceled into a Jodan 
Sokuto Geri for a big damage combo, If you have slightly more than one hyper meter 
bar, you can hyper combo cancel into Hado Kakusel and perform an even mare damaging 
combo; see the Combo Usage section. 
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Some competitors may have the option to fire projectiles at a downward angle at Ryu from 
the air, allowing them to bypass your ground-based Hadokens while still pressuring you 
with air-based projectiles. Fortunately, Ryu has one of the best counters in the game to 

this strategy with air Shinku Hadoken. Alternatively, if your opponent is predictable, or you 
suspect they might start employing this tactic, you can just preempltively jump up and cover 
that area of the screen with а Hadaken to momentarily force your rival to stay grounded. 





Ryu's Hadoken aliacks are best used to control Air Shinku Hadoken is one ol Dre only beam hyper 





horizontal planes of the baliietield. combos in the game that can travel horizontally 

in the air; this makes if great tor countering авла! Bb ag TN 

projectiles! ‘wie еы: 

x. Б 2да =. Я EF ii 

While you have Ryu at long range against more aggressive characters, you'll want to rack per SE I 
up as much free chip damage and meter as you can; use Hadoken L to dominate the ground aad SSS 
space and air Hadoken H in anticipation of long range jumps. Make use of long range The invincible Shoryuken H is ane of the best Air throws are essential to both Ryu's offense and 
projectiles and beam assists to assist in zoning when necessary. defensive tools in the game. Hyper combo cancel brise 


4 | into Shinku Hadoken for lols of damage! 
If you've managed to successfully keep your competitor away with your Hadoken 


projectiles, consider hyper combo canceling into Shinku Hadoken whenever your foe gets While you have Ryu on defense, generally try to rely on advancing guard and air throws 
uncomfortably close to Ryu, so you can push them back out. As long as you have meter to to keep your attacker at bay. Option selact a Tatsumaki Senpukyaku L into all air throw 
spare, YOU сап use Shinku Hadoken to react to many tactics the opposing player uses to attempts: this sometimes lets you suddenly turn the tables and gain the initiative. However, 
close the distance, racking up a decent amount of damage. some aerial tactics are difficult ta stop with an air throw, such as Walverine's Diving Kick 
and Amaterasu's airdash air J. Against these attacks, you may want to use Shoryuken to 


most inevitably, your foe eventually finds a way to close in and establish mid range. Once make your riva! hesitate. 


this happens, consider abruptly changing your pace to suddenly rush them down instead 


with option select air (D into air Tatsumaki Senpukyaku. The invincible Shoryuken is one of the best defensive tools in the game—cancel into Shinku 


Hadoken for safety when your opponent guards it and tack on a lot of extra damage by 
aiming it upward when Shoryuken connects. Furthermore, Shoryuken only has 3 frames of 
startup, making it useful for punishing guarded attacks that are -3 or -4. However, if the 
{гате disadvantage is -5 or greater, simply punish with crouching (9 into a full combo. 


If you find yourself against another zoning character at long range, try to simply overpower 
them on the ground with repeated Hadoken L and H. Use assists carefully to help you win 
the long range firefight. It is important to know your opponent's projectile strengths, since 
Ryu can simply be outgunned by some of the other zoning characters in the cast. If your 
adversary can overpower you with their projectiles or beams, you'll have to either go on Another defensive alternative is to use Shinku Tatsumaki Senpukyaku, which has more 
offense or attempt to discourage your toe's zoning by using meter to punish their projectile — horizontal range and can be used to THC for more damage if it successfully hits or to a safe 
hyper combo if it is blocked. 


or beam usa with Shinku Hadoken. 
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CR.(D, ST. ©, бВ. (Н), = > (Н), б) ==> FORWARD SUPER JUMP, AIR ©) (2 HITS), (Н) Ex» ПОТЕ Ө O ӨЛ ӨК Ө =>. 
bow o 0x» (MASH €») 
640,500 damage, 32% meter loss 
М 


his 1з a basic Ryu combo that should be relatively easy to master, Perform the air (M AH) witha slight delay artar tne (S) launch: The target must be above Ryu s head for all five shots 01 
+ м > 5 (S) ta connect. if this combo is guarded, you can stop it at standing, MIS leave it relatively safe from harm, 


>o (D. O => FORWARD SUPER JUMP, AIR ® (2 HITS); O o> 4 ч >» oS), © 
558,200 damage, 50% meter lass 


Ryu no longer needs X-Factor or anl assist to combo after his overhead Golfarbone Breaker. Chaining into (S) is safe on guard unless Ryu is near a corner, in which casa, your challenger can land a throw against It 


ЧӨ ӨМ @= > + ШЕШӘ 


ч. 


CR.©, ST. @ ‚ CR. O CO SS ewe o (Н) => v v © OO, FORWARD WAVEDASH TWICE, CR. i», STG), > © (H) 
cx» ф у е O ST. QD, oes у e (D Vx > ye o iX» (MASH e) 


795,200 damage, 104% meter loss 


Though seemingly costly, activating Надо Kakusel mid-combo allows you to improve your overall damage output while continuing to bulld meter. Shoryuken canceled into Shin Tatsumaki Senpukyaku 
can be performed without much fuss when vou only have two nr fewer bars. With three bars or more, use the special input: => A ZR VS LA ЖАМУ жя, - Otherwise, you Wil Accidentally 
cancel into Shin Shoryuken: 


- odes «Vat © (Н), WAVE DASH TWICE, CR. ©, ST. 00), > © (Н), © ex^ FORWARD SUPER JUMP, AIR © (2 HITS), © 
md» а e o H) (5 HITS үр © (MASH С) 


606,600 damage, 19% meter loss 


Fora little extra effort. you can inflict slightly more damage olf of a basic opening. After ¥ # co (H) connects, you must wavedash forward with parfect timing in order to juggle with crouching 
„Near corners, this combo does not require any dashes, and you should use =} Be instead. 


(AGAINST AIRBORNE OPPONENT) FORWARD JUMP, AIR:® (2 HITS), O & Ve. (H) pues ДАЧЕ о (MASH 69) 
500,800 damage, 70% meter loss 


A basic anti-air combo that's perfect for attacking an enemy who's entering the screen after snap back or character KO. When blocked, cancel into ¥ E dot to safely land from the failed assault. 






Шз! ianually bu fera dash ir put wit he | to ре at the e arliest poss ‘ible dash. From there you ll just neec 
eae Ryu juggle his s competi tor. 
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379 600 Чата, 92% meter loss 
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co a naan GBF A SURIRI 
EE In every Capcom fighting gama is a 

| system known as "input priority.” 

| Inpul priority governs what command 

lo execute when two commands 

overlap closely. For example, 

performingS>\y $1 €» gets 

interpreted as a C^ XV “ motion 

rather than a V7 A > motion. 


Ryu has another slightly more 
difficult option mix-up option when 
you manage to get clase enough to 
start his offense with crouching (B. 
Air Tatsumaki Senpukyaku can 
cross up competitors, as well! 
Perform cross up air Tatsumaki 
senpukyaku L by inputting 





i you fave three hyper meter bars, f frying to do hyper 


TO ай A fo Ayus mix-up af low attacks Collarbone 


combo cance! Shinku Hadoken from а Shoryuken This is a big problem for Ryu players Breaker aad throws, you can also cross up your v BW i El + O; you get 

ea iy Causes уои 10 gel an accidental Shin because you often need to hyper adversary with air Tatsumaki Senpukyaku LÎ a combo if it hits and a huge frame 
Shor fen instead а f | А 
oyuk FE, combo cancel Shoryuken attacks advantage if guarded. This techniqua 

quickly: if you have three hyper meter bars, trying to cancel Shoryuken with works best against smaller characters, or opponents who don't stand up to 


Shinku Hadaken usually gets you an accidental Shin Shoryuken instead! That's guard until a little later. 
a lot of wasted meler, and a Jot of free damage for your foe if they happened 


Against larger adversaries, jump and immediately press C> + ( to gel an 
іо guard the Shoryuken! 


air throw attempt, then immediately cancel to air Talsumaki Senpukyaku L 


There are some ways to manipulate the game's input priority system into before the kick even comes out to cross up players using large characters. 
giving you the correct hyper combo. To cancel Shoryuken with Shinku This serves to both discourage foes from jumping and protecting you from air 
Hadoken, perform the following inputs: C» X» € c» + © => f ©. The throws while also crossing up your opposition. 
awkward motion still gives уоп а Shoryuken command due to input priority, 

but by the time you input 4 ‚ the original S> command will be out of the 


inpul buffer. The game then ИШ recognizes the 7 $m» command, allowing 
for the hyper combo cancel to Shinku Hadoken! 


Hado Kakusei combos invalve hyper combo canceling a Shoryuken toa 
shin Tatsumaki Senpukyaku. This is an even more awkward input: 
vf v.g uu--cemg . Practice makes perfect! 





“EITHER DIE A HERO, OR LIVE LONG 
айсы TO DAE СЫМЫЫТ ШЫ 
ON YOU.” 


Bio M 


REAL NAME OCCUPATION 


Nathan Spencer Former 0.9. 
Government Operative 
(Dishonorably Discharged] 





ABILITIES 
Besides the bionic arm attached to his left shoulder, 
he is proficient with various firearms. 


WEAPONS 

In addition to his bionic arm, he also utilizes handguns, 
rifles, grenade launchers, ete. 

PROFILE 

Once а hero of the war against the Empire, he was i 
branded a traitor and sentenced to death by his 4 
government following the Bionic Purge. However, with 


the emergence of а new bionic threat, he has answered 
the call to return to the battlefield. 


-FIRST APPEARANCE 


Bionic Commando [ 1887] - 
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“This is biographical, and does not represent an evaluation oi the 
in-game combat potential of this hero. 





Swirl Whe ve 


Vitality | (1,050,000 
Chain Comba Archetype 


X-Factor Boost ME ДЕ: speed 


Level 1 [3 teammates remaining) 


ALTERNATE COSTUMES ean; iif 





















Level 2 (2 teammates remaining) 


o {1 teammate remaining) 


Your goal with Spencer is to get him clase to his opponent while pushing them into the 
corner. Why is that the goal? 





Spencer's only ranged tool consists of various forms of using his 
bionic arm for grapple attacks and movement 


Spencer's attacks and combos naturally push the opposing 
character to the corner, while Spencer builds a lot of hyper meter 


Against a cornered adversary, Spencer is capable of inflicting 
lots of pain, easily breaking 700,000 damage with only one hyper 
meter bar 


Spencer can approach and push his competitor to the corner in a tew ways: 


By approaching his opponent using dashes and grapple movement, 
covered by an assist 


By mixing your foe up between his low attacks, Spencer's > 2 @ 
overhead, and thraws to score combos that carry a character to 
the corner 


By keeping an eye out for chances to blow through the opposing 
player's attacks using his Bionic Lancer 





TUNING SINCE ORIGINAL МІС 
spencer has heen altered only slightly since the last go-round. He has gained a new 
move, Bionic Bomber, which enhances his corner combo potential even further. He didn’t, 
however, gain any mashable moves... Spencer's hits are more about qualily than quantity, 
after all. He catches a mild nerf in terms of losing the ability to start the old THC glitch 
with his Bionic Maneuvers hyper combo, bul he is hardly alone in losing access to the THC 
glitch. Catch your rival slipping near a corner, and you'll still make them pay plenty with 
new combos. 

New Move: Bionic Bomber (іп air) м 9 = 

Spencer's behavior after falling from air Swing Wire altered slightly 

Swing Wire travels more quickly 

Spencer floats higher after Zip Kick 

Startup of up-close Armor Piercer reduced to 3 (from 4) 


Wavedash speed improved 
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Standing Basic Attacks 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit ty eee Nates 


шиг pups NN RN 
Lee — [rep m 


3D 
TC | 1 | 86,000 | тм 





Crouching Basie Attacks 


Advantage Advantage 


Screen Command ШЕ ET Meter Gain Startup Active Recovery on Hit il Guarded Notes 


Pt лө ри | mo 
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Ground Special Attack—Launcher 


Screen Command Hits Damage Meter Gain шшр Active Recovery on Hil if Guarded 


crouching) | 








Launcher, not special- or hyper combo- 
cancelable 








Air Basic Attacks 


i | vaniage - 
Screen Command Hits Damage Meter Gain Startup Active Recovery “AHE Ааай" Notes 
r киста 
Em | 58000 


ор 7 








Air Special Attacks—Flying Screen and Air Exchange 


Аг) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (8) behaves mostly like another 


basic attack. Air exchange attacks, performed by inputting a direction plus (S), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
3 available character to continue the air combo. 


Screen Command Hits Damage em Starlup Aclive Recovery an ШШ Notes 


m Та 5 in next available ally while Eum Ü vonent 
3 





Tags in next available ally while causing wall 
FES are E : | = E | 
Air ог<п + Ө 50,000 | 400 j bounce, erases 1 hyper mater баг from opposing 
character 


Tags in next available ally while causing ground 
Dounce, generates 1 hyper meter bar 


(during launcher combo) 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. 105 usually possible to chain info. a command attack from basic attacks, but most command 
attacks cannot be chained trom or canceled themselves, 


Screen Command Hits Damage Meter pede Active Recovery айын Анаа Notes 


Gain 





1 <+ | | о 


| Overhead altack, nol spacial- or hyper combo- cancelable 


Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use tham to preemptively toss opposing characters out-of their offense, Combos 
ага usually possible after throws, one Way or another. 


screen Command — | Hits Damage Meter Gain Startup Active Noles 
г> Ф © (ground) | | 50000 00 TT Hard knockdown 
< + © (ground) 
с> + @ (air) 
«n2 + © (air) 











Ега Recovery Recovery 


ae | Meter (this 
Scre T Crossover Description Hits Damage Startup Active (other Notes 
capita ated Combination ju Уе Gain | crossover = partner) 


Hyper Combo assist) | 
Causes hard knockdown, projectile has 1 low 


aS [rese Beane i priority durability point 
| | Pulls target down to ground and puts them in 
20,000 17 117 | üT 


standing state, projectile has 1 law priority 
durability point 
You КЕТГУТ Rea ы oh sx: VERLO NE a 


of Spencer's assists; the one 
you select depends on the 
needs and construction of the 
rest of your team. All three 
assists come equipped with 
Bionic Lancer tor crossover 
combinations—not only 

does this add one single 
extramaly damaging hit to 
any crossover combination, 
but it's also invincible, far-reaching, and very fast. 

































Causes wall bounce 


Spencer—c is a Wire Grapple that causes а hard knockdown at the feet of your point character. Long range characters equipped with lengthy attacks, quick projectiles, í or durable beams can call 
Spencer—c just before their long range attacks turn what would have previously been glancing hits into full combos. The long range attack should end as Spencer's grapple strikes, then you can 
proceed to an OTG combo. You can do the same thing in combos, Note that just like Spencer's Wire Grapple L on point, most small characters сап crouch under the grapple hook. 


Spencer—[3 resembles his Come ‘ere! attack in that instead of putting the opposing character into a hit state, it just places them on their feet in front of the paint character. Ifyou wait 
too long, they'll be free to act, just as after Come ‘ere! when Spencer ls on point. However, if you stick a meaty attack out over to where ‘Spencer drags his foe, you can start a combo. This 
assist works as anti-air from outside of close range, and it can naturally enable and extend many combos. 


Spencer—^y is Armor Piercer; unfortunately, Armor Piercer as an assist is always the slower 130,000 damage version, This assist. can be very useful if your other Е would benefit 
from having a wall bounce assist to place in combos. 


TEA НҢ! 
Advantage Advantage | 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded 


| | | | 500 - (-1 hyper 
V Mer + > 90009 meler bar) 


On T snap back forces the opposing point character lo be replaced by an assist. Üpposing assist calls or lag outs are also locked out for 
4 seconds 














ЯНЕ ЇШДЯЎ 
Advantage Advantage 


Screen Name Command Hits Damage Startup Active Recovery пни if Guarded 


Wire 
ыз шы [Oe @ та =. 


Reel in 
ae (When Wire Grapple hits) f» Ш 72,000 
| 5 [Zin Kick | | (When Wire Grapple hits) М) [| 90,000 - 
Air Wire 


6 | Come’ ere! | (When Wire О oe 
j | 15 Until 
7, 8, 9 Е ту £A n? * QD (inair) 120,000 grounded 







Noles 












Projectile has 5 low priority durability 





Wire Grapple follow-up, hard 
knockdown 
Wire Grapple follow-up, wall bounce 


Wire Grapple follow-up, pulls standing 
victim to Spencer —— 
| Projectile has 5 low priority durability | 
points, causes wall bounce 
















| Throw attack, hard knockdown 


ке TENE 
25,000 
| 9 [m [DOR + © eo 
Sm ash 
(During Jaw Breaker M or H) Ф B 94,500 | 1200 w| — 












| Jaw Breaker follow-up, causes wall 
bounce ! 
Jaw Breaker follow-up, causes wall 
| bounce 









Crilical (During Jaw Breaker M or H. 157,500 


Smash 

à 180,000 / 
150,000 / | 
130,000 
























Hits on 3rd frame il adversary 15 
nearby: 21st frame if nol 


Armor 
Piercer 






WEE OTG-capable, knocks down, final hil 
Bionic | | | | | creates explosion thal can destroy 


Bomber | nain uel | grounded | 
Until 
opponent +9 air / -2 
or screen ground 

edge hil 













| On ground: Any non-downward 
| direction + Ө + O: 
in air: any non-upward direction 


+ ©+ @ 














Swing сап be interrupted halfway 
through with basic attacks and alr Ө | 








Wire Grapple. Spencer fires a grapple 
either straight ahead, diagonally up- 
forward, or straight up. The grapple itself 
counts as а projectile, and so it can clash 
with other projectiles, but if its durability 
points are expended then it can no longer 
hit your adversary. 


Wire Grapple L, which travels laterally, can 

be useful occasionally as along range poke, 
as long as vour opponent is not dominating i 
ground level with projectiles. With the right assist you can perform la 





Wire Grapple H 


Wire Grapple M can work as a preemptive anti-air to snag competitors just as they leave the ground. If you lack an assist to make a combo off of Come ‘ere! feasible, you can proceed off 
a successful Wire Grapple to (M) Zip Kick, and then continue a combo starting with a down-forward aimed Swing Wire at mid screen, or a chain to launch near the corner. 


You can use Wire Grapple H as an anti-air for foes directly above, or it can combo if you launch an opponent who is in the air just over Spencer, then super jump cancel into it. This is 
useful to know, since performing Wire Grapple H into the @ Reel in Punch follow-up causes a hard knockdown while ignoring damage scaling! Find a way to work in multiple vertical 


Wire Grapples ta & follow-ups tar tremendous damage in your combos. 


On contact, Wire Grapple briefly stuns your target and awaits your input. Pressing an attack button initiates one of three follow-up attacks. 


(B Come ‘ere! 





Reel in Punch, Zip Kick, and Come ‘ere! 
The follow-ups for a grounded Wire 
Grapple are activated by pressing @ , 
М), or upon a successful Wire 
Grapple hit. Zip Kick is the automatic 
follow-up for air Wire Grapple, and it 

is more useful in that situation; from 
grounded Wire Grapple, Reel in Punch and 
Come 'ere! have more potential. 


Real in Punch causes a hard knockdown, which allows Spencer to start a combo—dash forward and OTG with tiger knee air Wire Grapple M. This causes Zip Kick automatically, which 
leaves Spencer in the air in position to continue the juggle. Even something as simple as landing, performing Bionic Lancer immediately, then finishing with another OTG tiger knee Wire 


Grapple M deals 473,500 damage! 


Come ‘ere! simply pulls your adversary into close range while putting Spencer at a frame advantage of +2. On his own, Spencer needs more frame advantage than that in order to be 
scary or even safe while you have him on offense, so giving up the guaranteed damage of Reel in Punch for Come ‘ere! is ill-advised. The story changes if Spencer is backed by an assist 


who lasts long enough to hit a foe after a successful Wire Grapple to Come ‘ere! Examples of assists who work for this include Doctor Strange— 


B, Firebrand—ov, and Trish—. Call a 


long-lasting assist, then perform Wire Grapple. If it hits, tap G) for Come ‘ere!, and you get a free combo! If it doesn't, the assist helps cover Spencers recovery. 


Air Wire Grapple: In the air, Wire Grapple 
can be aimed either straight ahead, 
diagonally downward, or straight down. On 
hit, air Wire Grapple transitions to Zip Kick 
automatically, causing a wall bounce and 
leaving Spencer and his adversary in midair. 


Air Wire Grapple M and Н are OTG-capable, 
and thus a staple in Spencer's combos. It's 
best used іо OTG your opponent after air 


ir Wire Grapple L 
© has caused flying screen but BEFORE YE B rap DS 


td С T‏ کے ر 
Air Wire Grapple H‏ 





Spencer lands. This requires careful aim on the way down, but just force yourself to go for it, and it quickly becomes second nature. Use the M version midscreen and the H version in 


corners (or if you happen to end up at point-blank range during a midscreen combo). 


If air Wire Grapple doesn't hit successfully, Spencer falls straight down, unable to block or act until landing. Astute players know this, and they can then simply wait to launch Spencer 
just before he lands. With careful timing, you can avoid this dangerous penalty. Input the © + @ command for either swing Wire or Swing Grapple JUST as a failed air Wire Grapple 
finishes retracting—the timing is strict—and you can cancel the end of the recovery of Spencer's air Wire Grapple into the grapple movement! This not only makes air Wire Grapple a 
safer option than it would be otherwise, but it leads to tactics on its awn. For example, you can have Spencer get above a cornered competitor and guess on air Wire Grapple Н straight 
down, knowing that if your fishing doesn’t pay off, you can swing Spencer backward to safety or forward to create a jump-in offense, 


Jaw Breaker. Spencer's command throw is active on frame 
5 after input. It's relatively slow, for a throw: normal throws 
are active in 1 frame, as are many other command throws. 
Jaw Breaker also doesn't have extra range like many 
command throws do; it reaches about as far as a regular 
grab (despite Spencer lunging forward with his hand, his 
actual throwing hitbox doesn't even make it to his elbow). 


Still, a successful Jaw Breaker leads to varied combo 
opportunities anywhere on screen, and there are tricks to 





50, while Jaw Breaker is a mediacre "cold open" throw for starting your offense, you can layer it into your attack patterns 


to cover more bases. And although it's a tad slow, it still works fine against completely defensive and passive opponents 
because it's unbreakable on contact, 


B 


The Land M versions are almost identical, and these moves grab grounded adversaries. The Н version is actually an air 
throw, aimed at airborne enemies. The hitbox for Jaw Breaker Н is much more lenient than Jaw Breaker L and M, and 
Spencer can snag just about anything that's airborne and in the vicinity of his arm; imagine him holding a beach ball, 
and that's about right. So, while you'll need tricks to make Jaw Breaker L and M truly successful (see Advanced Tactics), 
Jaw Breaker H simply requires that you read that the opposing character is leaving the ground or that you react to their 
airborne actions. It can be especially useful against a captive audience, like fresh characters forced to fall in post-K.0. 


A successful Jaw Breaker tosses the target into the air; afterward, they land in a hard knockdown. You can make 
Spencer start a juggle with (М) before your opponent hits the ground, or you can have Spencer OTG afterward with 
air Wire Grapple or Bionic Bomber. After Jaw Breaker M or H, you can follow up Jaw Breaker more directly with 
smash Kick and Critical Smash. 


landing it outside of just dashing in and hoping for the best. 


A 
| 


8 Ee Т 


Smash Kick / Critical 8maslr. The canned follow-up to Jaw 
Breaker M or H, these kicks are accomplished by pressing 
w after Spencer tosses his foe skyward with Jaw Breaker, 
bul before his target stops ascending. Spencer leaps 
upward and delivers a powerful kick that wall bounces his 
victim. The difference between Smash Kick and Critical 
Smash is in timing—for Critical Smash, you must input 

1) PRECISELY on the 33" frame after the grab starts (or, 
the 11^ frame after Spencer starts to smack his competitor 
into the air). Critical Smash inflicts heavier damage, and 
it creates a harder wall bounce that brings the target back 
closer ta Spencer, so it’s easier to follow up. 





You'll know if you got Critical Smash from the obviously 
increased damage and the highlighted hit effect. You _ 
can't mash 427 to gel Critical Smash—you must hit t 
on exactly the right frame. This is just longer than half a 
second after first landing the throw. 


/ Á 213 








Armor Piercer. This heavily damaging bionic arm attack varies slightly depending 
оп how close your adversary is when you initiate it. From 3 to 8 frames after input, 
а hitbox appears and extends slightly farther every 2 frames, ending about one 
character width fram Spencer. If your opponent breaks the path of this tripwire- 
like hitbox at any time during those 6 frames, Armor Piercer strikes on the very 
next frame. It gets slightly weaker as it travels, however: il Armor Plercer strikes 
on frames 3 or 4 it deals 180,000 damage; during frames 5 or B, it deals 150,000 
damage; during frames 7 and 8, it deals 130,000 damage. If your attacker hasn't 
"set off" a close range Armor Piercer after 8 frames, then Armor Piercer strikes 
on frame 21, inflicting 130,000 damage. You'll still get the wall bounce and decent 
damage, but this is obviously much slower. 


Since Spencer has no basic attack faster than 6 frames, and since his Jaw Breaker throw grabs on frame 5, clase range Armor 
Piercer is actually the fastest attack Spencer has that isn't a normal throw. It's also fast enough to link after Spencer's 


г> + @ 


ae” ers. 


swing Wire Sy ving Grapple 





) overhead, which is important for making his mix-ups threatening. It's unsafe if guarded, however, so while it can 
Work as a raw guess because of its speed, any guessing of this kind may get you into trouble as much as it helps. Be ready to 
hyper cancel to Bionic Lancer, then THC to a partner if the opposing player blacks and shows signs of retaliating. 





Bionic Bomber. 
This diving, OTG- 
capable attack 
new to UMvG3 
gives you another 
tool to score OTG 
hits with Spencer 
in combos. 

The startup is 
extremely slow, 
50 you'll want to start it as soon as possible after hard 
knockdowns. You can insert Bionic Bomber into just 
about any corner combo, or after tossing your foe with 
Jaw Breaker (forgo the Smash Kick follow-up, and just 
jump and perform Bionic Bomber an them during the hard 
knockdown). 





Swing Wire and Swing Grapple: Spencer uses his bionic arm to get around, as well as to 
attack, Uses of Swing Wire and Swing Grapple in midair count against the three spacial 
moves per airborne period rule. 


For Swing Wire, possible with © + @ + any direction on the ground or any non- 
upward direction in the air, Spencer fires his grapple out (this is actually a projectile with 
low damage) then pulls himself to wherever it strikes—whether that's the floor or a screen 
edge, or the opposing character. Swing Wire cannot be interrupted once initiated, and 
while it allows Spencer ta close in at odd angles and redirect himself at will, he'll usually 
be at a throwable disadvantage at a minimum when he uses Swing Wire to approach his 


adversary directly, unless he was up close already. Swing Wire is still his most important movement option, and it is vital for extending cambos. 


Swing Wire has a slightly bigger hitbox than Wire Grapple, but it still whiffs over the heads of certain crouching characters: Amaterasu, Frank West, and Rocket Raccoon. 


During Swing Grapple, accomplished with © + 


@ + any upward direction while airborne, Spencer fires the bionic arm diagonally upward to anchor on some unseen point and hurl 


him forward in a kind of double jump. You can interrupt Swing Grapple partway through with other grapples or attacks, 


hyper Combos 
screen Name 


[ББ] Bionic Maneuvers 
Bionic Lancer 


Command Hits Damage Startup 
ИШЕТ 


Bionic Maneuvers: Spencer's autocombo 
hyper combo is great for piling on damage, 

especially near comers where you're 
guaranteed a follow-up with tiger knee air 
Wire Grapple M or H, followed by even 
more juggling. 


its possible to juggle all the way into 
another Bionic Maneuvers hyper combo. 


Bionic Maneuvers is one of the hyper 

combos that takes place in its awn little 
cutscene; like lv.3 hyper combos or Storm's Elemental Raga, it cannot be canceled with 
X-Factor. 


Like Wire Grapple L on the ground or Spencer—c., this grapple attack whitfs over the 
heads of small characters who are crouching. That's fine, since you shouldn't usa Bionic 
Maneuvers outside of combos anyway! 


| | 
d i J 

jattla Play 

1 маш ре 
Your goal with Spencer is to get him close to his opponent so he can hit them, which is 
pretty simple. Do that, and his other objective of pushing his adversary to the corner occurs 
naturally. Spencer doesn't have the movement, mix-up, or ranged tools of some characters, 
he doesn't have a teleport or a triangle jump, or a dive kick. What he does have are his Wire 


Grapples and Swing Wire, however, which allow him to engage the enemy in an unorthodox 
and unique manner. 


You'll want to be patient when moving in on your rival. Wavedash and jump forward 
cautiously behind the cover of a beam assist, like Iron Man—cx or Taskmaster—(t. The 
cover of an assist also provides a chance to use horizontal Swing Wire on the ground or 
diagonal down-forward Swing Wire in the air to move into close range. Without the assist 
to cover Spencer, opposing characters can usually react to Swing Wire straight at them by 
throwing Spencer; Swing Wire leaves him at a disadvantage. Time an assist for when your 
competitor is already guarding, however, and you can get Spencer into close range. 


Without an assist, ar when your opponent is being particularly obstinate or evasive, you'll 
have to be less direct. Swing Wire and Swing Grapple are a big help because they allow you 
to redirect Spencer back and forth across the playing field in midair. 


Active 








Advantage Advantage 
on Hit if Guarded “oles 


‘Hard knockdown 1 


Frames 1-11 invulnerable, long spinning 
knockdown into hard knockdown 


Recovery 


Bionic Lancer: Spencar charges almost the 
full length of the screen with a ferocious, 
single-hit bionic punch, Bionic Lancer travels 
very quickly, and Spencer is invincible тог 
the first 11 frames. This means you can usa 
Bionic Lancer as an invincible punisher or 
reversal through almost anything, up to half 
{пе screen away. 


The invincibility also makes Bionic Lancer 
- great for educated quasses before you were 
going to THC anyway, especially if your opponent happens to call an assist while you wind 
up the big bionic punch. 
After a hit, Bionic Lancer flings the target straight upward in a spinning knockdown. 
Afterward, they're laid out prone in a hard knockdown. After most Bionic Lancer hits, you 


sold be able to OTG with tiger knee air Wire Grapple М, You can also opt to activate 
X-Factor or THC to keep the combo going. 


About the only mean thing you can say about Bionic Lancer is that moves that have armor 
properties simply absorb it, since it's only one hit. 





With the right assist fo back it up, Wire Grapple is à 


Swing Wire is vital tar Spencer fo gef around, but 
useful long range poke, 


beware of vows and ai OWS. 


Don't be predictable—perform backward Swing Wires into a screen edge that go nowhere, 
or zip back and forth repeatedly, so your adversary can't pin you down. Zipping away with 
Swing Wires is also your escape method after air recovery, much like haw some characters 
can fly and then airdash away repeatedly. 


At the end of Swing Wire and halfway through Swing Grapple, you can make spencer 
perform other attacks. This is useful after zipping over attackers’ heads with Swing Wire, 

so you can fall with an attack from the other side (preferably while an assist hits from 

the side you vacated); it's also vital in combos after a midscreen air Wire Сир M hit 
(down-forward Swing Wire, air ©) just before Spencer lands, standing Q and so оп). 





When you anticipate running into another airborne character, or when Spencer's grapple 
movement has ended and he's about to fall in on them, rely оп air RZ + @ for attacking 
air to air or air to around. This combines an option select air throw with an effective air 
attack. If you happen to score an air throw with Spencer, whether on reaction or as an 
option select, proceed to Combo V. 


The effectiveness of Wire Grapples as pokes an their own is matchup-dependent. Many 
small characters can crouch under Wire Grapple L, lessening its value. Strong projectile 
characters won't give Spencer a place to squeeze in ground level grapples. Characters 
whose offense is based on calling an assist and then teleporting can annihilate Wire 
Grapple L attempts. Instead, success with using this high-risk, high-reward poke comes 
when your opponent is very conditioned to fear your use of Spencer's aggressive Swing 
Wire movement. Call an assist for cover and G> + + Wu to get in from fullscreen 
regardless of advancing guard, and your opposition should start to respect Spencer's wire 
animations. If you anticipate that your competitor might jump away at ground level, Wire 
Grapple M can соте into play. Wire Grapple Н is primarily used to juggle toes just above 
Spencer's head in certain combos, since damage scaling doesn't touch Wire Grapple H to 
Reel in Punch. 


In matchups where getting ground level grapples out there is simply unfeasible, like against 
Arthur, you might instead get some mileage out of occasionally sniping at ground level 
projectile-based characters with normal jump height air Wire Grapple M. From almost a full 
screen away, this can lead to a full combo if you manage to snag your rival while they're 
busy tossing projectiles under Spencer. Spencer is unsafe after a whiffed air Wire Grapple, 
but the very end of recovery can be canceled into Swing Wire or Swing Grapple for a safe 
escape or a secondary assault. 


While Wire Grapples aren't safe if whiffed or guarded, you can use that as intentional bait 
by canceling to Bionic Lancer to nail opponents who think they're going to punish a missed 
grapple. Be ready to THC to a safe hyper combo or activate X-Factor if Bionic Lancer is 
guarded too (though you can't always double down each time you make a punishable 
decision; sometimes, you just have to take the medicine if your adversary is ready to 
administer it). If your opponent guards Bionic Lancer and you de pop X-Factor to be safe, 
immediately go for either а low-hitting combo, orc + gl for an overhead that you can 
link into Armor Piercer on a successful hit. 


Can crouch under Wire Grapple L: 


Amaterasu Frank West Viewtiful Strider 

Arthur Morrigan din Wolverine 
А | Pv ücke 2 

Firebrand Phoenix Raccoon X-23 


While dancing with your opponent at mid range, edging for a clean hit up close, keep a 
keen eye out for your enemy to slip up and give you something to blow through with Bionic 
Lancer. This is actually just about everything, although some Iv.3 hyper combos can oul- 


invincible Spencer's invincible bionic arm. Bionic Lancer is invincible on the very first frame, 


$0 you can even use it оп reaction to the hyper screen freeze of the opposing player's hyper 
combo! On hit, you have the option to K.D. them by X-Factor canceling into a nasty follow- 
up—see Combo Vill. 


When you do establish close range, open up with a chain of crouching O (m Try to stop 
there and confirm whether your competitor is blocking or not before proceeding further. If 
they are hit, chain to standing (a), ЄЎ for a launch, among any number of other options. 
I your adversary is guarding, you have a layered mix-up to apply here. By chaining to 
either > + (2) or crouching lal, you can mix them up between high or low attacks. The 
c> + (D overhead can link to Armor Piercer in any situation and into light attacks on 
counterhit; see Combo IV. The other option is to pause slightly after crouching (М), then 
chain to crouching GJ and kara-cancel into Jaw Breaker for а surprise command throw 
(see Advanced Tactics). 


ШИН 


Í. CR. ©, ©, ST. @, © = FORWARD SUPER JUMP, AIR O 


+ т» о O 
Midscreen only, 574,800 damage, 41% meter loss 





Bionic Lancer plows through virtually anything for 
ihe first 11 frames, and it is that rare hyper combo 
ihal fs invincible from the first frame. 


Right Hook and crouching O ae Spencer s combo 
openers on the ground. 


Alternately, you can go for crouching ® again, or opt to da nothing and see if your 
challenger overextends themselves, doing something you can punish. 


When your rival is on offense against Spencer, Bionic Lancer is obviously the biggest 
deterrent, bul it is high risk and not an unlimited resource. Spencer's attacks are too 
slow to beat out the primary pokes of most aggressive characters. Clase range Armor 
Piercer is actually the fastest defensive asset Spencer has. Apart fram an occasional 
educated guess for Armor Plercer or Bionic Lancer, try to stick with proper guarding and 
advancing quard. Against airborne opponents, standing (9 works as а surprisingly good 
anti-air; it chains into itself, so you can press it several times and confirm that it hits before 
proceeding to a follow-up combo or throw attempt depending on whether your competitor 
ale the (B hits or blocked tham. Jaw Breaker Н is also an anti-air option if you're certain the 
opposing character is falling toward Spencer. 


With just about any successful hit or combo 
taking your target into the corner or close 
lo it, and with the strength of Spencer's 
corner combos, you often have a chance 

to pressura a fresh character falling in. 
Spencer also builds plenty of meter for 

you to use on snap backs if you want to 
force the situation. Through a simple setup, 
you can make Spencer's Jaw Breaker Н 
extremely difficult to avoid for the new foe. 
Time a forward jumping air (B to hit the 
fresh competitor just as they fall into the 
playing field; they should be forced to block 
immediately, Spencer then lands before 
they do, and yau can perform Jaw Breaker 
Н to snag them! If your opponent uses 
advancing guard on air V9 , you can still 

do this; you just need to dash forward with 
Spencer immediately when he lands, before 
performing Jaw Breaker Н. 








Fram outside of the corner, opposing 
leammates that are forced ta fall in can be 
met with a midair horizontal Swing Wire 
to farce a clase range situation right away. Far a left/right mix-up, call a projectile or beam 
assist, then as the new character falls in, either Swing Wire forward at ground level under 
the new character, or jump and Swing Wire forward at jump height over the new character. 
Depending an your timing and your selection of assist, the paint when your rival actually 
has to guard can be up for grabs. 


„ел land and grab them with Jaw Breaker И! 


0,0,0, аъ «o O OTG, LAND, + к + 5 @@, 


An easy combo that only works when in the middle of the playing field: near corners, perform Combo 111 instead. The first ОТС is done by pausing just after the air combo that ends in (5), 
then_performing air Wire Grapple M to OTG them while Spencer is on the way down. This generally puts adversaries in better post-wall bounce position for juggles than if you landed after 


air S), then did a tiger knee air Wire Grapple to OTG. АФ W = 9 © (3 
bounce was used up already, the second Wire Grapple simply ends the combo. 


tiger knee command is required for the final air Wire Grapple M, to OTG after Bionic Lancer. Since the wall 


i үч Е : А З 9 К : 
If crouching (E), crouching @ is guarded. halt your combo and instead stage a secondary attack. Chain crouching @ into => = H) to go high, or crouching y to go low. You can 


also cancel crouching М; inta 


ба (S) to move directly next to your opponent for a throw opportunity: this is risky because of the frame disadvantage you're left at on guard, but it's still 


difficult for your competitor to react to at close range. This disadvantage doesn't matter if you cover Spencer's Swing Wire with an assist call, however. 


П. CR. ©, ®©, ST. @, © => FORWARD SUPER JUMP, AIR 
ST. ©, © => FORWARD SUPER JUMP, AIR ©, ©, ®, 


Midscreen only, 488,700 damage, 104% meter gain 


0,0%,@,0@,4 ч» 5 ©, AIR м = @ = (б), AIRG, LAND, 
‚ LAND, +A oN 


An extended midscreen variation that uses по hyper meter. This is typically used to build bar while pushing your rival into the corner. After the first air chain to air), pause briefly $ the 


way down, then usa a well-aimed ¥ *u => © (1) before you land to OTG the opposing character. Then, just after recovering from the Alr Wire Grapple M, perform За < 


ar (S) so 


that Swing Wire's actual grapple travels under the target before juggling them, which holds them for Spencer to make contact with air (8) On the way in just before landing. 


lithe combo does carry Your ioe all the way to the corner instead of just close to it, you can add оп more damage. Instead of another air Wire Grapple OTG after the second flying screen air 
(6) ренопт Mie => © (8) on the way down before landing їо OTG with Bionic Bomber. Hyper combo cancel Bionic Bomber's landing to Bionic Maneuvers, then OTG again with tiger 


TT, 


knee air Wire Grapple Н to cap it off for 696,500 damage and 18% meter gain! 
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ДІ. СА. ©, ©, Т. @, © ==> FORWARD SUPER JUMP, AIR 0, ©, @, ©, ¥ x > = (Н) OTG, LATE AIR ®©, LAND, 
zd FORWARD JUMP AIR (p, &), Ө ==> ua o & o @, LAND, © = FORWARD SUPER JUMP, AIR (D, (D, 9, Ө, f v 
3 CE ұмэ с 00, 2S WE с ® 


| Corner only, 705,700 damage, 30% meter gain (self sufficient for Bionic Maneuvers ender) 


Again, perform the falling air Wire Grapple OTG before landing. After у iu = «s H) makes contact, Spencer flips backwards in midair. Perform a late air б) during the flip, just betore 
Spencer touches the ground. Then jump forward immediately and juggle your opponent with the air chain into down-forward Swing Wire. You may have to take a half-step away Tram the 
corner after landing but before relaunching. so that Spencer can keep the target from getting launched out of the corner instead of into it. 
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Ч = After launching your rival into the air and chaining ©, МИ} ©, perform} *a => & 9 while Spencer 15 still inthe air. This is поса cancel you must walt for air ©) to fully 
recover before doing it. 
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For less meter but more damage and a flashier combo, you can take advantage of the lack of damage scaling on grounded Wire Grapple Н to Come ‘ere! You can only combo to super jump 
canceled Wire Grapple H fram (8) when launching an adversary who is basically right above Spencer, which is exactly how they end up in this combo: flush above him in the corner. You 
can super jump cancel the final launcher in the corner into Wire Grapple Н by either inputting ¥ W "€ A 55 H) immediately, ar (if “Auto super jump" is set to ON in options) by simply 
holding down (5) while inputting # м» т (Н). Either way, when the grapple hits, press к) for the Come ‘ere! follow-up, which leaves the foe in another hard knockdown, Jump and 
perform Bionic Bomber immediately to OTG, then cancel it inta Bionic Maneuvers. Tack on tiger knee air Wire Grapple Н for 765,600! (And 16% hyper meter instead of 30%.) 

























J. © ©, ¥ ч > © ©, [FORWARD DASH, ST. ©, @, © ==> FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, 
+ м» = @) OR (FORWARD DASH, ST. 0,@,=> te € o 009, 4 w 9 л 2 0) 


041,800~623,200 damage, 71% meter gain or 58% meter loss 


Linking Armor Piercer after: Right Hook is technically a 1 frame link, but because ШСЗ has a small input buffer that carries forward unused inputs, it's easier than IEseunds. It's essential 
to add oomph to = «> with Armor Piercer into a combo when you land it. This combo does not work against Rocket Raccoon unless he's near a corner. It also doesn t work against 
Arthur, Viewtiful Joa, or Zero if Spencer's back is to a sereen edge. In these cases, perform "e. 57 E М ج‎ © жї > MN NN $F UL OP © (1) instead. 





AIR THROW, LAND, 4 м» л c (D, (4 # « o @@, ¥ a 4 o 0) OR (WHEN OPPONENT IS CORNERED, AIR Ө, 
LAND, ©, @, © => FORWARD SUPER JUMP, AIR (D, (D, (0, S, V ua + 5 Oc V u + o GH} 


367,500~454,400 damage, 80% meter loss or 17% meter loss 


Bie combo ой ої Spencer's air throw. After the throw, it’s possible to perform ¥ i = «» (E) before touching the ground, but the timing is tight. It's usually easier to land and de 
ue Et 





f, >¥ u o @==> (B) (CRITICAL SMASH), FORWARD JUMP, AIR ©, @, DELAYED ©, LAND, FORWARD JUMP, AIR — 
O, ®, DELAYED ©, LAND, ST. ©, © 19 FORWARD SUPER JUMP, AIR OD, @,@,@,¥ u% +a > DI OR (= 
at o9 фм» л o0] 


435,200~542,600 damage, 108% meter gain 


This combo follows up a successful Jaw Breaker M or H. The damage dala mentioned assumes that you land the Critical Smash variation, though it works even if you get Smash Kick 
instead. Smash Kick forces Spencer to dash forward before the initial jump. During the air MAG) © sequence, delay the (5) input slightly so that Spencer lands immediately after it hits. 
This ensures that the follow-up jump chain can connect. 





|. ¥ u +> о @, © (REEL IN PUNCH), WAVEDASH , ¥ u я 2 © OTG, (LAND, & # + o @®, & « +> л © © OTGIOR 
(IF FOE IS CORNERED: LATE AIR Ө, LAND, ST. ©, ®, © FORWARD SUPER JUMP, AIR ©, 0, 9, ©, чә € © 
=> ф щ © 

473,500-638,900 damage, 22% meter loss 

When at a distance, attack with # 3 ee © after you've made an opponent hesitant with unpredictable Swing Wire movement. It's also useful as along range punisher if the opposing: 


player messes up badly. Take care to cover yourself with assists or pick your spots for Wire Grapple attempts carefully, as the recovery is horrendous. When doing the version near и 
after falling with late аг, land and take-a half step away trom the corner before starting the relaunch chain with standing М 





ТІЇ. CR. ©, 0, ST. @ => фи € o GW EE (UPWARD JUMP, AIR (D, Ө, S к= > u e Ө с ©, LAND) X3 ST. © ex^ 
¥» > 2 ©, © => FORWARD SUPER JUMP, AIR ®, ©, FALLING ¥ u > © © OTG 


1,012,100-1,246,600 damage, 56~107% meter gain (depending on X-Factor level; 1 bar must already be available for Bionic 
Lancer at the beginning) 


This is-a verifiable X-Factor combo that works at any level of X-Factor and starts off of a basic opening. The same combo follow-up after the X-Factor cancel of Bionic Lancer works from 
Bionic Lancer by itself if you use it to blow through your adversary’s attack or punish them from far away. After Bionic Lancer ta X-Factor, wait for the toe to Start descending during the 
spinning knockdown to jump and meet them with the air chain into Swing Wire loops, If you jump upward to catch your rival properly from the Bionic Lancer, the Swing Wire loops can 

simply be done as quickly as possible. 


ШИ ШИЙ 


NUTRIT ЛП IW [ЖИЗА 
You can extend the range on Jaw 
Breaker significantly by canceling 

into il from the very beginning of 
either standing @ or crouching lal. 
You want Jaw Breaker to emerge 

before those heavy allacks are 

actually capable of hitting. Be careful 








not to деіс> + @ Right Hook Рта " 29% 76 Eg хх = 7% Lh 
rather than just standing © if going l— E EE : eae =... i Ае ч 
for the standing kara-cancel. It's їп guarded chain combos or after (B. ticks, chain to crouching) and cancel to Jaw Breaker immediately for a surprise unbreakable theaw! 


generally easier and more consistent 
to go for crouching G) kara-canceled to Jaw Breaker anyway. 


The easiest way to apply this is as a very strong lick throw: just chain standing or crouching @ into crouching ©), then cancel to Jaw Breaker before the sweep 
hits. This works even from the tip af the ranges for Spencer's attacks (you can even do it after chaining standing (B x3 if your target hasn't used advancing 
guard by then), and it doesn't require much timing—just do it as quickly as possible. Usually, you'll want to go for Jaw Breaker L or M to snag grounded 
adversaries, but if you expect they'll try to jump away fram your close range offense, you can use Jaw Breaker Н instead. 


This isn't airtight, but it's very fast and difficult to react to; if your opponent counters correctly, it was as likely an accident as a solid reaction, such as if they 
mash altacks on autopilot expecting to advancing guard and they throw you instead. The most likely scenario is that the foe beats you to the punch with their 
normal throw or with a quick (B attack. 


Apart from tick throws, kara Jaw Breaker can make Spencer's normal ground chain game much stronger. His typical ground opener is crouching (B , (wb. If this 
is guarded, chaining to crouching @ orS> + @ presents a high/low mix-up to your rival. Normally, Spencer is too far away after (B , (V) is guarded for Jaw 
Breaker to connect in order to add a throw layer to the mix-up cake, but Jaw Breaker can reach if you chain to kara-canceled crouching O. Unlike the tick kara 
throw from (9 attacks, you'll want to pause just a split second after crouching (M) is guarded betore chaining to crouching ©) «s» Jaw Breaker. If you chain 
lo sweep and then necessarily kara-cancel right away, Jaw Breaker will be active while your adversary is still stuck in hitstun/blockstun and therefore immune to throws. 





Bionic Lancer is fast, hard-hitting, and invincible, and none of that changes 

during a crossover combination. As a partner character, Spencer adds a long- 

reaching hit to any crossover combination. On point, since Bionic Lancer is 

just one hit, Spencer is free to act again really quickly. Paired with certain 

partners, this can lead to some interesting uses for crossover combinations. 

With partners who have OTG-capable hypers, this opens the door for Spencer 

м 1 dm." to (even more easily) add heavy damage to any hard knockdown, but in | 

meu IQ uM particular, one place he normally can't... after a normal ground throw. As an 

| X 7 example, if Storm—c or D or Hsien-Ko— is in the next slot, and Spencer's 

Certain team configurations nal only allow Spencer .. bul they also lef you continue his own combo packing two hyper meter bars, you can ground throw, then just activate 

lo scare Gamage in new situations... afterward! crossover combination (with Hsien-Ko— (3, you'll need to dash forward 
immediately after the throw). The partner's hyper combo OTGs the opposing 

character up into Spencer's Bionic Lancer, and that's over 500,000 damage off a normal throw, anywhere. 

This can be taken further with certain hyper combos that last a particularly long time, such as Amaterasu's Okami Shuffle or Dante's Million Dollars. These 

hyper combos strike for so long that you will be free to act with Spencer and keep the combo going alter the crossover combination is over. 

Combining the ideas, with a team like Spencer, Dante, and either Storm—c/B or Hsien-Ko—B, build at least three hyper meters, then score a normal throw 

on your opponent, Simply activate crossover combination (dash if you have Hsien-Ko), and the OTG-capable partner then pops the thrown foe up into both 

Bionic Lancer and Million Dollars. This deals heavy damage already, but most importantly, since Million Dollars takes forever, Spencer will be free to acl 

standing right next to the enemy! Since Million Dollars sends the target inta a spinning knockdown in two places, you can quickly perform Wire Grapple H to 

Reel in Punch (which is immune to damage scaling in combos!) at least twice before Million Dollars ends. All told, what's the damage? Approaching 900,000, 

confirmed off a throw. And this is just the beginning of the possibilities. 
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COMBO APPENDIX 


GENERAL EXECUTION TIPS 


You can perform Spencer's chains more slowly than most other characters. Verify off al crouching ©), ©! 


Juggles after OTG air Wire Grapple M and H almost always work better if you perform them while falling after an air (5) hard knockdown, 
rather than waiting to land and tiger knee the grapples. 


In any situation where Bionic Bomber is being used, start it as early as possible. 


AS SPENCER COMES IN: AIR ©, (9), (S), LAND, & w > 4 © @, (LAND, & # « c OD, V x 9 5 0] OR (AIRS), 
LAND, $ щч > c (Sr d щ >» о t w-sogq) 








Notes — — | | : Damage - 
TAC with? + Ө очу + Ө | |Varies based on damage scaling 
+Á,  w-oGu ф у/ CODD CS bx ST. O0 es» фи OG (mem), tw =» И з (]) 


Notes Ер Damage 
Basic X-Factor combo off overhead 333,000-1,101,500 damage, 152~142% meter loss 


(REQUIRES CORNER) CR. (D, O, $Т. (Н), => ф щ - o (бйз V мол (Н), АІВ (5), LAND, ST. МИ (9), (5) =; 
FORWARD SUPER JUMP, AIR CD, (D, (E), (S, & щ > > (S) OTG, LAND, 4 a> SO (бут= V w > с G6), мели с (Н) 


Notes Damage 


High-damage corner combo using Bionic Bomber. Connecting 7 € C + Ө after Bionic Bomber requires perfect timing; if too | агу) ogg 
difficult, instead cancel air; € cz» + O (очу $1 с> + OD (reducing damage lo 780,600) oF | AES 
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REALNAME OCCUPATION 
Trish Devil Hunter 
ABILITIES 

Excellent at fighting with guns and swords. She also wields 
lightning-based powers. 





She uses the great sword Sparda, once wielded by the legendary 
Dark Knight of the same name. She also has a pair of guns named 
“luce & Ombra. 


PROFILE 


Originally created by a demon in order to lure Dante into a trap, 
she fell to her target’s charms after working side by side with him, 
and betrayed the demon world. Now, she serves as Dante's partner 
in his business. 





Devil May ery [2001] 
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“This is biographical, and does nat ae 
in-game combat potential of this hero, - 






X-Factor Boost 


Level 1 (3 teammates remaining) 















(| Level 2 2 (2 teammates remaining) 





140% 
160% 












Level 3 (1 teammate remaining) 
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70 Basic Attacks GIS 


2 Screen Command Hits Damage Meter Gain ИП Active Recovery on Hit if Guarded 


a p 
DESKE 


Hits Damage Meter Gain Startup Active Recovery иа ТҮП Notes 


(During Round Trip or Round Harvest) | 
| Crouching @ 


Ground) Special Attack- Launcher 
Screen Command Hits Damage Meter Gain Startup Aclive Recovery an Hit if Guarded 
1 | Launcher, not special- or hyper 
ing ar crouching) 80,000 = | ^ | | combo- cancelable 
(During Round ен or Round Harvest) 70.000 | Launcher, not special- or hyper 
| Ө (while нн) | ж eo comia- cancelable 


Advantage Advantage к. 












Air Basic Attacks 
Advantage Advantage 


Screen Command Hits Damage Mater Sal 2.80, Active Recovery on Hit Guarded Notes 


Bear aa IL im а 
BET RD i F pe atlack 


Mena (During Round Trip or Round 7 | [| | | | Cancelable into TAC attack, сап be 
u aul Harvest) Air @) i inde | | | performed al low altitude 
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Air Special Attacks = ying Screen and Air Exchange 
ШӨ) causes a hard knockdown when used їп а launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (B) behaves mostly like another 


basic attack, Air exchange attacks, performed by inputting a direction plus (&), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continua the air combo: 


Screen Command Hits Damage pe Startup Active Recovery Acvantage Ни Noles 





Causes hard knockdown if used in launcher combo 


Tags in next available ally while lofting opponent 


| Aire ог<п + © Tags in next available ally while causing wall bounce, 
(during launcher combo) erases 1 hyper meter bar from opposing character 


Tags in next available ally while causing ground 
bounce, generates 1 hyper meter bar 


Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties It's usually possible to chain info a command 
attack from basic attacks, but most command attacks cannot be chained trom or canceled themselves. 


Meter Advantage Advantage 
Gain startup Active Recovery on Hit if Guarded 


Stiletto | | Until . ‚ 
'In air) 70,00 26 : Ї 2 


Notes 


screen Name Command Hits Damage 





Cancelable into TAC attack; cannot be performed at very low altitude 


Throws 


Throws are for snagging passive or blocking opponents: Since Ihrows-are active so quickly, you can also use them to preemptively toss 





opposing characters out of their offense; Combos are usually possible after throws, one way or another. 
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As a Partner—Crossover Assists 


| : 
| ш Crossover TE | Recovery (this Recovery 
Screen Type Combination Description Hits Damage put Startup Active crossover (other Notes 


Hyper Combo assist) рагіпег) 


\ н | Trick v Trap stays active for 300 frames, projectile has 1 
bri —cy | Round Harvest : ^w Lf ad ИЕ" 4 


| | | Activates when glyph is touched, foes can attack 

| | Trick | | 7 the glyph to make it disappear, captures opponent 
|, — (3 | Round Harvest s - | a app Gar, pepiures oppone 
ew Trish—B Me Peekaboo ЧОБ ie *  |tor 53 frames, trap stays active for 300 frames, 
бе S | . | projectile has 3 low priority durability points 

| 
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Trish's best assist is-Trish—f, whith calls her out to place Trick “Peekaboo.” Peekaboo mostly functions as it does for Trish.on point: a glyph is placed onscreen that remains for five 
Seconds, The crucial difference is that the glyph doesn't disappear if either your point character or Trish s struck after she sets it! This is unlike Trish's Tricks an point, which disappear if 
“She receives a hit: Call Trish—b preamptively to fortify a position, or call it when you believe your competitor is eager to jump or airdash in. Just like Trish on point, ff your rival attacks the 

glyph, It simply disappears, but just like on point, you simply call Trish to summon it again. 


Trish—a grants Trick “Hopscotch.” This move ts also good; it's just slightly slower and doesn't lend itself to follow-up combos as easily as Peekaboo. 


Both Trish— and Trish— D. grant access to Round Harvest in crossover combinations. Because Trish releases Sparda and is free to act so quickly during Round Harvest, if you start a 
Grossover combination with Trish On point, you are guaranteed to be able to move with Round Harvest locking your adversary down while up to two teammates pummel them, as well. This 
i5 a chance (0 contribute to the crossover combination's damage, while also getting a leg up on building back the hyper meter that has been expended, 


Trish—¥ provides the three-bolt Version of Low Voltage and replaces Round Harvest with Maximum Voltage in hyper combos. This isn't bad, but if what you want from a character slot is 
a beam assist and beam hyper combo in crossover combinations, there are tots of choices, whereas only Trish can provide Trick traps via crossover assist. Trick assists not only help you 
"protect your point character, but protect your other assist, as welll 


screen Command Hits Damage Meter Gain Startup Active Recovery Мана, препаде 
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Notes 


| 
| 
| 
| 


| On hil, snap back forces the opposing point character to be replaced by an assist. Opposing assisi calls or lag outs are also locked 
ds 


Meter 
Gain 


Advantage Advantage 


Hits Damage startup Active Recovery on Hil il Guarded Notes 


Trick Projectile fires when opponent touches or passes 
Hopscotch" over ihe glyph, glyph disappears if Trish is hit, trap 
(їп air OK) stays active for 300 frames, projectile has 3 low 

priority durability points 
1 Activates when glyph is touched, foe can alfack the 
"Peekaboo" : glyph to make il disappear, captures opponent for 53 
(in air OK) frames, trap stays active for 300 frames, projectile 

| has 3 priority durability points 

Blade advances for 40 frames or until durability 
Round-Trip points are used and (пеп returns to Trish, projectile 
(in air OK) | has 5 low priority durability points, SLO, C.D, 

| and АТО), properties change until blade returns 
Causes Round-Trip blade to hold its position 
momentarily 
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Low Voltage M 


| Low Voltage L 


= 


Low Voltage: This is Trish's projectile. All versions travel at the same speed. Low Voltage L is the fastest to fire and quickest to recover, but it fires only one bolt; on the ground, this 






low Voltage H 


travels at a height that unfortunately allows most characters to crouch under it. Thus, Low Voltage L should be used to stop forward dashes, rather than to zone. Low Voltage M fires two 
bolts, while Low Voltage H fires three; neither version can be crouched under on the ground, but Trish has longer startup and recovery, which leaves her more vulnerable, 


The air versions fire bolts downward at a 45-degree angle. This is a difficult angle for most characters to deal with, which is one of the reasons Trish thrives in the air. Set Trick traps to 


cover Trish before you take to the air to fire Low Voltage. 


Trick “Hopscoteh™ You 
can use this Trick both оп 
the ground and in the air; 
either way, it has the same 
result. A glyph is placed 
on the floor right in front 
of Trish, which extends a 
slender vertical hitbox all 
the way to the top of the 
playing field. If an adversary 
passes over the glyph in 
any way, the glyph fires 

a bolt directly upward at 
them. Only one Hopscotch 
glyph can be active ata 
time; using it again erases 
the first glyph while producing a new one. The glyph disappears if the opposing character 
trips it, if five seconds pass, or if Trish is hit. Hopscotch can now only be used опса рег 
airborne period (unless you use it again during Air Raid). Hopscotch 15 less risky used in 
midair than on the ground, so this is a significant change. Hopscotch is also important 

to follow Stiletto Kick in Trish's air combos, and it is useful to place alongside Trick 
“Peekaboo” for fresh characters to fall toward. 


= 
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if foes end up stuck high over Trish's head, such as when they are at air recovering at 
super jump height, you can place Trick “Hopscotch” just under them repeatedly. Each fresh 
glyph immediately fires another projectile at the challenger up above. 


Round-Trip and Switch 
Sign. After а startup lengthy 
compared even ta Low 
Voltage Н, Trish hurls 
Sparda across the screen 
like a boomerang. While 
Sparda is out of Trish's 
hands and in transit, her 
heavy basic attacks and 
launcher become kick 
attacks rather than sword 
swings, and air С) isn't an 
overhead. Keep that in mind 
if Trish ands up next to her 
adversary during Round 
Trick, especially if you want 
to mix your opponent up. 


On its own, you're unlikely to get Round Trip out safely very often. It's much easier to 
utilize while Hopscotch and Peekaboo are active nearby; it's also best to throw it from 
the air, so if your rival gets around it, they're still less likely to hit Trish at a clean angle. 
Throw Round Trip at normal jump height, so if it comes back to you at ground level, your 
adversary must deal with il. 


The Switch Sign command can be input whenever Sparda is traveling to slow it down 
briefly. This is uselul if Sparda runs into the target dead-on; time Switch Sign correctly, 
and Sparda slows down just as it starts hitting the opposing character, forcing the 
opposing player to guard. You'll up the damage or deal chip damage either way by using 
Switch Sign to drag the blade over them longer. 








Trick “Peekaboo”: Like 
Hopscotch, Peekaboo can 
be used on the ground or 
in the air, but it can only 

be used once per airborne 
period. Trick “Peekaboo” 
causes Trish to place a 
glyph in midair in front 

of her. If the competitor 
attacks this glyph, they 
simply destroy it; it also 
disappears after five 
seconds, or if Trish is hit. lf 
your opponent runs into the 
glyph, they'll be captured 
long enough for Trish to 
capitalize with a full combo, or at least use Maximum Voltage from too far away to launch. 


Trick “Peekaboo” is active very quickly, fast enough to use on reaction to aggressive 
movements that aren't coming in from point-blank range, such as long range airdashes. 


Used in conjunction with Hopscotch, Peekaboo lets Trish control enough of the screen to 
attack more safely with Low Voltage. 


Air Raid. Trish's flight 
mode has had a hair of a 
second shaved off of her 
total flight time. This is to 
compansate for making 
Trish's flight mode even 
more important, since 
she can no longer use 
Hopscotch over and over 
again while in the air unless 
Air Raid is activated. 


You can also use Air Raid to 
run or rush through the air 
very quickly with repeated 
airdashes. During flight, 
you can't cancel the same 
direction airdash into itself, but you can cancel airdashes in different direction. (In other 
words £J + DD t^ + GG, repeat works, but& + GG > + QUO doesn't 
work.) There's an exception: if you execute airdashes during flight with a “plink” command, 
it looks like an aerial wavedash, with the same direction dash canceled into itself! To 
perform this, input desired direction + @ 0 with the buttons separated hy only ane 
frame; in other words, drum two attack buttons one after another as quickly as possible. 
Performed over and over, you can use this tactic to wavedash across the sky while flying 

in a flash! 









































Hyper Combas 


Screen Name Command Hils Damage Startup Active Recovery “Vantage Advantage Notes 








on Hit if Guarded 

































Projectile homes in on opponent far 120 frames, 
D | x | ж ЕРА jectile has 1 high priority durability point 

Round Harvest : 44 700 | projec g ' 

$ б), Cr. , and Air O properties change 

until blade returns, disappears if Trish is hit 


T | m | Е | Each projectile has 1 high priority durability — 
Maximum Vollage 269 300-- DRM e LED DER Menit E ume 
(in air ОК) ] 2$ - ( 30. 39,900 151 116 | | / point, air version is OTG-capable, can be mashed 
AS | | ж] for additional hits s Я 
Duet Pain (Level 3 | : | Frames 1-22 invincible, unaffected by damage 

с 400,0 30 | i "тат mage 


Round Harvest: Round Harvest is Trish's biggest asset. After moderately lengthy startup {getting Round Harvest off in traffic 
iS a little bit like looking for a place to fit in Storm's Hail Storm), Trish releases Sparda іп а powered-up state. The pant 
demon blade homes in on the target unavoidably for two seconds. Like with Round Trip, Trish's launcher and (H) attacks are 
KICKS instead of sword Swings, and air (Н) becomes Stiletto Kick and stops being an overhead. Sparda disappears and Round 
Harvest ends instantly if Trish takes a hit, but if she releases Sparda cleanly it’s very unlikely. 


il the opposing player guards Round Harvest and uses advancing guard repeatedly, Trish won't be able to approach her 
toe. But if you tag in or THC to another character in place of Trish just after she releases Sparda, the opponents attempts 
to use advancing quard won't matter! The new character is then free ta get right up close and personal with an adversary 
who is forced to guard Round Harvest. And if they're not guarding, great—continue the combo with the new character 


Maximum Voltage: Trish's projectile hyper combo shoots dozens of bolts across the screen. The ground version shoots 
laterally; which is great for zapping assists, chipping opponents, or continuing a full screen combo as Round inp or 
Round Harvest hits а competitor. It's not quite the hyper combo beams of Akuma or Dormammu in terms of speed, buf it's 
still fast enough to force your attacker to respect the threat. 


Just like air Low Voltage, Air Maximum Voltage fires ata 45-degree angle downward. New to (ОЛИС, this air version is 
OTG-capable! Most obviously, this means Trish can score a decent OTG combo by herself after an air throw by airdashing 
and shooting at har opponent with air Maximum Voltage. 


Air Maximum Voltage has no invulnerability, but because of its angle, it has another specific use: after guarding your 
competitor's attack with another character, you can crossover counter to Trish and IMMEDIATELY use air Maximum 
Voltage the instant Trish starts to “exist” as far as the game is concerned—don't wait for her to actually land and perform 
her assist attack as the counter! Many attacks, when guarded, are laggy enough that this ensures that Trish is basically | 
firing directly into the face of an opposing character, If your. opponent was pressuring you Up close, the likelihood Is also | 
nigh that they might have called their assist for you to shoot at, toa! 


Duel Pain: Trish's 10.3 hyper combo allows her to tack оп heavy damage to otherwise routine combos because it’s 
unaffected by damage scaling. It's also invincible for the first 22 frames, giving Trish a good option to blow through things 
on reaction, like the hyper combo cutscene freeze of an opponent! The range is nat quite that of similar 1v.3 hyper combos 
like Dante's Devil Must Die or Iron Man's Iron Avenger, however. 
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Bolhi Tricks serve to cut olf 
airspace for a foe, bul Hopscotch 
does if in a pillar, while Peekaboo 
iraps a localized area. 


The payoff for being patient 
and waiting fer foes fo run into 
Peekaboo is high. 





Trish is well-equipped for both rushdown and runaway. She can fly and double jump, her 
eight-way airdash enables both square and triangle jumps, and she has projectiles and 

traps galore. Her damage output is slightly below average, however, and so is her vitality, 
which skews her risk/reward in favor of leaning on her ranged tools a little more, at least 

at the beginning of a match. This helps you feel out the opposing player and sense whether 
they'll be weak to Trish rushdown, without getting Trish impaled finding out first-hand. This 
approach also builds hyper meter, especially if Trish brought a meter-building assist to the 
Hopscotch and Peekaboo party. This hyper meter can then either help out Trish's teammates 
or enable her to go on the offensive with Round Harvest. 


Low Voltage travels really quickly, but it takes longer to actually fire than many main 
projectiles. This is especially true of the M and H versions, which are the ones you'll have 

to actually use on most characters, since the majority of characters can crouch under Low 
Voltage L. Low Voltage L should therefore be used when you want to stop ground movement 
like forward dashes; don't rely on it to send threats to a fullscreen opponent. 


These characlers can sland under Law 
Voltage L!: 


Fire away! These characters can't 
crouch under Law Voltage L: 


Caplain America Ghost Rider Amaterasu Rocket Raccoon 
C.Viper M.0.0.0.K. 

(sometimes) Nemesis T-Type 

Doctor Doom Ryu 

Doctor Strange She-Hulk 

Haggar Spencer 

Hulk Thar 

Iron Man Tron 


Having to use Low Voltage M or H to threaten distant foes means Low Voltage can't be 
relied upon for zoning by itself, and it also means that Trish inevitably loses most projectile 
wars on the ground. That's fine, since her projectiles aren't for winning projectile wars. 
instead, get above other beam and projectile characters at super jump height and fire 

Low Voltage down at an angle they can't cover. If your opponent is apt la dash forward in 
retaliation to your super jump (nat an abnormal reaction), then super jump and place Trick 
“Hopscotch” before you take aim with Low Voltage. The aiming area of the Hopscotch glyph 
can be considered, in effect, a slim infinite column designed to protect Trish. If you havea 
special move action left on the way down, you can place Trick “Peekaboo” at low altitude 
before landing to supplement Hopscotch. 


Against teleport and rushdown characters, who ara less eager to duck back with beams and 
more eager to get at Trish's face, you can play more of a ground game. On the graund, it's 
Peekaboo you'll want out first, rather than Hopscotch. It comes out sa quickly that you can 
use it as an early anti-air, and it covers perfectly the air entry angle for most aggressive 
characters. From behind Peekaboo, yau can place Hapscotch to strengthen Trish's position 
before using Round Trip or Low Voltage to chip your opposition. In this capacity, Peekaboo 
sort of serves to give Trish time to use Hopscotch at all, since Hopscotch's startup on the 
ground is very risky to use against the fast characters of ОЛУС. 


The opposing player should be constantly harassed and reminded of the presence of Trick 
traps. Use these tactics well, and they can serve as mini-assists for Trish while also helping 
cover her own assists. Be diligent about keeping Peekaboo and Hopscotch active and in 
places beneficial to you. Hopefully during all this, you're keeping Trish and her assists out 
of trouble, while your competitor has to guard or get hit by bolts and traps. At some point, 
your opponent is going to get fed up and came after you full bore, опе way or another. It's 
important to note that Trish has last same capability in running away here since MwvG3, but 
the functionality can replicated, She can no longer place Trick “Hopscotch” more than once 
during jump periods. So, she cannot Hopscotch, airdash, Hopscotch ta reposition it under 
her, or put Hopscotch out multiple times in air blockstrings to both pressure a foe and leave 
а present for them even if they push away Trish with advancing quard. 





M you build surplus meter while running, feel free 
to dump it into errant assists in (ihe farm of Round 
Harvest or Maximum Vollage (ог, Round Harvest into 
Maximum Voltage!). 


Achieve super jump height by airdashing upward 
from a jump, and you'll still! be able to call assists 
wile retaining a position advantage. Pair this wiih a 
meter-building assist to uy the payor 


Before, Trish could reposition Hopscotch much less deliberately. Now, this must be more 
premeditated. Jump, call an assist, airdash upward, and place both of Trish's Trick traps. 
This uses up her airdash and both of her Trick traps for the jump, along with two of the 
three possible special move actions per jump. It leaves one special move action left: this 
special move is spent activating Air Raid. Trish is now at super jump height and in Air Raid 
flight mode, having set Hopscotch and Peekaboo and called an assist. Since the whole thing 
started with a normal jump, she can still call assists, and since flight is active, she can 
airdash or use special moves regardless of using those actions up already! For example, 
you can then have Trish airdash backward, call the other assist (or the same one again, if 
it reloads fast enough), reposition your Trick traps if desired, then pepper the target with 
Low Voltage H while they're held back by Trick traps and your assists. Or, you can opt to 
go offensive, calling an assist on one side of the opponent before using repeated flight 
airdashes to get to the other side of them. From here, you can proceed to a close range 
offense backed by the frame advantage your assist (and possibly your Trick traps) created. 


While setting all the traps, when the situation calls for it, Trish can rush just fine. When 

your opponent is passive or overly defensive, when you sense they're weak, when Trish has 
X-Factor active, or if getting up clase and personal is just your thing, you can play Trish very 
aggressively. Trish also has strong rushdown à. like her Stiletta Kick diving attack, her 
excellent air basic attacks, and her crouching WY slide. 


Her fastest attack is air (B, at 4 frames until active. This kick drives her fastest overheads, 
triangle jump air (B. and instant jumping air @ (for more on instant jumping air (B, 

see Advanced Tactics). Mix up between these, crouching ( to Combo I or Il, and throw 

at close range. If your adversary jumps away às you strike with these options, you will 
probably whiff. If you r n your opponent wants to escape, dash in with standing (B or 
jump forward with sir QU). instead (into Combo V ап hit). 


If your rival guards these attacks, they'll likely use advancing quard to push Trish away. 
Trish remains in striking distance, though. She's still in range to square jump right back in 
with air &9 or air + @ (for the option select air throw opportunity). Although this 
looks really scary, it's pretty telegraphed and easy to block; the opposing character just has 
to remain standing. As a counterpoint, you can wavedash immediately, then either attack 
low with crouching (B or use instant jumping air. 


Of special note is her Stiletto Kick. This isn't an overhead, but it can cross the opposing 
player up, and advancing guard does very little to push Trish away after the dive kick is 
blocked. This helps create one of her Advanced Tactics, and it enables Trish players to 
basically spam Stiletto Kick, Sure, your opponent can block it all day, but they'd better not 
slip up. Beware of the standard counters to telegraphed divekick-type attacks: counter type 
moves and X-Factor quard cancels. (In this situation, opposing players block one of your 
obvious Stiletto Kicks, activate X-Factor immediately, then start hitting Trish before she 
lands. Brought to you by MvC3 players trying to figure out how to deal with Wolvarina!). 
Note that Stiletto Kick can be canceled on hit or guard before landing, or even when il 
whiffs, 50 you can keep your competitor on their toes by canceling blocked or whiffed 
Stiletto Kicks right above them into Trick “Hopscotch.” 


Anytime Trish is pushblocked away is also a natural time to drop Trick “Peekaboo” and transition 
right back to pestering your target from afar, Trish actually recovers slightly faster than her foe, so 
setting a trap is basically free after her jump-in is pushed away with advancing guard. 
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Last-difeh Trish gains just enough speed to make her 
alfacks much more elective mix-un weapons. 


Advancing guard doesn mean much when you Want 
lo advance wil Trish. 


With X-Factor active, especially Iv.2 or Iv.3 X-Factor, Trish almost becomes a different 
character. With a significant damage boost, her below average damage goes away, and 

her rushdown attacks get even faster, She is much more likely to knock out opposing 
characters, and since her moves execute much faster, you have time to leverage a powerful 
mix-up against the next character coming in: knock a character out, then place Trick 
“Peekaboo” and Trick “Hopscotch” near where your adversary will land. Then, as they fall in, 
dash under tham as they fall into the traps. Performed correctly, if the foe gets crossed up, 
the traps combo into each other and hold the target in place, where you can launch and K.D. 
another character! 


Finally, just as opponents can use X-Factor to cancel guard and punish obvious Trish 
attacks like Stiletto Kick, you can do the same thing with Trish. Guard something obvious 
the opponent does, like a dive kick, then activate X-Factor and immediately open up with 
crouching IM). The slide will take cara of positioning worries for you, and allow you to chain 
into standing O, ©. See the Combo Appendix for a possible follow-up combo. 
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CR. (0), (D, (D, ST. © => © FORWARD SUPER JUMP, AIR Ù, & 2 (Bes tees (NO M == 
FORWARD DOUBLE JUMP, ©, 9, & ¢ Юе ф ч > OMS Vw o (MASH 1 


960,900+ damage, 33% meter loss 


This easy, consistent Trish combo outputs moderate damage. |f you anticipate that your rival is going to attempt jumping away, replace the opening crouching attacks with standing ones. 
This catches foes just as they leave the ground, while the crouching opener would miss. Try to stop short if your opponent is blocking after crouching or standing x2, If your opener is 
guarded, follow up with a throw, Combo Lagain, or an immediate triangle jump air(L) or instant overhead air(L) (see Advanced Tactics) 


This combo provides a verifiable means of using X-Factor. Instead of ending with Stiletto Kick canceled to Low Voltage L to Maximum Voltage, simply cancel Stiletto Kick directly into Maxi- 
mum Voltage, mash én) for most of the duration, then X-Factor cancel and immediately perform air Maximum Voltage again, This nets around 775.900-326,800 damage. Not as efficient 

as many X-Factor combos, but if you use this to К.О. a character, you'll have planty of X-Factor time left for the opposing players next character. You cannot cancel Stiletto Kick into Low 
Voltage during this variation because of the three special moves per jump tule—you have to save one of them for the second Maximum Voltage. 
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CR. (0), ©, (D, O ex^ (S) FORWARD SUPER JUMP, AIR ©, + > @ (PAUSE ON ES tr « 2 (D, М) OF 
LAND, WAIT A MOMENT, ST. (5), © FORWARD SUPER JUMP, AIR ©, ©, ©, ©, LAND, WAVEDASH TWICE, 
wx 2 ® (MASH @) 


618,400 damage, 19% meter loss 


This combo deals heavier damage and builds more hyper meter than Combo |, but itis more difficult, especially an small characters (near corners, it is much easier). The trick here js fo hit 
your target as quickly as possible with air), V. чл (H) after the launch, but then pause for a split second before canceling Stiletto Kick to Trick “Hopscotch.” ff you cancel from Stiletto 
Kick to Hopscotch instantly on hit, Trish won't descend, and this stops the combo from working, or makes it inconsistent outside of corners. Bul, if Trish is given time to descend just a hair 
along stiletto Kick's path, canceling to Hopscotch puts your adversary in perfect position for the follow-up air MIO Of course, if Hopscotch doesn't combo at all, you waited too long! 





(REQUIRES CORNER) CR. ©, ©, 0, (B) => © FORWARD SUPER JUMP, AIR. (D, & 5 O= te = © (D, 0,0, 
LAND, PAUSE, ST. ®©, DOCTOR DOOM—B ASSISTS (S => FORWARD SUPER JUMP, AIR ©, ©, @, ©, LAND, 

t «€ © (9, DOCTOR DOOM— HITS, © e^ VERTICAL SUPER JUMP, AIR ©, ROUND TRIP HITS, AIR (S), LAND, 
tusr o B® (MASH ®) 


710,100 damage, 12% meter gain (self sufficient for Maximum Voltage ender) 


This complex combo shows an example of how assists can greatly help Trish's damage output, It works by timing Doctor Doom's Hidden Missiles assist to hit an opponent after they ve 

been knocked down. This is done by calling the assist at the exact same time you perform the second (S) launcher. After landing from the first air О? immediately throw Round Trip, then 

once the missiles OTG the eee launch with (5) and follow them into the sky, Perform a late air (S) to spike your competitor directly into Round Trip {causing them to bounce into 
5 


the sky again), then do air (S) again while you plummet downward, After landing, you should hava plenty of time to score the OTG air Maximum Voltage. 2 
since Doctor Doom is on your team in this example, note that it he’s in the next slat, his Sphere Flame is опе of tha best hyper combos to THC into near corners. Lock and load, leader of T 
Latveria! 900.0004 damage awaits. as 





AIR THROW, FORWARD AIRDASH, AIR ¥ % > 2 @® (MASH ©) ^ 


377,800 damage, 92% meter loss ۴ 
A basic air throw combo. After throwing your foe, alrdash as soon as you're able, then perform # м 0 just as you approach tham. You can pop K-Factor just after the hyper д 
combo ends and perform another $ З=». <> (959) for additional damage, but this isnt worth doing unless you're certain it ll К.О, the opposing character. DA 





(AGAINST AN AERIAL OPPONENT) FORWARD JUMP ©, 0, ©, + = (Н), LAND, ST. ©, ©, (Н), (S) = MUN à 
FORWARD SUPER JUMP, AIR ©, 0, ®, ©, LAND, WAVEDASH FORWARD TWICE, ¥ w « c (MASH 6&9) j 






9/1,200 damage, 41% meter loss 






An anti-air combo used to attack normal jump height airborne opponents. Double-tap Œ on the way up during a forward jump without waiting to see if it hits. Youll get the chain and have 
time to verify into air (H) to Stiletto Kick if air (Q^, Œ comes out. It Trish whifts the first air ©) entirely, the second 09 press does nothing, and Trish is free to act in midair. Depending 
on what your rival is doing and where they are, you can set Trick “Hopscotch” to ре safe and stake a claim оп land, Stiletto Kick to go on the attack if they're at the right angle, or airdash 
toward or away from your opponent, depending on your inclination. 
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With à tight, aggressive sequente, Trish can negate use of advancing guard. The 
tactic starts with jumping right next to your opponent and striking with rising air (9 
as soon as possible. You can input (B as soon as 3 frames after inputting an upward 
direction for the jump, so press ® immediately after pressing up-forward. 


The next step is ЕБ into.” + (D . You don’twant to buffer this input by 
pressing ! early. For this to work properly, you must input wii or (2) as 
soon as Fibre. after their advancing guard actually starts pasning Trish back— 

- preferably within 2 frames. Any longer than that, and airs? + (D usually causes 
Jump at your adversary with instant jumping ar @ ... then use air\? + D to defeat advancing quant! Trish to whiff\y + (D. 


If your rival doesn't use advancing guard, whether rising (9 hits or is guarded, whatever they do against the follow-up airy + (D won't matter. If they guard the divekick 
and use advancing guard, Trish is barely pushed баск because she lands right away and stops backsliding. Whether they guard or employ advancing guard, Trish is left right 
next to them with frame advantage! If they eat the dive kick, well, great. Proceed ta the combo of your choice. 


If rising air @ hits, V + (2) won't cause a combo normally. It can combo on many standing characters if air ® hits as a counterhit, though, which may occur frequently if 
your foe tries to throw or throw break al close range. However, it stil woni work on small characters. You can also score combos by calling an assist before jumping with air 
(B , so the assist hit can fill in the tiny gap between air @ and air D. 


In 10.2 or 3 X-Factor, air (B d. + (2) becomes a natural combo, ET x Trish rises so quickly during these modes that air (B whiffs on many small crouching characters, 
and on other characters, it only combos if it hits them while they're standing. It's still a very strong option, depending on the size of the opponent—mid-sized and large 
characters essentially aren't able (о keep X-Factor Trish off of them. 


When you are pressing a challenger on offense and sense they are scared of instant air (9 into Stiletto Kick (along with the other comersionea of Trish's aggressive air game: 
square jump ©) , and triangle jump © and © ), super jump and immediately triangle jump toward your adversary with air $^ + ‚ Upon landing, attack immediately with 
crouching @ or a throw. 


Do this emply triangle jump as rapidly, as possible; you don't want the screen to actually shift to super jump height, 50 air ( O actually whiffs. Trish should be so low in 
altitude бу the time you press $ + (2 that Stiletto Kick can't occur, sa the A + (D input produces a whifted alr ts | that doubles as an option select air throw. Because 
of slight command overlap with her Stiletto Kick, if you triangle jump using the command dash (© orf? + @4 9 ا(‎ using @ s) as one of the buttons, Trish always produces 
an option select throw at the beginning of diagonal downward airdashes. If your opponent starts to jump away as you attempt this mix-up, you'll get a throw automatically. To 
sum up, this sequence lets you fake a high attack and then immediately go far a low, while giving yourself two chances to air throw without even thinking about it! 


Layer mixing up between instant overhead air (B and empty triangle jumps into low attacks, and you'll enhance the effectiveness of Trish's rushdown greally. 





The best time to use Round Harvest is whenever you find the time, really. If you can 
get it out there, your rival almost certainly has to deal with it, and if they call any 
assist, il gets chewed up. Beware of certain characters like Ghost Rider who have 
attacks that can easily reach through Sparda and hit Trish. Just like with Trick traps, 
Round Harvest disappears if Trish gets hit. Luckily, once it's actually over your 
opponent and spinning, that's a non-issue. 

It's important to note Trish's heavy basic attacks and launcher are different when 

she doesn't have Sparda in hand. In particular, air (5? becomes a slightly altered 
version of Stiletto Kick and is no longer an BRAT и you want to attack high during 





Trish's Round Harvest 72 combo should be Round Harvest is also effective in crossover 


а ae _,. Round Harvest, you need to use triangle jump air ® or C) . Alternate between using 
ET ee 7 Papias d when Trish f5 ОП ОЙ a? these and employing empty triangle jumps into crouching @ . Round Harvest doesn’t 
of the match for Trish J actually last that long—just two seconds—so make the most of the lime. 


It can be difficult to do anything to your adversary if they guard Round Harvest and start spamming advancing guard. In this situation, Trish gets pushed back no matter how 
good your wavedashing is. You can deal with this in a few ways. You can simply accept it, try to catch assists in Round Harvest (which you can follow up with Maximum 
Voltage for great risk-free punishment to the assist), and just fire Low Voltage H at the enemy a few times while they block Sparda. 


Or, for a much bigger advantage, bring in another character, who can then rush your competitor down without being affected by advancing guard! To do this, either simply 


lag Trish oul immediately after using Round Harvest, or THC from Trish's Round Harvest to the power-up hyper of another character (such as Firebrand’s Luminous Body or 
Wolverine's Berserker Rage). 


Between unguardable special moves like C.Viper's Focus Attack and Taskmaster’s Sword Master chains, and various combinations of high or law attacks with high and low- 
hitting assists, you can do some very nasty things ta characters who block Round Harvest and can't rely on advancing guard to save them. Unless they're prepared with an 
invincible crossover counter, there's nothing they can do to stop you from forcing the issue. 


COMBO APPENDIN 


GENERAL EXECUTION TIPS 


Chain from RUE о.о кыш (M). quickly шї aroun combas; the Inputs can't PA delayed. u^ 


When ising air ©. (М), atc. ‘in air r combos, all а UT before attacking after ШӘ TET 
Perlorm airdashes diagonally downward with ©) as one of the buttons for dei option select throws het 


AS TRISH COMES IN: AIR d u 


Notes 


CR.O,O, 0, ST. => e FORWARD SUPER JUMP, AIRO, ¥ O LAND, STO vo 


کب کے ہے 


Notes | З Damage 


-  |r02.100damage 254% meter loss —  — —  — — (ME 


FORWARD SUPER JUMP, AiR © 


Notes 
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The only daughter of the Bonne family of air pirates, she is аА, бп au igo | 
a sore loser. However, she can be charmingly awkward in front of someone she has a f 
ле and values her family above all else. She travels the world in the hopes of 

мер ШЕК, hut her misadventures usually only end up adding ta her debt. 
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| bs Factor Boost Damage Speed | 
| Level 1 (3 teammates remaining) | 135% 
| Level 2 (2 teammates remaining) 7 160! Bec] 
| Level 3 (1 teammate remaining) Ой = | 


When playing as Tron, your goal is to close on your opponent and force them Into 


’ the corner 


\ Why ! WOU wid you We ani gu (9) OSE on your adversary when T ron ni. 0 Бар robot that tnraws 





| Servbots and huge rocks? 


Tron’s true strength lies in her dominant air (v) and @ attacks 
and her command throw mix-ups on the ground 










































Tron can dominate the space around the corner, and the carner 
allows Tron’s bigg 18: st combos 4 ihile also making : all her combos 
easier to per form 


Tron has difficulty again ist zoning char acters Keeping your rival 
in the corner denies them ' the spc ace net edeg to effectively. keep 
Tron away 


How- do you approach your compe шеш е COE usn Tron? 


Using a law altitude airdash combined with 1 air (V) or ( 


ет == 


Using low altitude air Bonne Strike to push the opposing 
character closer to the corner 


Using Bonne Strike Í with a pro jectile | Dr hea m crossover i assist that 
can protect Tron’s pur lishable recovery period 
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Д TANING SINCE ORIGINAL MUC3 
| Tron received а few significant changes in Ultimate Marvel vs Capcom 3. Probably the most 
|| significant was the change to Tron—(3 assist. |! is now just as vulnerable as any other 
| | assisi, changing it from one of the best assists in the game to an average one. Another 
| ‘| significant change is that her air H) knocks opponents farther away, making it difficult 
fo continue combos consistently outside of the corner without the use of Bonne Strike. 
Servbot Surprise Hyper is now mashable, which leads to a slight increase in her corner 
1 combo damage. Servbot Launcher gaining up to three altacks can lead to some good corner 
pressure. Bandit Boulder is now special/hyper-cancelable, and this can be useful in niche 
situations and shorl combos. 

Gustafi Flame is special/hyper-cancelable 


Bandit Boulder is special/hyper-cancelable after frame 35 
Servbot Launcher can бе mashed to launch up to three Servbots 





Servbot Surprise Hyper сап be mashed for additional hits 
Air (Н) Knocks adversaries farther away 

Tron—f{3 assist is now more vulnerable to attacks 

Increased length of hard knockdown caused by normal throw 
Increased jump cancel window of Gustafi Fire 

Bandit Boulder rock lift hitstun decreases with combo length 
Increased minimum damage scaling of special moves 
Lowered float of ground Bonne Strike 

Air Bonne Sirike hitstun decreases with combo length 


Fixed Bonne Mixer and Shakedown Mixer so they сап come out on an 
empty cancel 
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| | Screen Command Hits ES Meter Gain ht: EX Recovery on Hit if Guarded “ates 
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B. - : priority projectile and beams 
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E Crouching, Basic Attacks 
| | ыт" Command Hits Damage RS startup Activa Recovery neva H Guarded Notes 


M 
| | Lol attack, knocks down, OTG- capable, can move forward or 
ga ouching @ 95,500 960 backward during attack, can cancel into Bandit Boulder, not 


special- or hyper combo- cancelable 








1 
| 
|. 
| Ground Special ШЧ e Launcher 
ES | j Screen Command Hits Damage Meter Gain Startup Active Recovery Ananing үне Notes 
— ERA REESE 
AN |  — | crouching) | cance lable 
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| Ain Basie Attacks 
| зед Command Hits Damage Meter Gain Startup Active — Recovery к баг Notes 


Шт Lr pen | кишш E 


ES Overhead attack, knocks down opponent, nullifigs medium 
100,000 е EE WEGE 
grounded priority projectiles and beams 









Air Special Attacks—Flying Screen and Air Exchange 


Air (S) causes a hard knockdown when used іп a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (B) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus &), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


Screen. Command Hits Damage meier Startup Active Recovery variate ш Notes : 
Causes hard knockdown il used in launcher combo, 


lo [rem ع دد‎ E 
| Е ; | Until [asi in WT available ally while lofting opponent 


Tags in next available ally while causing wall 
Aire orco + Ө m Until 
(during launcher combo) | | grounded 


bounce, erases 1 hyper meter from opposing 
character 7 а. | 
BELT in next available ally while causing ground 
Ка generates 1 hyper meter 


Gommand Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Meter Tele inb vor, odvantage Advantage | 
Gain Startup Active Recovery on Hit if Guarded Notes 


Screen Name Command Hits Hiis 


| 5th hit is jump- cancelable, inflicts chip damage, 
nullilies medium priority projectile and beams during 
active frames 


| Can be canceled into special or hyper after frame 
cu | 35. inflicts chip damage, nullifies medium priority 
КЫ 165,300 | 1520 5(15)1 bacs | Î projectile and beams during first 5 active frames, 
Boulder: |^ | rock can be held for 72 frames, projectile has 10 low 
| | | Е yiority durability points z 


Throws are for snagging passive or blocking opponents, Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible aftar throws, one way or another. 


screen Command Hiis Damage Meter Gain Startup Active Notes 


a» + @ (ground) | 
<A + ( (ground) 
|n + (D (air) 
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es م‎ “Шы. з ЧА, ЧЫ - Жы 


LEZA Crossover ы 7 Meter Recovery Recovery 
Combination Descriplion Hits Damage Gain Startup Active (this crossover (other Notes 


Hyper Combo assist) partner) 


E ams 


Ewa E ч aE Nullifies low and medium priority projectile and 


beams during active frames 
Nullifies low and medium priority projectile and 
beams during first 5 active frames, projectile 

has 10 low priority durability points 














1d io E үй, its. Be as a де assist fias been aE limited by the increased inerat 


se the thrown, boulder can travel fullscreen. Similar to Tron—p, it nullifies medium or lower priority projectiles and beams during 
| , nd tire. thrown boulder has a hefty 10 durability points. This is useful against a zoning character because it can nullify thelr 
| LUE awn, T6. help turn: the battle to your advantage. 
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23 out for 4 seconds 
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screen Name Command Hils Damage 


Startup Active Recovery UE очата Notes 


Bor = Н 

DEI * e exe E |o [| ow | — | + | Knocks down, can be mashed for extra hits 
m 90 400- | 

m, зоа. ШЕ! ed ee 
e бол+ ||; ЕЛЕ та CHEREN: Ta UMS 


75,900- [к е 8 тае 
(in | туы + ® 4-8 118,400 | | iet 
: me Until grounded, 
Air Bonne | — | 99,400- | : 
© |еикем |та) олу £2 + @ 16-11 | дозор nui ur 
25 = | recovery 
, Until grounded, 
e| 118,400- | : ERU 
(in air) «ax» £2 + @ |8- 160,400 B i jg" reser 


Meter 
Gain 


p | ! Captures adversary for 82 frames on hil, | 
eacon ur | | | rogos quad x 
0, — 17 projectile disappears alter 15 lrames, 

Bomb L M ر‎ iA Spies : | 

| projectile has 1 low priority durability point — 
Beacon ‘Captures rival for 82 frames on hit, projectile 
a= © EE А 
Ввасоп Captures competitor for 82 trames оп hit, 





OpecialMovesrcontinued 


Name Command Hits Damage 












dd 
Gain 


560 per 
Servbot 


70,000(per| 560 (per 
Servbol) | 


Advantage Advantage Woles 


Startup Active Recovery оп Hit if Guarded 









Serybot projectile active for 50 frames, can x 
be mashed to launch another Servbot after 30 
| irames for a total of 3 Servbols, projectile has 
5 low priority durability points 
Servbot projectile active ior 92 frames, can 
be mashed Io launch another Servbot after 30 
frames for a total of 3 Servbots, projectile has 

3 low priority durability points 
Servbot 


| | Servbot projectile active for 68 frames, can — | 
| | | І be mashed to launch another Servbot after 30 | 
Launcher Н | оу + Ф | frames for a total of 3 Servbots, projectile | has 
| | 5 low priority durability points 
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Bonne Strike: Bonne Strike can knock foes airborne 

and usually allows for follow-up attacks (standing (B or 
(4) are best) that can lead into a full-blown combo. The 
downside is that the large amount of hits causes significant 
damage scaling on any following attacks. The most obvious 
use is to perform air Bonne Strike immediately after a 
successful air @ to convert into a full combo. 








Servbot 
Launcher L 






|70,000 per 
Servbot 







Servbol 


Launcher M Vy 98e & 

























70,000(per | 560 (per 
‘Servbot) 






When used on the ground and blocked, this move is 
normally unsafe. However, when Tron has at least three 
hyper gauge bars, you can make it risky for an adversary 
to attempt to punish this attack because you can cancel the 
recovery at any point with her Shakedown Mixer. You can 
also use Bonne Strike at very low altitudes to reduce the 
recovery on the move while making it safe or even gaining 
frame advantage! 


Beacon Bomb: This attack is a poor zoning tool 
because of its long startup and recovery, along with the 
projectile's low durability. However, you can use this 
move to extend combos, most frequently as a setup to 
land Servbot Surprise. The most common ways to land 
Beacon Bomb during combos are after an assist or an 
air © ground bounce. 


You can also use Beacon Bomb to convert stray crossover 
assist hits into full combos. 





Servbot Launcher. Bonne Mixer. Bonne 
Tron's robot Gustaff fires Mixer is a strong command 
à Servbot toward the throw that can be followed 
target at an upward angle. up with OTG attacks. 

The Servbot slowly drift However, it is difficult to 
toward the ground for a follow up with Tran's own 
short time before falling OTG attacks outside of the 
quickly the rest of the way. corner because it requires 
You can press Q, near-parfect wavedashing. 
or @ following the first 
input to fire up ta three 
total Servbots. Each press 
fires its corresponding 
version of the attack. Slowly 
spreading out the attacks 
and repeating the process 
can actually be difficult for some competitors to get past. Servbot Launcher M is the most 
versatile version, since it stays active the longest. 


The version you select 
depends on your need, 
Bonne Mixer L has the most 
startup frames, but also 

has the most range. Bonne 
Mixer Н has only 1 startup 
frame but has very limited 
range. Bonne Mixer M is in between the other two versions. 





Keep in mind that you can use Bonne Mixer to cancel any basic attack. You can bait 
opponents into trying to punish unsafe basic attacks used up close, and cancel inta Bonne 
Mixer for big combos! 


You can employ Servbot Launcher to pressure an incoming character after a К.О. Firing 
servbot Launcher M three times gives you a chance to attack your rival while the opposing 
character is locked down by the descending Servbols, You can sometimes convert any 
Servbot hits into a combo. You can even time the Servbot attacks far enough apart so Tron 
can dash in and throw her target between Servbots. 





934 


Hyper Combos 


Screen Name Command 


Servbot Takeoul | <> €4 c» + DD 


Servbol 
Surprise 


| Shakedown 


| Mixer (Level 3 [o> CA Nb I2 «5 + ФО | 


hyper combo) - 


Servbot Takeout: This hyper combo serves mainly as 
a combo ender. It has massive recovery and cannot be 
canceled with X-Factor unless it successfully hits, evan 
though it can still be canceled with a THG, 


Оп a successful hit, you can X-Factor cancel this move to 
follow up with additional hits while the lunch rush keeps 
your attacker locked in hitstun. 


| i | „к 

Шин put 
Tron can fit in any spot on a team. As a point character, 
she has high vitality and is nearly self-sutticient in terms of 
meter usage in combos. You can also intlict high damage 
combos without using meter if assists are available. 
However, you will probably have problems using her against 
characters who possess strong zoning games, so you need 
to be more reliant on assists to manage her in these fights. 
She also relies on assists to get her highest damaging 
combos. This makes her less than ideal as an anchor. She 
is the biggest threat when she has three hyper meter bars, 
50 her strongest position on a team is probably as the main 
meter user, in the middle slot. 


Your goal with Tron is ta gat har close to the opposition to 
hit tham or apply throw mix-ups. Either of these options 


Hiis Damage Startup Active Recovery 
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320,700- 
376,800 


Servbot Surprise: This hyper combo has a variety of 
uses. You can use it in combos after a Beacon Bomb or 
after standing (H) if your target is high enough off the 
ground. Furthermore, it leaves you with enough frame 
advantage to continue the combo afterwards! 


This move can also be used оп an incoming opponent after 
а snap back or character К.О. Tron then recovers while the 
giant Servbot is still active, allowing her to pressure her 
adversary immediately afterward! 


LS 


Advantage Advantage - 
on Hil 


if Guarded Notes 
Frames 1-10 invincible, knocks down 
opposing character, projectile has 1 high 
priority durability point 
| Frames 4-7 invincible, knocks down foe, 
| can be mashed for additional hits, huge 
Servbot is active for 10(22)65 frames 


Frames 1-9 invincible, throw, hard 
knockdown 


Shakedown Mixer: Simply the threat of this levela 
hyper combo can change the whole dynamic of a match. 
It becomes risky for your opponent to attempt to punish 
any unsafe basic attack or special move because you 
can cancel them into Shakedown Mixer. It's impossible 
for the opposing character to do anything once the first 
b frames of startup have passed and the screen freeze 
animation has started, making it very difficult to react to. 
Ас a result, expect your competitors to jump often when 
you are close enough for this attack to be a threat. Use 
these opportunities to punish your foe for jumping with air 
throws and low attacks! 
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Air @) is ane of Trans most dominant moves. If can nulliiy projectiles, 
A is active until grounded: amd i ean siari а combo anywhere on screen. 








Air is another dominant attack with amazing range and decent 
slartup speed. 


naturally pushes the target to the corner due to the nature of her throws and combos. Successfully approaching an adversary to get in close, however, can be a trickier endeavor. 


Tron's most dominant basic attack is her air (D. It is active the entire time she is airborne, hits to both her left and right, and also nullifies medium and low priority projectiles and beams. 
While it now knocks opponents farther away, you can still follow it up with a Bonne Strike M or H (ground or air) to convert any low altitude air ©) hit into a highly damaging combo. 
Airdash just before using air @ and the momentum of the airdash will carry air @ forward for a bit, before Tron falls straight down. If you perform air O after an airdash, Tron simply 
falls straight down. If you mix up between using air [H] during or just after an airdash, ideally from about the distance characters start from each other at the beginning of a match, this 
makes it difficult far an opponent to discern the correct direction to block. Immediately follow this move up with an air Bonne Strike M or H if against a grounded or low altitude opponent, 


which will be safe even on block, allowing for а throw mix-up. Air 
to gain extra distance. You can then convert any successtul hit inte a full combo by chaining into air o ог air 


is another dominant basic attack of Tron’s. It has enormous reach in front of her and can also be used with airdashes 
| (D and then landing to cantinue the combo. 
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lien call am n assis while throwing ihe boulder, 
then cancel into Bonne Strike to bagin your offense! 


Use Bandit Boulder lo > nullity projectiles. .. 


Another option for getting close to your opponent is the use of Bonne Strike. It has fast 
startup, covers ground quickly, and can lead into full combos. However, Bonne Strike has 

-7 frame advantage, and air Bonne Strike is in recovery until grounded. So how does this 
make Bonne Strike a viable option? One way is through the use of projectile or beam assists 
to cover Bonne during her recovery. It's best to use an assist that allows Tron to continue 
into a cambo if any of the attacks hil. Another method is to use Bonne Strike instantly after 
jumping. You can do this by inputting «a V7 2 VS + @. Finally, if you have three hyper 
bars, you can attempt to bait your rival into punishing your "unsale" Bonne Strike, canceling 
your recovery into Shakedown Mixer right as your foe attacks! 
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Bonne Mixer ard Shakedo п Mixer are crucial 
components af Trons mix-up offense, 


Jusi the threat ot hey aai command throws can 
lead fo competitors making mistakes you cam lane 
advantage ої. 


Against zoning opponents who are able to put projectiles or beams on the screen constantly, 
Bandit Boulder may be a useful option, as it nullifies low and medium priority projectiles 
during its first 5 active frames. Call an assist at the same time, then release the boulder, and 
cancel into Bonne Strike H behind the cover of your assist and boulder! If you are lucky, 
Tron will get some stray hits, and you can end up scoring a big combo! However, be wary 

ûf characters who can cancel their attacks into fullscreen projectile or beam hyper combos 
very quickly. An adversary who notices your tactic could easily end up causing massive 
damage to both Tron and your assist! 


Once you are close enough to threaten with Bonne Mixer or Shakedown Mixer, your options 
hecome much more dangerous, and you essentially force your opponent into making a 
guess. You usually have to read whether the opposing character will continue to stay 
grounded or attempt to jump. You must find a way to discourage your rival from jumping 
so you can increase the chances of landing a Bonne Mixer. The simplest option is to simply 
attack with an early low attack. 
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However, none of Tron's crouching attacks is particularly fast, so this is best done with 
enough frame advantage to offset the slow startup (like a very low altitude blocked Bonne 
Strike). Another option is ta immediately jump forward and airdash witha + @-@, 
then use air > + (D. For the airdash, your goal is to "drum" the @ input one frame 
before the other attack input, so GZ + (D registers for a single frame. This serves a dual 
purpose in that you get two chances a throw your opponent (airdash/throw option select 
with ^ + QJ) - 9, and air + (2) } and if your adversary doesn't jump, you likely 
cross them up with your air Ww, allowing you to continue your pressure. 


If you ever land any of Tron's normal throws or her Bonne Mixer, you can follow these 
moves up with highly damaging combos. Air throws present her strongest combo option 
midscreen, as you can immediately follow up with air (V) canceled into air Bonne Strike H 
and convert ta a full combo. A normal ground throw requires either wavedashing into OTG 
or an assist OTG to follow up at midscreen. In the corner, a throw can be followed up with 
an immediate standing @Л) before they even hit the ground. Bonne Mixer always require 
an OTG to follow with a combo, and it is somewhat difficult to follow up with midscraen. It 
requires you to do near perfect wavedashing into crouching (2). Following up with an OTG 
in the corner, however, is fairly easy. At midscreen, if your competitors ever break a ground 
throw attempt, you can immediately jump forward and press & at the apex of your jump 
for cross-up air ©), which scores a ground bounce that leads to a full combo on hit. 


Once you have your adversary in the 

corner, your aptions and damage with Tron 
improve greatly. Air a becomes even more 
dominant because it can shut down the air 
space above and in front of a character, 
making it difficult for them to escape the 
corner, Any air 4g) attacks that hit no longer 
have to be followed up with Bonne Strike 
and instead can be followed up by single hit 
ground basic attacks, thus preventing early 
combo damage scaling. This can make the 
difference between a 1,000,000 and 750,000 damage combo. Furthermore, all her throws 
become much easier to follow up with a combo. You can also employ Servbot Launcher in 
conjunction with a projectile or beam assist to provide a huge frame advantage to work with. 
You can be extra sneaky with this by spreading out the last two Servbot launcher attacks 
just enough to be able to dash in and command grab your opponent between the Servbots! 





Tron is mum dangerous if he comer, since 
she gains even mare options for coniralling her 
an. MENS moverent. 


It your blockstrings up close are being 
blocked and Tron is in danger of being 
pushed out of range, you can use Gustatf 
Fire and jump cancel the attack. From this, 
you can use your airdash altack/throw 
option selects or low altitude Bonne Strikes 
to continue the pressure! 





Usi ing Gustalf Fire is a ncm way fo allow Tron te 
combat advancing guard and maintain alfensive 
pressure. 
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AIR (5, LAND, CR. ©, ST. ©, © => FORWARD SUPER JUMP, AIR ©), 0, O ©, КАНД, CALL SENTINEL—a, 
SLIGHT DELAY, СВ. @ (4 HITS), > © Q> V ww c (B, FORWARD JUMP, AIR G » ©; LAND, ухе с (D, 
ow © бл), ST. (H) Ex V щ » cs бо) 

Corner only, 972,100 damage; 68% meter loss 


As mentioned before, Tron's damage becomes even stranger if you Start one of her combos against a cornered foe, Here is the same air (H) combo-starter, but because of the corner, Tron 
is no longer dependent. on a multi-hit move to convert the combo, and she can go for several hard-hitting, single hil attacks. This does require assist usaga of X-Factor to fully realize the 
damage potential. 


AIR THROW, AIR 0 => «4 Y 5 (Б), LAND, ST. С, > > O> FORWARD JUMP, AIRG), ©, LAND, + x> CO), 
эм о ED (MASH Ө), ST. (B) e^ # щ э о б 
613,000 damage, 128% meter loss 


This is Tran 5 salo air throw combo. Tron can still get great damage off air throws: and that can be improved significantly with the use of assists. The trickiest part of this combo is hitting 
the air Wu). immediately affer the air throw. It has to be done immediately atter the air throw happens in order (0 connect, or else your adversary ends up too far away for the aid Wc hit. 
зев the Combo Appendix for assist usage! | | 


GROUND THROW, WAVEDASH, CR. @ (4 HITS), + (=> «€ Vx c (Н) (MASHAO) => V ч» с 
411,400 damage, 49% meter loss 


Tran's sola ground throw combo, It's difficult far her te do much-else without the use of assists, but it [5 still solid damage for a simple throw combo. Delay TES +) + ш: АШ, © slightly 


after Bandit Boulder so that you gain full hits, then cancel into Servbot Takeout immediately after the final hit of Bonne Strike; See the Comba Appendix for a more damaging assist combot A 


m سج‎ 


> CA +4 = (9, DASH, CR. (н) (4 HITS), > o E = AT 2 (Н) (MASH O =s Vw 127 
Corner only, 510,500 damage, 36% meter loss 


Bonne Mixer H with a soto combo follow-up identical to her ground throw follow-up, This is technically possible to. do midscreen but requires near perfect wavedashes along with a ОЛ 
timed cr. (Н). see the Combo Appendix far a mare damaging assist сопа! , A 


„> с ee, +4 ¥% o (MASH P LAND a er FORWARD SUPER JUMP, AIR c ù Ó 0 0 (ОТ LAND, 
©, LAND, 
(x9 o0. SS Ке; ST. ©) (esto i IOS 


776,600 damage, 56% meter loss 


You can-actually tise Gustaff Fire to start a combo against grounded targets as well as airborne ones. Using the instant air Bonne Strike method described in Advanced Tactics 'Gustaff. - 
Flame becomes a potent attack that allows you to continue pressure and land a very damaging combo it any of the attacks hit, while leaving. you safe ifthe attacks are асо ym 


—— Dil 0 


Tron’s offense can be made far more dangerous through the use of very low altitude Bonne Strikes. The 
input for this mation is a [2 05 + GP. When done correctly, you can eliminate a large amount of 
her recovery by landing almost immediately. If done on the first possible frame off ground, she actually 
ends up with a «1 frame advantage! When used in conjunction from the jump-cancelable Gustaff Fire, it 
can make for a very potent offense that even advancing guard can't really stop. You can also use Bonne 
Strike immediately alter an air @ that is blocked by a grounded adversary. If any of these is done 
correctly, it’s safe on block and leads lo a free combo if it manages to hit! 


Using Gustaf Fire rump canceled into instant air Bonne Strike 15 2 potent offensive toal! 





COMBO APPENDIX 


GENERAL EXECUTION TIPS 


Beacon Bomb has a slow startup. Take this into account when performing combos 
Buffer Bonne Strike before your air GO lands to ensure your Bonne Strike is performed in the air 
When doing Gustaff Fire into a jump canceled instant air Bonne Strike, delay the input for instant air Bonne Strike slightly; as the jump 
does not occur until after the last hit of Gustaff Fire 
CR. (D (1 HIT), ©, ST. ®, (S) ==> FORWARD SUPER JUMP, AIR © , ©, (8), LAND, CR- (B) (4 HITS), > & HE YA + 


Notes ШТ 
simple combo starting with a low hit am [575,100 damage, 31% meter loss 


AIR (9), LAND, CR. DO, ST. (9), (S) ==> FORWARD SUPER JUMP, AIR ©, 0), (9), ©, LAND, CALL SENTINEL—o;, SLIGHT DELAY, 

CR.(&) (4 HITS), > 2 (Н) к= ¥ u > 2 (Н), FORWARD JUMP, AIR ®, LAND, ST. (9), (S) => FORWARD SUPER JUMP, AIR, (S), LAND, 
CALL DANTE—a @ CR. (B) (4 HITS), + u > © (E), FORWARD JUMP, AIR (E), ©, LAND, ўч + OO), > & x 65 (MASHED), ST. (H) 
{чә о 


Notes й Damage 






Corner only, cr. @® aller Sentinel — ox should start the same time Sentinel points its finger. After first V7 $4 c» + (D, delay air | 





(D until Tron descends from the jump so there's time tolink st. ©, Ө. Wait for cr. @ to recover betore Yy SL c» + (Dor | 1,093,100 damage, 1% meter loss 
you end up canceling into Bandit Boulder instead. y А > + G should hit just as Dante's Jam Session stops hitting the target 


AIR THROW FORWARD, AIR @), LAND, ST. © (3 HITS), > < O ==> FORWARD JUMP, AIR ©, ©, (9), LAND, ST. © (3 HITS), > 
FORWARD SUPER JUMP, AIR ®, ©, (9), (S), LAND, CALL SENTINEL—c, SLIGHT DELAY, CR. () (4 HITS), > FOS eu > С (Н), 
JUMP FORWARD, AIR@), ©), LAND, + ù> G (D, > V & c DD (MASH 63), ST. OE ума Фф @йў 


Nates Damage 







Corner only. If you are too low to the ground, you may have to use air (V) instead of air ©). The rest of the combo is similar to 794,900 damage, 30% meter loss 
Comba Usage |! 


THROW FORWARD, ST. © (3 HITS), > > © ==> FORWARD JUMP, м ©, (9), LAND, ST. DO (3 HITS), (5) ==> FORWARD SUPER JUMP, 
AIR C, © ,@, ©, LAND, CALL SENTINEL—a, SLIGHT DELAY, CR. (B) (4 HITS), + 2 (9 > + w - > (Н), JUMP FORWARD, AIR H), ©), 
LAND, & *u с (D, > V e 6m (MASHED), ST. (H) Ex Y м 2 Com) 


Notes НЕТЕТ 
Corner only, ground throw version of above cambo. 





iem 762,400 damage, 36% meler loss 
+u ¢ o H), CALL WESKER—B, DASH, CR. ©, ST. (Н), (S) & FORWARD SUPER JUMP, AIR O, ©), Н), ©, LAND, 
CALL SENTINEL—c, SLIGHT DELAY, СА. 9 (4 HITS), + 2 (9 Vw c, FORWARD JUMP, AIR (HB), (S), 4% > 2 (0), 
> Vw o9 (MASH 63), ST. O 4 a > 2 CED 


Notes Damage 


Corner Bonne Mixer combo. Wesker must be called immediately to land the OTG hit. Olher assists can be used with Tron's cr. о 
OTG, as well 


AIR B) Хе 4 ж 3G), LAND, (S) <=> SUPER JUMP FORWARD, AIR ©, 0, (8), (S), LAND, CALL SENTINEL—c, SLIGHT DELAY, 
CR. ® (4 HITS), > 2 (Н) + % > 2 (0), JUMP FORWARD, AIR O, LAND, ST. (8), © => SUPER JUMP FORWARD, AIRG), (5), LAND, 
CALL DANTE——c., СВ. (9 (4 HITS), ¥ м > 2 (9), JUMP FORWARD, AIR (9), ©, LAND, ¥ м» © (D); ST.) => а 8 ue. o (Н) (MASH) 


Notes | Патаде 
[838,100 damage, 219% meter 






| 854,700 damage, 49% meter 1055 





A possible midscreen meter building combo. Delay the last Bonne Strike as long as possible lo connect with full бата 
AIR (9), LAND, CR. ©, ST. (9), © => FORWARD SUPER JUMP, AIR ИЖ 0, 9), (5), LAND, CALL SENTINEL—w«, SLIGHT DELAY, 

CR. (9) (4 HITS), > o (Н) E> ¥ u o (Н), FORWARD JUMP, AIR), LAND, ST. (Н), (S) ==> FORWARD SUPER JUMP, AIR), (S); LAND, 
CALL DANTE—«, CR. Œ) (4 HITS), ¥ ж > © (Н), FORWARD JUMP, AIR (Н), (S), LAND, $ w 2 (0), ST.) et^ «e V # D(H) (MASH(H)) 


Notes Damage 





Corner only. Same as above but in the corner, utilizing strong single hit moves at the beginning of the combo 792,000 damage, 218% meter gain —— 


Tron's airdash cannot be done as soon as she leaves the ground. When normal jumping, she cannot 
airdash until frame 9 of her jump. This means that you must wall 9 frames until you start your offense! 
However, there is a trick that can allow you to execute this airdash faster. By super jumping, you can cut 
this wait to 5 frames! This is because there is a "height requirement" for most airdashes. Super jumping 
moves you higher faster, which allows you to execute your airdash sooner. 


Lise super jumps to reach the airdash height ceding laster! 














































“HENSHIN-A -60-60, BABY!” 
BIO 
REAL NAME OCCUPATION 


Joe High Sehool student, 


Young Hera 
ABILITIES 


His VEX Power gives him abilities similar ta 
camera effects seen in movies, such as the 
ability to Slaw down everything on the screen. 


WEAPONS 

Utilizes various weapons, including his 
Voomerang and Shocking Pink Bombs. With his 
beloved Six Machine, an aircraft capable of 
transforming into a robot ог a cannon, he is 
ready for any battle. 


PROFILE 

Before becoming Viewtiful Joe, he was just a 
{7-year-old who loved the movies. His girlfriend 
Silvia often became angry aver his immature 
Ways. 


FIRST APPEARANCE 


Viewtiful Joe [2003] 
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ALTERNATE COSTUMES — ШИА 





Chain Combo Archetype Hunter Series 





































X-Factor Boost - - ЕЩЕ Speed 


Level 1 [3 teammates remaining) 






BRIE eels rein 
Level 3 3 (1 leammale remaining) | 160% 


Much like the games he originated from, Viewtiful Joe is a quick, scrappy character that is at 
his best when he's up close and personal. As such, your primary goal as Viewtiful Joe is to 
achieve point-blank range against your opponent. 





At point-blank range, Viewtiful Joe has a mix-up That is incredibly dilficult for adversaries to 
guard against 


Excellent Knuckle Punch (s < @) is an incredibly fast overhead 
attack that leads into combos on hit 


Air) can be used as both an instant overhead and an air throw 
attempt, then canceled inta Red Hot Kick Н to lead into a combo on hit 


Airdashing forward and using air 5) is a fast cross-up attack with an 
enormous hitbox 


Crouching basic attacks are all low-hitting and can be mixed in when 
the opposing character starts guarding high 


How do you achiave point-blank range when using Viewtiful Joe? 


Airdashing forward and canceling into а low-altitude Voomerang L to 
quickly advance forward while firing projectiles 

Using plink airdashes to cover a lot of distance 

Forcing your foe to guard a crossover assist and moving in 


Attacking your rival with Red Hot Kick L or M from super jump height, 
then airdashing forward 


Using charged Voomerang L to pin your competitor in place 
momentarily, making it much easier to force them to guard a 
crossover assist 


Your secondary goal is to hit your opponent with the Viewtiful God Hand hyper combo 
Why do уай want to hit your adversary with Viewtiful Gad Hand? 


Viewliful God Hand places the opposing character in a slow state for 
10 seconds 


Immediately after hitting Viewtiful God Hand, you can perform a 
strong mix-up of the low-hitting crouching O) or instant overhead air 


(Н) , which easily leads into а combo when your foe's character is in 
slow state 


Hitting a combo while your rival is in slow state can lead into another 
Viewtiful God Hand for another mix-up 


HOW do you hit your competitor with Viewtiful. God Hand? 


Have access to an OTG-capable crossover assist 


Use the OTG-enabled assist to end combos with Viewtiful Gad Hand 
instead of Desperado 


TUNING, ama QENE te 
Viewtiful Joe has received some substanti 
Ultimate Marvel Vs. Capcom 3. First is th 
Viewtitul Joe instantly invincible tos | 
defensive options. The recovery time 
point ot recovering almost instantly. 
well, including: OTG- -capable proper 

Vitality increased from 880,1 


New special move: ү: йв. 
Recovery frames on. Shockin 


Mach Speed can now be mashe 
Air version of Desperado Is now 
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Ground 777] 
Advantage Advantage if Notes 


Screen commana Hits Damage Meter Gain Starlup Active Recovery n Hil Guarded 










Launc her, nol special- or hyper combo- 


(while standing or nn Es 
x : | rame 5 cancelable 
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Screen Command Hits Damage Meter Gain Startup Active Recovery on 3 Guarded 


65,000 































Air Special Attacks—Flying Screen and Air Exchange 


Mac) causes а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, ir) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting a direction plus © are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


Screen Command Hits Damage Ed Startup Active не eos Cad Noles 


Causes hard knockdown if used in launcher combo 


Tags in next available ally while lolting foe upward 


Aire» or il + ө. ; Tags in next available ally while causing wall bounce, 


Until Tags in next available ally While causing ground 
grounded | bounce, generates 1 hyper meter bar 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible ta chain fnto a.command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Meter 
Gain 


Advantage Advantage il 


screen Name Command Hils Damage Startup Active Recovery on Hit Guarded Notes 


Excellent 
Knuckle c» + ( n 50.000 4C 3 3 32 4 i бука айай 
| Punch 





HE: 


Throws are for snagging passive or blocking foes, Since throws are. active so quickly, you can also use tham to preemptively toss opposing characters out of their offanse. Combos аге 


usually possible after throws, one way or another. 














ET Command Hits Damage Meter Gain Startup Active Notes 


> + © рол [юш | 80 | 1 | т носат 


КҮҮ eg — pue -w SS] Hard knockdown _ 
ЕЕ 


80,000 киши Hard knockdown 


Xv л Crossover M: | Recovery (this Recovery 
Screen Type Combination Description Hits Damage бап Startup Active crossover (other Notes 


ure Combo assist) — 


BEEF [pe a шаш шш. von 


| Bomb projectile has 1 low priority durability 
| ink j Rr | n л 
80.000 ad | point, bomb takes 66 Irames lo delonate, 
explosion has B active frames, explosion | 
projectile has 39 low priority durability points 
Уг ae 7 VI | 
| i 

















Shocking 
Pink L 












| Viewtiful Joe—^y | Desperado 















Viewtiful Joe received a great deal of improvements to his overall toolset, but his assists remain unchanged. Each of his crossover assists 15 fairly average in Hs effectiveness. 






Viewtiful Joc—ce fires a Voomerang projectile that travels straight across the screen at ground level. Itis a useful all-around assist thal can aid both offensive and defensive characters. 


Viewtiful Joe replicates Groovy Uppercut M, attacking atan upwards angle. It is The fastest of Viewtiful Joe's crossover assists, but it 15 also difficult to use effactively because of its 
short range. 







Viewtiful Joe—y releases a Shocking. Pink bomb into the playfield. The projectile remains on screen for 66 frames before detonation, and It сап he knocked around the playfield by any 
attack from you or your opponent. The explosion is OTG-capable and can set up some unique combo opportunities. You can also use this assist to increase your point characters offensive 
options, since part of the screen is temporarily unsafe for your adversary. 


EM LEHN 


Screen Command Hits Damage Meter Gain Startup Active Recovery advange ranan 


500 - (-1 hyper 
|! jomosmm | 1 | som оаа — | 3 


Notes. 


On hit, snap back forces the opposing point character 10 be replaced by an assist, Opposing assist calls or tag outs are also locked 
ОШ for 4 seconds 
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Sereen Нате ers lits Damage Gain Startup Active Recovery on Hit if Guarded 


“Meter Advantage Advantage Notes 


Charged version homes in on your target, 
projectile has 5 low priority durability 
points, charged version has 3 frames x 3 
low priority durabilily points 


| Charged version homes in on. your rival, 

Voomerang M | 70,000- projectile has 5 low priority durability — | 
| (can be charged) t | 150,000 | 1 А points, charged version has 3 frames x 3 
low priority durability points | 

- 


Voomerang L | /0,000- 


(can be charged) 150,000 714 


Charged version homes in оп your 

competitor, projectile has 5 low priority 
| durability points, charged version has 3 

frames x 3 low priority durability points 


| Voomerang H na | 70,000- 
(can be charged) z 150,000 


Charged version homes in on your 
adversary, projectile has 5 low priority 
durability points, charged version has 3 
| frames x 3 low priority durability points 


Charged version homes in on your foe, 
AirVoomerangM | — 70,000- б projectile has 5 low priority durability 
(can be charged) | "° * | 150,000 | 1 i | points, charged version has 3 frames x 3 
low priority durability points 


| | Charged version homes in on your 
AirVoomerangH |. : | 70,000- | 5 challenger, projectile has 5 low priority 
(can be charged) E - 150,000 idet | | | durability points; charged version has 3 
frames x 3 low priority durability points 


OTG-capable, bomb detonation damages 

both player character and foe, either player 

attacking lhe bomb causes iL to move, bomi 

lakes 66, 130, and 194 frames to delonate 

for the L, M, and H versions respectively, 

explosion has B active frames, causes 

spinning knockdown, bomb projectile has 

1 low priority durability point, explosion nas 
£8 low priority durability points | 


Air VoomerangL j. . | 10,000= | 
(can be charged) | V 150,000 


Shocking Pink 
(can be charged) 
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Advantage Advantage Noles 


Screen Name Command Hits Damage M Startup Active Recovery "ami it Guarded 












Overhead attack, if Red Hot Kick makes. 
contact with opponent, Viewtitul Joe 
hounces backwards in the air with 13 
frames of recovery 


Overhead attack, if Red Hot Kick makes 
7 contact with adversary, Viewtiful Joe 

baunces backward in the air with 13 
frames of recovery 
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Red HoLKickL | (inaip E «2 + ® 





Р + 


Red Hot Kick M | (in aij î? £2 «m + @% 80,000 | 640 


E] Red Hot Kick H- (пау 2 «5 + О ces 94,800 B40 
me 


18 


Until aroundes 


5(11)5 
(34(7)5 


Can be mashed tor additional hits 








5(11)5 
(9475 


Air Joe M (in air) Mil) 118,700 | 1200 Can be mashed for additional hits 


Air Joe H | (in ain GD " 146,200 


И бобуу! Uppercut E DU *\ + (D FIT 80,000. € 


5(11)5(3) 


pos Can be mashed for additional hits 


Knocks down foe 


5 Knocks down rival 


First hit knocks down competitor, second 
hit causes spinning Knockdown _ 
| Invincible to everything except throws 
irom frames 1-32, can be canceled into 
| special moves and hyper combas 


+ 


eo | بدا‎ 








ЕЛ Uppercul Macr» ду $ + (ui) E 80,000 | 640 | 
[Gor Uppercut H Uppercut H EMS + © 104.0 | 000 11(19]14 +20 


Voomerang: Viewtiful Joe's Voomerang is a useful general projectile 
attack with 5 low priority durability points. The Voomerang’s trajectory 
changes depending on the strength of the button pressed. (B travels 








Voomerang 
(charged): All 
versions of 





directly forward, and is well-suited to combat most regular projectiles. Voomerang 

(Л) travels straight up from the point of release, and it can potentially can be 

be used to strike opponents jumping in. However, this is not a preferred charged. 

strategy since you're better off trying to air throw your competitor. A charged 
curves around Viewtiful Joe before flying backward at an upward Voomerang 

angle. This version is difficult to use effectively, but you can utilize it to has increased 


catch characters trying to dash above Viewtiful Joe projectile 
durability and travels in the same direction as the uncharged 
versions. The projectile then homes in on an opponent and 
sticks to them far a faw moments. 


Voomerang can also be performed in the air, changing the effective use of each version. Air Voomerang L is one of 
Viewtiful Joe's best tools, as it can be used either offensively to advance forward or defensively to thwart advancing 
opponents. Jump, airdash, and immediately use Voomerang L to toss the projectile and cover the moment Joe hits 


the ground! Air Voomerang M bends straight down, useful for approaching characters fram super jump height. Super You can cover the time Viewtiful Joe is vulnerable while 
jump, airdash, and use Voomerang M to drop down on your adversary safely; if the foe hits Joe, the Voomerang then charging by super jumping and beginning the charge 

drops on their head and usually allows for a combo, Air Voomerang Н bends around below Viewtiful Joe before traveling the second Viewtiful Joe leaves the ground by inputting 
backward. Unlike the ground version, air Voomerang H is great for catching rivals trying to dash underneath an airborne £^ c>) + @ (hold). The Voomerang will be fully 
Viewtiful Joe. charged by the time Viewtiful Joe reaches the ground. Call in 


an assist to make this technique even safer. 


Shocking Pink. Viewtiful Joe drops a bomb with a variable fuse time depending on the attack button pressed. Until it explodes, both 
players can knock the bomb around the playfield. The bomb's explosion is OTG-capable and can damage both players. 


In Ultimate Marvel vs. Capcom 3, the recovery time of Shocking Pink has been reduced to four frames—a nearly instant recovery time. 
This allows Shocking Pink to come into play more often and become a more prominent part of Viewtiful Joe's gameplan. For example, 
cancel guarded attacks into Shocking Pink to make your competitor unsure whether they can attack or not. The (B version detonates 
quickly enough that opponent generally gets hit if they try to immediately attack; when they've been conditioned not to attack, drop one of 
the other two versions of the bomb to continue attacking while your foe remains passive and unsure of what to do next. 


Viewtiful Joe can delay the release of a bomb by keeping the attack button held down, and can even control the timing of the explosion; 
see Advanced Tactics for more details. 





Red Hoi Red Hat Red Hot 
Kick L: Kick M: Kick H: 
This aerial Viewtitul Although її 
attack Joe travels travels in 
sends downward the same 
Viewtitul at a direction 
Joe straight 45-degree as Red Hot 
down, angle. Its Kick M, this 
creating = — properties = Ta version hits 
a decent ç are similar multiple 
opportunity to begin attacking an adversary from super to the @ version, except that Red Hot Kick M is most times and does not bounce backward on contact. This 
jump height directly over their head. If Red Hot Kick L useful in the middle of air combos. attack has some applications for combos and in general 
makes contact, Viewtiful Joe bounces backward in the offense, since it is surprisingly safe if guarded. 


air in a neutral state. Airdash forward after the bounce to 
continue your attack! 


am 
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Air Joe Viewtiful Joe floats 
slowly back to the ground 
while attacking with a flurry 
of punches and kicks. Air 
Joe can be mashed to add 
extra duration. It's generally 
better to avoid using this 
move in combos, as it adds Groovy Uppercut. Although you can use Groovy Uppercut as an effective anti-air, it does 





alot of hitstun decay and pot have any invulnerability, which limits the overall effectiveness of this attack, The 
damage scaling in return strength of each button determines its trajectory: (B travels straight up, @ launches 
tor little damage output. at a 45-degree upward angle, and Û hits twice, the final hit puts your opponent into a 


spinning knockdown. All three versions leave Viewtiful Joe in the air, allowing you to juggle 
your foe after a successful hit. 





V-Dadge: Viewtiful Joe gets an effective new tool in Ultimate Marvel vs. Capcom 3! V-Dadge makes Viewtiful Joe invincible to everything 
but throws from the very first frame, and it can be canceled into special moves or hyper combos. V-Dadge can highly useful either 
offensive or defensively: any tima your adversary is near you and tries to attack, activate V-Dodge and cancel into Groovy Uppercut M to 
punish and go into a combo! However, if you don't cancel V-Dodqe into a special move or hyper combo, you are susceptible to attacks 
during its recovery period. 





Hyper. Gombos 
Advantage Advantage 


Screen Name Command Hits Damage Starlup Active Recovery ónHit- itGuarded Noles 


саал di | | Frames 1-15 invincible, air version is OTG- 
enm ri d ЧЁ EJU, 2 capable, projectile has 15 high priority 
- | e | durability points ete 
„а | 252,000- um : Frames 1-32 invincible, launcher, can be 
5L rali - 
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Viewtiful Joe has an excellent array of Once you've closed the distance and gotten within point-blank range of your opponent, 





mobility options available to him, and you'll you can begin applying Viewtiful Joe's mix-up game, which can be almost impossible for 

need to take advantage of all of them to opposing players to defend against consistently. Switch between the following tactics to 

accomplish your primary goal of getting with keep your competitors quessing and break through their defenses: 

point-blank range of your rival. In the air, | Е : 

Viewtiful Joe has access to-twoairdashes;and Excellent Knuckle Punch (с> + 9) hits overhead. Cancel inta 

a triple jump. Only two other characters in the Groovy Uppercut M to begin a combo 

entire roster share these trails -Chun-Li and Jump and immediately press @ for an instant overhead attack, 
а = : Devil Trigger mode Dante. then cancel into Red Hot Kick H to return to the ground and 
Airdashing toward your opponent and throwing a continue the combo. Note you can option select an air throw by 
Voomerang L is a great way to gel in fora combo. holding». as you press @, in case your rival tries to jump away 
Triple jumping allows Viewtiful Joe to reach super jump height from a normal jump, granting Low-hitting crouching o attacks can be chained together with 
him access to crossover assists. With the help of crossover assist, Viewtiful Joe can retain slow timing. If your target tries to use advancing guard or jump 
control of the ground while triple jumping over any projectiles that his opponent tosses away, cancel into V-Dodge to counter 


out. Lock down your adversary with an assist and triple jump above their head, then come 


Г | ou | i cellen | 
crashing down with an attack like Red Hot Kick H to begin your assault While assaulting with crouching @, mix in an Ex t Knuckle 


Punch for an easy overhead hit 


Viewtiful Joe's double airdash allows him to cover horizontal distance in the air rather Jump, then airdash as low as possible and cross up your fae with 
quickly, especially when you incorporate plink airdashing inta your game, Plinking refers air eo 

to hitting separate buttons an consecutive frames, which the game interprets in Interesting 

ways. In Viewtiful Joe's case, plinking allows you to cancel his airdash right into another If all else fails, throw your of tale Viewtiful Joe’s ground 
airdash, which is not normally possible. You can install an option select air throw at the throws lead to easy damage but do not lead into anything more 


same time! First take to tha air and airdash, and then perform 5> + Ww- mid-dash. damaging on their awn 
Since you're hitting C» Ф @ one frame before another V button, the пате very briefly 
interprets this as both the start of air W, and an air throw attempt. The A input on the 
next frame then kara cancels air (2) into another airdash! Go into Training Mode and turn 
on the Input Display in order to view your inputs to master plink airdashing—performed 
properly, your button presses appear staggered, rather than simultaneous.Combined with 
ап airdash, air Voomerang L is an excellent option to get close te your opponent. Cancel 

an airdash into V €X G> + (B to launch the projectile at a very low height, forcing your 
rival to either block the attack or absorb the hit. In either case, Viewtiful Joe is at a massive 
trame advantage, since he recovers immediately upon landing. Spam this technique from 
long distances while calling crossover assists to keep your foe pinnad down and while 
simultaneously closing the distance! 


In addition to а strong mix-up, point-blank range means that Viewtiful Joe is within striking 
distance of his Viewtiful God Hand hyper combo. This hyper combo slows down your 
opponent by 25% and opens even more close-range mix-ups! For more information on what 
Viewtiful God Hand can do for you, see the Advanced Tactics section. 


IT you have a hard tima getting within point-blank range, Joe still has quite a few options 
when it comes to long range battles. The airdash to air айа L technique, for example, 
works just as well with a backdash to == 

cover Viewtiful Joe as he retreats. Continue 
Spamming this attacking until you give 

Joe enough breathing room to continue 
pursuing your primary goal, 








Viewtiful Joe's options to close the distance іп the air do not end there. You can plink 
airdash just above your target and use air for a cross up, or super jump, airdash, and 
use the downward trajectory of air Voomerang M to land an attack from above. If you're 
looking for a riskier way to cover a large amount of distance quickly, super jump and then 
attack wilh Red Hot Kick L or M. Once the hit connects, airdash once Viewtiful Joe recovers 
from the bounce caused by Red Hot Kick to get back in and continue applying pressure to 
your foe, 


When your opponent pushes Joe back to 
medium range and establishes their position 
there, surprise them by going on offense 
with airdash & cross ups, or wavedash 
forward into crouching O. now you've 
turned the tides and can continue your 
point-blank mix-up strategies. 





бах esperado сап now hit ОТО, allowing biel И Joe 
ip gel more damage from an alr throw 


Any of the above tactics benefit greatly from crossover assists that can pin down 

the opposing character. Beam or multi-hit projectile assists like Iron Man—ce or 
Amaterasu—[3 work great for this purpose at long ranges. Akuma—[5, Dante—cx, ог 
Phoenix Wright—B are viable options, as well, Don't forget Viewtiful Joe's triple jump 
ability either: it may take slightly longer to ascend to super jump height, but you can call an 
assist betore attacking. 


The new V-Dodge (Ө Ф lê | maneuver is invaluable against an adversary attacking 
Viewtiful Joe. Activate V-Dodge to avoid one of their attacks and immediate cancel into 
Groovy Uppercut M to put Viewtiful Joe on the offensive and swing the momentum of the 
battle in your favor. 


Air throws are an important tool for Viewtiful Joe to take advantage of against airborne foes. 
In original MvC3, Viewtiful Joe could not deal much damage from a successful air throw, but 
in ОЛИС, you can now hit with the OTG-capable Desperado hyper combo for some more 
respectable damage. Keep an eye out for airborne opponents nearby, and jump toward them 
with + (D ==> ү [? + W. If Viewtiful Joe is close enough to the opposing 
character an air throw will occur, and if not, air V will be canceled into Red Hot Kick H for 
a relatively safe contingency plan! 


If your opponent has caught on to your 
vast array of air shenanigans, they may 
start to counter your attempts to close 
the distance. However, now that you have 
them trained, you can fiip the script on 
your assault tactics: instead of advancing 
toward your adversary through the air, 


wavedash forward along the ground to The Mach Speed hyper combo serves as a way to get close and shut down aggressive 





surprise your foe. competitors at the cost of a hyper meter. Its long invincibility window blows through most 
Use V-Dodge © + yj J fo avoid incoming attacks and can even be used to counter beam hyper combos. Be mindful of your hyper 
alfacks, and cancel into Groovy Uppercut M to mater bar and have at least two in reserve before randomly throwing out Mach Speed as a 
punish! Hail Mary. Mach Speed is incredibly unsafe if guarded, in which case you'll need that extra 


bar to DHC to your teammate and avoid a heavy punish from your rival. 


Л) ЫШ 


\ хт TON oR. G (G D = ok $ ©, AIR (B) => FORWARD DOUBLE JUMP, 0, (H) EC» Vae cm ex D, 
dem o ), LAN \ ND, 5 : n Qe МЕ ER TIC AL SUPE R JUMP ART TOTA {WARD DOUBLE JUMP 

FORWARL » DOUBLE Ju, OL вие оок е оо оиа о 
а) 200 ín ge, 8% meter gain 


= in Hee 



















“Viewtiful Joe їз bread г and butter combo | is highly e ‘Bp fe stive pays aie Ir] its js IH ЯП) шее ПЕТЕ and ca nba ! performed anywhere on the Screen. HüWBeVer ther the: A ү Iu "Da ir CUI his comig WHERE the 
timing is a bit tricky. F First, be Care ful of the timing for cont ( ‘ing | the ? first air | )E atter Gr j0vy Up 2р ercut M press the button too soon-and the attack wort tcome put ИЕ too late and your 


adv Ave зг: iy will | have ics overe 


1 from the pravious hit. Atte T6 Re T ‘ot "KICK H, you'll 114: ПЕ foe 2 vigilant to caton the opponent on ime as they re falling for ihe relaunch 





if performing this combo at mid screen, there's a. chance that Red Hot Kick H will place Viewtiful Joe on the opposite side of your adversary. This does not change the combo In the least 
ШШ veur your input dire ection s to compe nsat B. | 
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+o => S E о ©, АІВ (9 => FORWARD DOUBLE JUMP, ©, O => pr © 3,4 # + <> (Н), LAND, 
ST.@, © => VERTICAL SUPER JUMP, AIR ©, ©, @ ==> FORWARD DOUBLE JUMP, ©, O e^ 
FORWARD DOUBLE JUMP, D, ex» te e o D, V «o Dex Vw о 


588,100 damage, 6% meter loss 


When you're harassing your opponent with low-hitting crouching attacks at point blank range, mix in the overhead Excellent Knuckle Punch and begin this combo. 






SM SS 
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CR. ©, ST. ©, © uw op Omo 4c (MASH ®) => VERTICAL SUPER JUMP, AIR (», ©, O => 
FORWARD DOUBLE JUMP, ©. @ ==> FORWARD DOUBLE JUMP, ©, (B) => pre o QD, Vo eo © => 
+ м o> n en 


671,000 damage, 137% meter loss 


Combo 111 takes advantage of the launcher attack at the and of the Mach Speed hyper combo. You'll need slightly less than two hyper meter bars in the bank before starting this combo, As 
you're mashing buttons to increase the damage of Mach Speed, be aware of when the hyper combo ends So you can follow up with the super jump cancel in time. Also, be-sure youre not 
pressing buttons as you super jump, otherwise you'll catch your opponent tao soon—or miss them entirely—and may not be able to finish the combo. 


ашала Sree 


‚ FORWARD JUMP, INSTANT AIR Q e» 4 # + o O= + ¥ u о CO (MASH ©) ==> VERTICAL SUPER JUMP; 
AIR ©, ©, @ => FORWARD DOUBLE JUMP, ©, @ ==> FORWARD DOUBLE JUMP, 0, O =D * & « © 0, 
ПЕРДЕ 00 = $459 omm 


615,400 damage, 123% meter loss 


Part of Viewtiful Joe's key offensive strategy is to be aggressive with airdashes into air (8), Voomerang L, and air (Н). This combo starts with an air (Н) attack after airdash, and keeps the 
good times rolling with a Red Hot Kick H into Mach Speed. Like in Combo Ill, be aware of the time it takes Mach speed to complete so you can quit mashing buttons in time. 


Depending on where you begin air (Н), there is a chance you can cross up your opponent with the attack, |f the cross up occurs remember to reverse your inputs, otherwise Joe will bagin 
the startup animation for Voomerang and fall to the ground without releasing the projeotiie. 


FRONT OR BACK AIR THROW, LAND, $ ч > A = 
317,500 damage, 92% meter loss 


The air version of the Desperado hyper combo gains OTG-capability in Llitimate Marvel vs: Capcom’ 3. Take advantage uf this improvement to score some free damage off of û simple alr 
throw. Practice the tu ee A o TT) motion in training mode to get a teel for executing alr Desperado the moment Joe leaves the ground. Alternatively, depending on how far the 
opponent has been thrown, you can allow Joe to fall slightly after the air throw and Input ў а > on the way down to connect the nit. 


|. (AGAINST AIRBORNE ENEMY) FORWARD JUMP, AIR C», ©, (Н) => FORWARD DOUBLE JUMP, H ==> vw « o 0, 
+ # + = (Н), ST. (9, Ө VERTICAL SUPER JUMP, AIR ©, ©, © => FORWARD DOUBLE JUMP, AIR Oo, = 
FORWARD DOUBLE JUMP, ©, (B) ex» te eo Q, и + Ф OS> # щ +» о бй) 


554,500 damage, 12% meter loss 


Take advantage of a jumping opponent using Joe's triple jump and snag them with this combo. The trickiest part with this combo is that you can E necessarily guarantee how high you'll be 
when you catch your opponent with the first air Wh, and if you connect ¥ № 4 & (Н) at too high an altitude, you're opponent will alr recover before the gat within range of standing 


H). Otherwise, much like with Comba I, your big worry ts catching the opponent with standing (H) as the fall after Red Hot Kick М: 


J. CR. ©, ST. 0, ex 4 «+ = OA FORWARD DASH, CR. ©, ST. ©, OS > V we» к @ =з» 
>} ъъ © (MASH @) ==> VERTICAL SUPER JUMP, AIR ©, ©, @ ==> FORWARD DOUBLE JUMP, ©, С) => 
FORWARD DOUBLE JUMP, 0. O => +e « o O tres Oe > yar 


1,004,900 damage, 106% meter loss 


Normally, the recovery time of Voomerang makes lt useless for mid-combo usage: However, with an X-Factor cancel it can lead to huge damage. Activate X-Factor.as soon as the 
Voomerang projectile connects and continue the combo. The same tip for following the launcher atter Mach Speed in previous combos: applies here, only now you must take into account 


for the X-Factor speed boots. Master this combo and you're guaranteed a К.О. against all but the mightiest of adversaries! 
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Viewtiful Gad Hand "T gus to a drastically 
is an amazing hyper س‎ ^ г п E reduced recovery time, 
combo to take фе" | oe Î bringing Shocking Pink 
advantage of. By „ыс з s. NE wi Tics E bombs into play has 
slowing down his ——r WEE) UMP NW | become a much mare 
opponent by 25%, | ak $ P aul nid is -| viable option in Ultimate 
Viewtiful Joe gets MINES coc NEMUS NEP x] Marvel vs. Capcom 3. 
to enjoy increased che г See) О м МЫ] However, there's still an 
frame advantage on ي‎ paa. wr BE issue with the bomb's 
А all of his moves, and ‚ - й detonation time and its 
Viewlilul God Hand opens up a whole slew of new combo options. a world of new combo Controlling the explosion of Shocking Fink bombs can leave your ability to also damage 
opportunities becomes а SMS CHE Viewtiful Joe. Thankfully, 
open to you. Landing Viewtiful God Hand can be accamplished with a fairly there's a technique that allows you to detonate a bomb whenever you want! 
simple mix-up. You can normally delay the release of Shocking Pink by keeping the attack 
When you're within point-blank range of your adversary, start poking them button held down, causing Viewtiful Joe to dribble the bomb like a mini-Pelé. 
with crouching @ , following up with an instant overhead air (D into By holding down another & button before releasing the first, Viewtiful Joe 
Red Hot Kick H for a combo. Once Red Hot Kick H connects, cancel into releases the bomb, but it will not explode. Keep the button held down as long 
у £2 <p + DOD to slow them down! Once your rival is slowed, you can as you like and kick the bomb around the playfield. When you're ready to set 
link attacks that would not do so otherwise. For example, you can now combo off the bomb, simply release the button. Combined with V-Dodge, you can 
standing (B attacks after a successful Red Hot Kick Н into a full combo. place the bomb essentially anywhere you want on the ground as a trap and 
You can easily pull off a big combo into another Viewtiful God Hand. End avoid the explosion from damaging Joe, too! 
your combo with an attack that results in a hard knockdown state, pick up Usa this technique to sel up an alternative OTG method for Viewtiful Joe or to 
the opposing character with an OTG-capable assist, and combo into another keep your opponent on their toes as this hot potato gets knocked around the 
Viewliful God Hand to keep the offense flowing! playfield, You can even switch which MD button is being held down to continue 
to hold back the explosion (similar to Zera's Mega Buster charge). The bomb 
only explodes if you release a button, if Viewtiful Joe gets hit, or if someone 
pauses and unpausas the game (which is totally cheating!). 


COMBO APPENDIX 
aa 


li lj Ill Wu Гут 


GENERAL EXECUTION TIPS 
Joe excels at long air combos thanks to his triple jump, but beware of pushing too many buttons while in the air to avoid accidently 
execuling Air Joe 


Practice the timing of landing air (H) after Groovy Uppercut M. It is key to consistently extending your ground combos into the air. 
The launch attack after Mach Speed (> Z8 © (99) can be used to tack on great deal of damage. Learn its timing to properly tallow up 
after the hyper combo. 

AS V. JOE COMES IN: AIR O, OES exc» FORWARD DOUBLE JUMP, O, (Н) => FORWARD DOUBLE JUMP, ©,@) => U > = = М) 

фи + m e фм е сз nm) 


Notes | Damage 
Varies based on damage scaling 





1% + Өпс> + Ө TAC to Joe l 

AS V. JOE COMES IN: AIR (Н) ==> m> FORWARD DOUBLE JUMP, @ MOL E FORWARD DOUBLE JUMP; 0, O => v eo ©, 

фиеста wo m 

Notes — Damage 

QC + Ө TAC to Joe Varies based on = scaling 

CR. ©, ST. 0,@, CR. (Н) => > 8 a c (D, AIR( ==> FORWARD DOUBLE JUMP, ( ( D ПО ДГ еМ 4 ж 4 < (Н), LAND, 
(90, © => VERTICAL SUPER JUMP, м ©, (9) ==> FORWARD DOUBLE JUMP, МО сә Ww + © 0, FORWARD AIRDASH, 

AIR G), LAND, CALL WESKER—D, ¥ a£ < = 


Notes | Damage 
This illustrates an example combo that ends with tha God Hand 









33,200 damage, ж meter gain 


WITH VIEWTIFUL GOD FIST ACTIVE, FORWARD JUMP, INSTANT ARCU L2 25 ECCO ES М (O D. €) E wu o» 





eeu oe (MASH ®) ==> VERTICAL SUPER JUMP, AIR O, ©, (9) ==> FORWARD DOUBLE JUMP, © ЮЕ фи e & | 
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7,200 damage, 12295 meter loss 































"THIS WORLD SHALL BE MINE.” 
BID 
REAL NAME OCCUPATION 


Albert Wesker Former §.1.4.8.5. Captain 


ABILITIES 


Having infected himself with a special virus, he gained 
several super-human abilities, such as being able te 
dodge bullets. In addition to his skills with firearms, he 
is also very knowledgeable ИШ bioengineering. 


WEAPONS 


Uses many firearms. 


PROFILE 


E, T to farther his own. ie Halil hh iy perfected [T 

Uroboros Virus, he plans to infect the glübal | 

A ч - With it, leaving only | the chosen 1 ones, uch as him 
Create a new v world. MRA icon 


- => 1 c: =. Я E ME "s 
dm iz کے‎ on Ee шыш. HA E XE P XE Air ae 


(У ТЕ gee wm \ 


REMANERE 
t "m у Ct. | 
enas- анн 





са А 


i жк: x Si. За 


(B ce nee 


* БИМИ 3 OEE ч Mn 
TANI ЕШШ UA 
OF STAMINA ———— 


Sb 4 КЕЕ s: 
1Ё УТО TTT 











ee oie! v. 


Сш FIGHTING ABI NOST 5 wm. 


== 2 тшт: ee ne eee eee r 





“This is biographical, and does not 
in-game combat potential of this he 








ALTERNATE COSTUMES — — QverView 


Vitality = 1,000,000 | 
Chain Combo Archetype 


























X-Factor Boost Damage Speed 





Level 1 (3 teammates remaining) | 


Level 2 (2 teammates remaining) 150% 120% 
30% 


Level 3 (1 teammate remaining) 


The objective with Wesker is to achieve close range against an opponent. 
When in close, Wesker has access ta incredibly powerful offensive options: 


Phantom Move L used in conjunction with crossover assists can 
start combos from an unexpected cross-up. 


Mustang Kick is a one-frame command throw that leads to a full 
combo against opponents attempting to guard. 


Wesker’s backwards air throw stops attempts to jump away from 
the mix-up and leads into a full combo. 


All of Wesker's combos end with an OTG М © (9), which puts him 
in great position for subsequent mix-ups! 


How does one achieve close range with Wesker? 
Wavedashing forward behind the cover of a crossover assist 


Beating your opponent at long range with Samurai Edge gunshots, 
forcing your challenger to come to you 


Carefully wavedashing forward while guarding and jumping over 
attacks 


Using Tiger Uppercut to counter long-range attacks and 
projectiles 
The secondary goal with Wesker is to get rid of his signature sunglasses: whenever 
Waskar's sunglasses are off, he deals an additional 15% damage on all of his attacks! See 
the Advanced Tactics section for details. 
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ИШӘ ©З ORCI MINE 
Widely regarded to be a top-class character in the original Marvel vs, Capcom 3, the 
Ultimate version of Wesker emerges with his gameplay surprisingly intact. The most 
significant weakening of Wesker's abilities involves the Samurai Edge (Horizontal Fire) 
(> + @): it does not bounce airborne opponents nearly as high anymore, making it 
nearly impossible to convert full-screen gunshots into full combos. Rhino Charge has lost 
its invulnerable startup, making it significantly less useful as a way to counter dive kicks 
and random hyper combos from an opponent. 
However, Wesker has gained a significant improvement: losing his shades grants him a 
10% speed boost and a 15% damage boost! This gives you a great reason to use Phantom 
Dance more alten, which makes Wesker remove liis specs! 

Vitality changed to 1,000,000 from 1,100,000. 


Air @ has one less frame of startup but gained one frame of recovery. 
Samurai Edge (Horizontal Fire) has one less frame of recovery. 


Jaguar Dash has three fewer startup frames, five more active frames, and 
three fewer recovery frames. Now -6 frame disadvantage on hit and -10 on 
block. 


Phantom Move recovery increased by one frame on the M and H versions. 
Rhino Charge now only invincible on frame 5 instead of 1-5. 
Cobra Strike is now cancelahle into Phantom Move. 


Samurai Edge (Horizontal Fire) (к> + ©) does not bounce airborne 
opponents as high. 


Wesker now gains a 5% speed boost and 10% damage boost when his 
sunglasses are off. 


Wesker now gains a 10% speed boost and 15% damage boost when his 
sunglasses are broken. 
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Screen Name Command Hits Damage 119 startup Active Recovery Ande tane 






Not special- or hyper combo-cancelable; inflicts 
chip damage; projectile has 3 low priority 
projectile points: о or Mg? all cancel into 
respectiva Phantom Moves 
Low attack: OTG-capable: not special- or 
| hyper combo-cancelable; inflicts chip damage; 
| projectile has 3 low priority projectile paints; 
(B K, or @ all cancel into respective 
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As a Partner—Crossover Assists 
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When using Wesker, the decision of which crossover assist type to pick is a no-brainer: Wesker— Û and the OTG-capable, low-hitting Samurai Edge is one of the most useful assets a team 
could possibly have. This is clearly the best OTG-capable assist in the game, since it is lightning-guick and not does not cause any unwanted state like a ground bounce or wall bounce. It's 
‘One of the few low-hitting assists in the game, so Samurai Edge can be used to set up unblockable situations when used simultaneously with an overhead attack! 
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Can switch sides with foe on contact; © 
cancels into Jaguar Kick on hit 
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Throw: WD version causes hard 
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Advantage Advantage 
Screen Мате Gai on Hit if Guarded Notes 


Air 
Phantom 


invincible from frames 1-18; launcher; can 
travel through foe; automatically aligns 
with toe 


Uppercut L 
Follow-Up 


Counters low physical attacks 


| Invincible from frames 1-20; wall bounces; 
can travel through foe; automatically aligns | 


Uppercut H 
Follow-Up 





Cobra Strike: Useful in combos, Cobra Strike is a damaging single-hit attack that causes a hard knockdown. If used early enough in 

a combo, Cobra Strike allows you to pick up opponents with the OTG-capable Samurai Edge (Lower Shot) and continue with more 
punishment. You should attempt to include Cobra Strike into combos whenever you can, since it inflicts more damage than other combo 
variants, such as Ghost Butterfly. 


New to Ultimate Marvel vs, Capcom 3 is the ability to cancel Cobra Strike into the Phantom Move telaports. This makes it much easier to 
get close to your opponent afterward to hit with the Samurai Edge (Lower Shot): simply press (B to cancel, teleport right next to your 
challenger, and continue from there. However, this often positions Wesker behind the opposing player, 50 її you're trying to push your 
adversary to the corner, you may want to manually wavedash after hitting the Cobra Strike instead. ' 


If the Cobra Strike is guarded, you can cancel into Phantom Move L or M to move away to safety. Un-canceled Phantom Moves can be 
very unsafe if guarded, if your opponent has an attack with enough range to reach you afterward. As an alternative, you can also cancel 
into Phantom Move @ in an attempt to keep your offense going, but an alert opponent can easily air throw you out of this tactic. 





Ghost Bulterfly. Another combo-based 
attack, Ghost Butterfly causes a wall 
bounce that allows you to easily extend 
your combos. Ghost Butterfly can combo 
in situations with slightly higher hitstun 
deterioration than Cobra Strike (with the 
accompanying Samurai Edge (Lower Shot) 
and juggle hits), so thare are specific 
combos that call for this attack instead. 
Ideally, your combos should include both! 


Jaguar Daslr. Jaguar Dash propels Wesker 
across the screen to attack his challenger. 
Even though it is not particularly fast, it can 
be useful as a lang range punisher in very 
specialized situations. Jaguar Dash cancels 
into Jaguar Kick, which in turn cancels into 
Cobra Strike for a combo. 


Wesker's newfound ability to cancel 
Cabra Strike into Phantom Move makes 
Jaguar Dash a much more interesting 
Ghost Butterfly can also be canceled into attack: calling an assist during the Jaguar 
Phantom Move, which is useful both for Kick, then canceling into Cobra Strike 
combos and for safety if guarded. and teleporting allaws vou to establish 
Wesker's offense at long range. 





Jaguar Kick: A sing\e-hit 
knockdown attack following 
the Jaguar Dash. Jaguar 
Kick cancels into Cobra 
Strike, and the move also 
has the peculiar ability to 
allow you to call assists 
during it, even though it's 
technically a special move. 
Always cancel the Jaguar 
Kick into Cobra Strike, 
since the Jaguar Kick can 
be punished by one-frame 
throws if guarded. 


Mustang Kick. The Mustang Kick is a 
throw attack that leads to a full combo, 
making it the focal point of Wesker's close 
range offense. It only has a single frame 
of startup, which means it vill beat any of 
your opponent's options that don't involve 
being in the air or being invincible. 


Of the three versions, Mustang Kick L 
has the mast range and causes a soft 
knockdown, This takes a bit of practice in 
order to convert to a combo, especially 
with the new change to Wesker's Samurai 
Edge (Horizontal Fire) gunshot attack. However, the (B version of the Mustang Kick also 
leads to the most damaging combo out of the three versions. 





Mustang Kick M has slightly less range but causes a hard knockdown. Ironically, this isn't 
much easier to convert inta a combo against a midscreen foe when compared to the @ 
version, and it leads to less damage. Mustang Kick Н has the least range of the three, but 
it causes a wall bounce for very easy combos that result in less damage. A more difficult 
combo variation exists that inflicts slightly less damage than Mustang Kick L combos, but 
that defeats the purpose of using the (D version over the (B version! 


/ 4 553 





Phantom Move L: Arguably Wesker's most 
important asset, Phantom Move L causes 
him to teleport forward a large distance, 
This serves three key purposes for Wesker: 
traveling forward a large distance quickly, 
going through projectiles, and getting 
behind an opponent. 


Primarily, use Phantam Move L to get 
behind the opposing character, More 
accurately, employ this move to cross your 
opponent up in conjunction with crossover 
assist attacks. Break your adversary's 
defenses by calling a ranged assist, teleporting behind the opposition, then converting that 
hit into a full combo! 





Unlike most other teleport-style moves in Uitimate Marvel vs. Capcom 3, Wesker's 
Phantom Moves send him to an area relative to his own current location. This makes 
it a little trickier to use than most telaports, since Wesker players must actually forma 
gameplan to get within range to cross up with Phantom Move L. 


Phantom Move M. This version of 
Phantom Move teleports Wesker 
backwards a large distance, something 
you won't typically want to do. It's nat 
useful as a mix-up to Phantom Move L: 
if you're timing your assist cross-ups 
with Phantom Move L well enough, your 
challenger needs to simply commit to 
guarding in the opposite direction ahead of 
time, not looking for any visual stimulus. 
When this is the case, simply dash forward 
and hit your opponent with a crouching 
attack or a Mustang Kick! 





Phantom Move M is most useful whan canceled into from a Samurai Edge (Horizontal 
Fire): if your adversary avoids the gunshot by jumping over or dashing under it, simply 
teleport backwards to safety. 


Phantom Move Н. This version of Phantom 
Move teleports Wesker forward a short 
distance and up into the air. As Wesker 

is falling, he automatically aligns with his 
opponent and can perform attacks in the 
proper direction. 


Usage of Phantom Move H is very similar 
to that of Phantom Move L, the two key 
differences being the shorter travel distance 
and the fact that Wesker ends up in the air. If your challenger doesn't expect the Phantom 
Move Н, it's a great way to maintain offense without the aid of a crossover assist: drop 
onto the opposing character with a falling attack, and leverage that frame advantage into 
mare offense. However, if alert opponents expect that the Phantom Move H is coming, thay 
can counter with a guaranteed air throw. Still, it's a great tool when used sparingly, and it 
is significantly more difficult to guard against when the opposing player is cornered. 





tham are slim. 





Air Phantom Move 1: The 
aerial version of Phantom 
Move L has considerably 
more recovary tima than 
the ground version, and 

it isn't used as easily for 
offensive purposes. In fact, 
its best use 15 often for 
stalling and running away 
from opponents! 


Super jumping up to the 
top of the screen, then 
performing air Phantom 
Move L three times burns 
a lot of time off of the 
clock, making it great for 
waiting out timed power-ups like X-Factor or Wolverine's Berserker Charge! 





Air Phantom Move M: One of Wesker's 
greatest strengths ts his backwards air 
throw, which leads to full combos without 
requiring the halp of an assist. This 

results in the need for Wesker players to 
aggressively quess when an opponent is 
going to jump and try to grab them out of 
it. I Wasker misses an air throw, he is left 
vulnerable in the air performing his aerial 
@ attack. To help mitigate this, buffer the 
input for Phantom Move M into every air throw attempt. 





If your air throw attempt is successful, Wesker performs the throw animation, and your 
extra inputs are simply ignored. If your air throw attempt fails, you'll quickly cancel 

the startup frames of the air @ into a backwards teleport, moving to safety, This isn't 
foolproof: air Phantom Move M has a number of non-invincible startup frames before 
Wesker teleports away. It's still vastly preferable to whiffing the air @ right in your 
competitor's face, though! 


Air Phantom Move Н. This maneuver 
teleports Wesker straight down to the 
ground, regardiess of his current height in 
the air. This is useful in several situations, 
particularly for making Wesker's aerial 
samurai Edge gunshots safer. Air Phantom 
Move H is also an essential tool for running 
away from your adversary: mixing air 
Phantom Move H in with your air Phantom 
Move L teleports keeps your movement 
patterns unpredictable, and your apponent must do drastically different things to counter 
the two options! 





Although it's tempting, super jumping directly over your opponent and teleporting down 
with Phantom Move H isn't recommended; alert players will expect it (what else can 
Wesker threaten with up there?) and punish the teleport's recovery with a full combo. 
simply falling from the super jump normally, keeping an eye out for breaking air throw 
attempts, is a much safer way to approach your opponent. 


Tiger Uppercut L: The Tiger Uppercut attacks are counter attacks: after the initial startup frames pass, Wesker stands there 
waiting to accept an attack from the opponent. If the timing is correct and the right type of attack is received, then Wesker 
will receive no damage, automatically transitioning into an invincible Tiger Uppercut follow-up attack. 


All of the Tiger Uppercut versions have five frames of startup, which isn't particularly fast. It's often too difficult to use a 
Tiger Uppercut on reaction to an opponent's attack, since you'll generally get interrupted out of the startup frames. Tiger 
Uppercuts are best used in anticipation. 


Even if you successfully time a Tiger Uppercut to receive the proper type of attack, the follow-up attack isn't necessarily 
guaranteed to hit if your adversary's attack recovers quickly enough, or if the opposing player quards in the proper 
direction. If guarded, Wesker can sometimes be punished with a full combo depending on the speed of the opponent's 
attacks. With that said, since Tiger Uppercut attacks almost always cross up, the chances of your challenger guarding 


These counter attacks can be difficult to use effectively, but they can also be game-changers when used creatively, The 
ability to land a full combo off of a good read isn't something to dismiss! 


Tiger Uppercut L counters all physical strikes besides hyper combos and low-hitting attacks. This makes it most useful 


against dominant aerial attacks like divekicks and Haggar's pipe. If the counter successfully triggers, Wesker teleports 
behind the opponent and performs a launcher attack for a free combo, 





Tiger Uppercut M: Tiger Uppercut M 
triggers against low-hitting attacks and 
Is generally difficult to set up in an actual 
match. Whenever law-hitting attacks 

are a threat, your target is generally 

right up in your face. When this is the 
case, you simply don't have time to 


pull aff the five-frame startup of Tiger 
Uppercut M. In these situations, it's most 
prudent to simply guard low and look for 
opportunities to use advancing guard to 
push your adversary away. 


If Tiger Uppercut M successfully triggers, Wesker teleports behind opposing characters 


and hits tham for a wall bounce combo. 


Hyper Combos 


Screen Name Command 





| Phantom Dance 
| (in air OK) 


DOA + ФФ 


| (level 3 hyper combo) 





Phantom Dance; Use this fast, full-screen hyper combo 

to punish most unsafe attacks al a distance for decent 
damage. Each hit of Phantom Dance inflicts a very large 
amount of hitstun on the opponent, making it great for use 
in THC combos to teammates. 


Phantom Dance is very unsafe if guarded, but theres a 
quirk to it: Wesker always reappears at the point where the 
hyper combo was started. After guarding several hits of 
Phantom Dance, your challenger is generally too tar away 
to punish with anything besides fast, full-screen hyper 
combos. The exception is against cornered adversaries: 
they don't get pushed back anywhere from guarding the 
Phantom Dance attacks. so Wesker simply reappears. 
directly in front of them for easy punishing: 


Wesker removes his sunglasses whenever he performs 
Phantom Dance. New to Ultimate Marvel vs. Capcom 3, this 
character flavor touch now has a large effect on gameplay! 
Whenever Wesker does not have his sunglasses on, he 
becomes 1055 faster and inflicts 15% more damage across 
the board! See the Advanced Tactics section for more 
details on Wesker's sunglasses and wacky ways to land the 
Phantom Dance. 


Hits Damage 


Tiger Uppercut Н: Tiger Uppercut H 
triggers against projectile attacks, making 
it an alternate, interesting tool to deal 
with projectile-based zoning defense. |Ї 

it triggers, Wesker teleports forward a 
medium distance before striking with a wall 
bounce attack. The unfortunate downfall 
of Tiger Uppercut Н is that it doesn't have 
great range, and it requires you to work 
your way through projectiles into medium 
range. At this range, projectiles are much 
more difficult to react to in time use Tiger 


Uppercut. Even if vou do successfully pull it off, slow-moving projectiles often have 
the opponent recover in time to guard the follow-up attack. Still, this remains an option 


you'll need to keep in mind against some difficult defenses to crack and in match-specific 
situations such as against Doctor Strange's Eye of Agamotto. 





Startup Active Recovery 


Advantage Advantage 
on Hit 


if Guarded Notes 


444.200 mm | o | (азо All hits cause soft knockdown 


Rhino Charge: Similar to the Tiger Uppercut attacks, Rhino 
Charge is a counter attack that triggers against all physical 
attacks, including overheads, low attacks, and even hyper 
combos! If successfully triggered, Wesker performs а 
guaranteed, single-hil, high-damage attack that leaves the 
opponent in a crumple stun state. From there, you can ao 
into your combo of chaice! 


Substantially weakened in Ultimate Marvel vs. Capcom 3, 
Rhino Charge no longer has invincibility all the way until 
the active frames begin. This all but takes away its former 
rola: countering hyper combos on reaction to the "super 
freeze” cutscene; 


Rhino Charge is still a powerful tool that you should 
definitely unleash upon your challengers; its usage simply 
has changed to be much more similar to the Tiger Uppercut 
attacks. 


Frame 5 invincible; counters all physical 
altacks including hyper combos; puts the 
opponent in a crumple stun state where 
the opposing character is still considered 


Invincible trom rames 1-16; hard 
knockdown 





Last In Nightmares. Wesker's level 3 hyper combo 

is generally bast used as a combo ender to finish off 
opponent characters. At 450,000 damage, Lost in 
Nightmares 15 one of the most damaging level 3 hyper 
combos in the game. If Wesker is without his sunglasses, 
Lost in Nightmares inflicts an insane 517,500 points of 
un-scaled damage! 


Due to the loss of invincibility on Rhino Charge in Ultimate 
Marvel vs. Capcom 3, Lost in Nightmares also performs an 
increased role as an Invincible hyper combo. 
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Ad vancing forward behind the co ver ofa ranged assist is fhe easiest way to close ihe distance. However, this Using Phantom Move L through zoning defenses is another option, but i gets much more complicated when 
doesnt afford you the luxury of being able to cross your opponent up wit a crossover assist аас, Drüyectile-using erassaver assists are involved. ) ! 


When using Wesker, your primary goal is getting close enough to the challenger to establish an offensive threat. Ideally, you'll want to establish medium range without using a crossover 
assist for Cover; this allows you to threaten your adversary with a crass-up using both the assist and Phantom Move L to get behind your opponent. To accomplish this, you'll have to use 
Wesker’s natural tools to get around defenses: a fast wavedash, jumping forward while guarding, Phantom Move L and Н, and the occasional Tiger Uppercut. 


Generally, the safest, surest way to close the distance on your opposition is to simply wavedash forward while keeping an eye for incaming attacks that must be guarded. When doing this, 
pay attention to your challenger's projectile-using tendencies, and identity gaps that you can safely jump over. You'll incur a fair amount of chip damage this way, and this process may be 
frequently tedious, but with enough patience, you should eventually close the пар to a distance where you can call an assist and cross up with Phantom Move L. From there, your opponent 
must change up their gameplan: if they continue trying to keep you out with projectiles, they run the risk of you getting behind them with Phantom Move L and starting a combo. If they 
don't commit to anything, you can simply wavedash forward and quickly cover the rest of the distance before beginning your offense. 


For the less patient, calling a long range crossover assist for cover and wavedashing or using Phantom Move L is often a much easier way to cover ground; the tradeoff is that you lose the 
ability to cross your adversary up with Phantom Move L while attacking with the assist. Still, when up close, Wesker's assist-less offensive options are very formidable. 


À team dedicated tû zoning defense generally has a long range character in addition to a long range crossover assist, and these are much more difficult to quickly clase the distance on: 
telenorting thro ugh one chara cter's projectiles typically lands Wesker directly into another volley of projectiles from the other character. In these situations, Tiger Uppercut Н becomes a 
Much more attractive option. After triggering Tiger Uppercut H, Wesker becomes invincible, flies across the screen, and strikes with a wall bounce attack. 


Super jumping toward the opposition is often a tempting option, but this usually just puts you in a bad situation: super jumping gives your adversary plenty af time to finish whatever they 
were doing and maneuver directly under you. From there, they can completely control the timing of when they want to air throw you, and you'll have to commit to falling down without 
pressing a button in order to be able to break the throw attempt. This allows the opposing player to perform a dangerous mix-up on you, dashing to either side of you and attacking before 
you land, then forcing you to choose a direction to guard in. If you must take to the air and super jump, try to find a safe spot away from your fos to teleport down using Phantom Move Н. 
Attempting ta drop directly onto the challenger with Phantom Move Н is likely to get countered by a full combo if you're battling an alert opponent; what else can Wesker possibly threaten 
his competition with from way up there? 
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Crossing up an opponent with Phantom Move L while calling an assist If you get within striking range. and don't have your assist available, Gopanenis Їйдї are wary of fhe firs! ivo options offen fake fo the alr 
isa key part of Wesker s offense. threaten your adversary with the Mustang Kiek throw attack! Sag them with a backwards air throw and convert fo a full combo! 


Once you do manage to close the distance on the opposing character, you'll want to take By and large, crossing up the opposing player with Phantom Move L while calling an assist 
advantage of Weskar's mix-up options. At medium range, your best options all lead to has the highest success rate. While your opponent can take a huge risk and try to guard 
combos: in the opposite direction, most players simply opt to jump away, This distills the mix-up 


into two options for the most part: assist cross-up, or dash forward and air throw. lf your 


Call a crossover assist and teleport behind your challenger using 
Phantom Move L. This heats everything besides jumping and pre- MM тилениш Ишинин NA 


emptively guarding in the opposite direction. 
li you manage to achieve point-blank range with frame advantage against your oppanant, 


Dash forward and attack wit i .Thisi ns 
Ons ©. This is the most your best options change: 


damaging option, but it only beals foes that are pre-emptively 
guarding in the opposite direction. A perfectly timed Mustang Kick beats everything besides perfectly 


Dash forward and grab your adversary with Mustang Kick. This vee attacks faster than a five-frame startup, normal throws, 
beats any attempt to guard on the ground, but it loses to jumping апо aU Lt 
and general button-pressing. Crouching (9 beats any button pressing; it also beats pre-emptive 


Dash forward and attempt an air throw. This beats jumping, but it [ита SRE EE Tat OH] Came ge 
loses to everything else. Option select your air throw attempt into Air throws beat jumps. 
air Phantam Move M! 


Whenever opposing character leaves guardstun, they become invulnerable to throws tor four 
frames. Other than basic throws, very few characters in the game have attacks that are faster than 
5 frames; attempting to grab the opponent with a Mustang Kick on the fifth frame after quardstun 
has finished is an incredibly solid tactic. Practically anything your adversary can do in an attempt 
to avoid the Mustang Kick will get hit by crouching ® into huge damage! 








Up-clase defense with Wesker is лерд generic: look for opportunities fo air throw an opponent while using 


Annoy your opponent from afar with your Samurai Egge Пип, some Paus will be forced Io 
advancing quand against their grounded atiacks! 


come to you! 


Wesker's long range gameplan: 


Samurai Edge (Horizontal Fire) quickly fires a bullet across the screen at high altitude. Unfortunately, most characters can crouch directly under the bullet. New to Ulfimate Marvel vs. 
Capcom 3, the Samurai Edge (Horizontal Fire) bounces airborne opponents to a much lower height. This prevents you from being able to convert full-screen Samurai Edge shots into 
combos using Phantom Move L. 


Regardless, the Samurai Edge (Horizontal Fire) is a useful tool for controlling your opponent's options: unless the opposing player's character can dash directly under the bullet, it all but 
forces the character to sit still and crouch. This allows you to control the tempo of the fight: call a long-ranged crossover assist simultaneously with the gunshot, and maneuver to the 
desired distance between yourself and the challenger! 


Characters that cannot crouch under Samurai Edge (Horizontal Fire): 


Hulk М.0.0.0.К. Sentinel 


The aerial Samurai Edge (Anti-Surface) is primarily used as a way to actively threaten opponents with chip damage fram across the screen: super jump straight up and immediately press 

+ @ then press @ again to cancel to Phantom Move Н and teleport back down to the ground. When battling long range characters, wait until they fire a projectile at you, then super 
jump over it and take your free shot. Used effectively enough, the two long range Samurai Edge shots can force your opponent to switch up their gameplan, sometimes drastically enough to 
force them to came to you! 


Nemesis T-Type Tron 


Against an enemy up-close, Wesker's defensive options are relatively standard: use advancing guard when possible, and look for opportunities to jump up and air throw your opponent. 
Remember to option select an air Phantom Move M into your air throw attempts. Simply input the Phantom Move M command immediately after every air throw attempt to make Wesker 
teleport backwards if the throw attempt fails. 


At medium range, you have a bit more time to get tricky with your defense. You can actually counter most of your adversary's attempts to close the distance and attack you by calling an 
assist and using Phantom Move L, When this happens, your opponent has actually closed the distance for you! 


If you want to gamble, wait for a good read and go for high damage using the Rhino Charge counter attack! Some of the risk of Rhino Charge can be mitigated by simply option selecting a 
THC to another, safer hyper combo if your teammate has one: if your opponent attacks into the Rhino Charge and triggers it, your THC input is simply ignored while Wesker is punching the 
opponent. If the opponent didn't bite, your THC input switches Wesker out to a teammate performing a (ideally) safe hyper combo. 


You can also option select an X-Factor activation during Rhino Charge: if the counter doesn't activate, Wesker activates X-Factor and becomes able to guard safely. If your challenger is right 
next to you in this situation, coming out of the X-Factor activation with a one-frame Mustang Kick can beat anything your adversary does, short of jumping or performing an invincible attack. 
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[.. CR. ©, 6 > ¥ щ 2 (Т) => (0) (PHANTOM MOVE CANCEL), * © (9), CR. ©, ST. : о (2 HITS) => 4a > o | 
ox» (9) (PHANTOM MOVE CANCEL), AIR (S), LAND, CR. ®©, © ==> SUPER JUMP, AIR ©, ©), (9, ©, DASH, w (н) 


516,900 damage (594,600 damage without shades), 108% meter gain 


Wesker's basic combo inflicts beefy damage all without using any hyper combo gauge bars! If the initial hits are guarded, canceling the erouching\H Н) attack into Phantom Move Н is an 
effective way to keep the olfensive momentum, but an alert opponent can air throw you for your troubles. Ideally you'll want to call a crossover assist before canceling the crouching is (H) 
into Phantom Move L, crossing up your oppanent and giving plenty of time to resume your offense if itis guarded: 


mG) Exin s 


The final Samurai Edge (Lower Shot) pops the opponent up into the air for a mix-up opportunity: grab them with an air throw, attack with air(L) (into Combo IV), or calla crossover assist 
and cross up with Phantom Move L! 


Samurai Edge (Lower Shot) can also be canceled into a crossover combination by pressing LP КАР2]: while this may cost up to three hyper 
using this whenever the damage will be enough to finish off the enemy character. 


combo gauge bars, Its worth thinking avout 


[I], > x ¥ # « & ©, DASH, CR. 
ч = (B, CR. ©, (9, © => e JUMP, AIR ©, 


.® (2 HITS) => p а ә о (ee (PHANTOM MOVE CANCEL), 


ү ©), LAND, DASH, м 2® 


356,700 damage (410,300 without shades), no meter required, 93% meter gain 


While the changes to Samurai Edge (Horizontal Fire) Mustang Kick L recovers 


immediately as Wesker kicks the opponent, 


prevent Wesker's old Mustang Kick L combos from working, this variant still gets the job done quite nicely. 
so manually buffer the forward dash by pressing = = much earlier than what is intuitive. 
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[I]. BACKWARDS AIR THROW, « 2 (9), CR. ©, ST. @ (2 HITS) ==> & щ > o (ex^ (Н) (PHANTOM MOVE CANCEL), 
AIRS), LAND, СВ. ОМО => SUPER JUMP, AIR 0, ©, 9), ©, DASH, ме 


261,100 damage (300,500 damage without shades), no meter required, 92% meter gain 


Wesker is able 10 convert air throws into full combos with much more ease compared to most characters. While the combo itself doesn’t inflict a ton of damage, it leads into another mix-up 
opportunity after hitting the final Samurai Edge (Lower Shot), 
















i, AiR ©, ®©, ©, LAND, JUMP FORWARD, AIR ©, O ©, LAND, ST. ©, @ (2 HITS), @ => SUPER JUMP. 
AIR ©, ©, @, ©, LAND, DASH, є © @ ОТС 


453,200 damage (521,100 without shades), no meter required, 92% meter gain | | У 


This air-to-air combo is primarily used against opponents that constantly press buttons when in the alr, Air(L) will beat them to the punch, and from there you can go on to inflict a 


sizeable amount of damage. To avoid getting hit by this combo your opponent must commit ta simply guarding in the air; this-opens them to air throws leading to Combo 111! » 
Tha air (8) attacks must he slightly delayed in order ta keep the opposing character above Wesker, Everything else should be performed as quickly as possible. If your opponent guards А 
the initial air(L) attack continue with the aerial chain anyway: you'll land right next 10 your opponent with substantial frame advantage from the air (8) attack, Follow Up with a mix-up of E 
crouching (L) or Mustang Kick L. = 

















I, +e © 2 б»), CR. ©, ST. © (2 HITS) &- 4s > 2 © => (Н) (PHANTOM MOVE CANCEL), AIR ©; 
LAND, CR. ®©, © e» SUPER JUMP, AIR ©, @ (9), (S), LAND, DASH, м « (9 OTG 
932,000 damage (611,700 without shades), 1 meter required, -22% meter gain 


Rhino Charge is a great high-damage counter to predictable attacks that are otherwise hard 10 stop, such as Wolverines Diving Kick and Nemesis’ Angled: Deadly Range. Follow it up with a 
simple combo that inflicts a ton of damage! 
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Notes | 
| Easy Mustang Kick combo 
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Notes 





Slightly more damaging variant of basic combo, builds less hyper combo gauge. Dash with ФФ alter hilling Ghost Butterfly to be 
able to perform Cobra Strike Aa eas executing Phantom Move L instead, 










5,200 damage, 93% meter gain 
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Combo using level 1 X-Factor and Lost in Nightmares 
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After landing a combo, ihe OTG Samurai Edge (Lower Shot) leaves you 
in great position to immediately mix-up your appanent agat. 


After you have completed a combo with an OTG 
Samural Edge (Lower Shot), your adversary quickly 
recovers in the air above you. This gives you a 
great opportunity to mix-up your opponent! 

If your challenger recovers backwards: 


Dashing forward, then attempting an air throw 
heats everything except guarding. 


Dashing forward, then jumping forward from 
slightly farther away keeps Wesker out of throw 
range. Attacking with air (B here punishes 
everything besides guarding, and it leads into a 
full comba. 


Calling a crossover assist, then teleporting with 
Phantom Move L beats everything besides guarding 
in the opposite direction, and it airdashes upward. 


Attacking with air (B is an incredibly strong 
option: you get a damaging combo if it hits 
(see the Combo Usage section for details), and 
if quarded, you end up with frame advantage 
al point-blank range unless the opponent uses 
advancing guard. Attacking with air (B after the 
OTG shot essentially forces the opposing player 
to guard, which you can easily counter with 
backwards air throws. 
If the opponent recovers lorwards: 
Waiting until the challenger passes over 
you, then jumping toward them and attack 
with air (8 beats everything besides 
guarding. 


Waiting until the opponent recovers, 

then jumping back and air throwing beats 
everything besides teching throws and 
airdashes. 


Waiting until your adversary passes over 
you, then grabbing them with Mustang Kick 
when they land beats everything besides 
airdashes, air attacks that can cross up, 
and immediately jumping upon landing. 
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Find ways lo sip Phantom Dance in early; youll gel a 15% dama ie 
boast ang 10% speed boost for as long as Wesker remains 4n play! 


New to Ultimate Marvel vs. Capcom 3, Wesker now 
gets a substantial 15% damage and 10% speed 
increase across the board whenever he doesn't 
have his sunglasses on! There are two ways to gel 
rid of Wesker's shades: 
Use the Phantom Dance hyper combo, 
which removes Wesker's shades at the 
beginning of the animation. 


Get punched in the face a lot (the authors 
do not recommend this method). 


There are also two ways for Wesker to get a new 
pair of sunglasses, which you don't want! By far, 
the most important way to lose Wesker's damage 
boost is to simply have Wesker leave gameplay in 
any way. This also includes using THCs or TACs! 


The second way for Wesker to lind another pair 
of shades is to simply press the Taunt button. If 
your gameplan includes frequent usage of taunts, 
Wesker might nat he the ideal character for you! 


If you don't think you're going to have ta switch 
Wesker out any time soon, it's worth it to start 
thinking about how you're going to slip a Phantom 
Dance into the mix. The Phantom Dance hyper 
combo is generally safe to just throw oul randomly, 
unless any of the following is true: 


The opponent has an invincible attack at 
their disposal. 


The challenger has a fast, full-screen 
hyper combo. 


Wesker starts the Phantom Dance close to 
a cornered adversary. 


Of course, actually hitting your opponent with 

a Phantom Dance is vastly preferable to simply 
getting away with it safely. With that in mind, what 
are some good ways to land a Phantom Dance? 


THC ta Phantom Dance from a teammate 
characler's combo. 


Ending a combo with Phantom Dance against 
a cornered opponent. This leaves you in 
prime position to mix-up the opposing player 
afterwards! Against a midscreen adversary, 
forgoing the mix-up after a combo typically 
isn't worth the 15% damage boost. 


Cross your opponent up with Phantom 
Dance! See the following section for details. 
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Phantom Dance used im a situation line tus eam cross up. your 
competitor. Better yet, it might not! (Ps totally random! 
While the random nature of Phantom Dance can 
often cause you to miss a few hits in combos, it 
can cause some incredibly unpredictable cross-ups 
outside of combos. 

The simplest way to set up a Phantom Dance mix- 
up is to simply lime the attack in a way so that the 
first hit misses against a midscreen challenger. 
Wesker flies past the opponent, bounces off of the 
wall, and hits the opponent in the back. Or, he 
might fly past the opposing player again and hit 
them in the front. It's impossible to react to! 


There are a number of situations where you can 
take advantage of this: 
When the opponent jumps toward you 


After ending a combo with Samurai Edge 
(Lower Shot) 


Whenever your foe is recovering from a 
knockdown, such as after a normal ground 
throw 


The other way to set up Phantom Dance mix-ups 
requires a lot less finesse: lead your opponent 

to the middle of the screen, and just do it! While 
houncing around, Wesker often randomly crosses 
up the opposing player for hilarious results! If the 
opponent's character cannot easily punish midscreen 
Phantom Dances, this is a great way to get Wesker's 
sunglasses off. Alternatively, you can easily verify 
that the Phantom Dance has started to hit the 
adversary and cancel into a team hyper combo! 
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in-game combat potential ofthis hero, 


MARTE. ESTE Overview 


vitality | 830,000 
Chain Combo Archetype | Marvel series 
X-Factor Boost Damage Speed 


Level 1 (3 teammates remaining) kaa 
Level 2 (2 teammates remaining) 14095 130% | 
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Level 3 (1 leammate remaining) 160% 


Your goal with Zero should be to apply offensive pressure to your opponent as much as 
possible and push their character to the corner. 


Why do you want to apply offensive pressure and push your rival into the corner? 
Zero’s strength stems from the vast array of offensive tools that 


allow you to maintain pressure and create combo opportunities 


Zero has low vitality and weak defensive tools. Staying on offense 
helps offset this disadvantage 

Zero's combo potential increases dramatically against a cornered 
foe. Zero also has excellent resets and option selects against 
cornered characters 

Zero's zoning tools are limited, making zoning an ineffective 
option against much of the cast 


How does one get to close гапое апо maintain offensive pressure with Zero? 
With the aid of assists, Hienkyaku allows him to maintain offense 
and can create mix-ups that are difficult to block. Through the use of 


Hienkyaku H, Zero is one of the few characters who can cross up an 
opponent in the corner 


Use Zero's level 3 Hyper Zero Buster to cancel out Hienkyaku L & M, 
and utilize Raikousen to create cross-ups thal are difficult to block. 


Discerning use of instant Raikousens and Sentsuizan L, to make for 
mix-ups that are difficult to block 


Use of Sougenmu to create large offensive pressure and unblockable 
setups that can lead to large damage 


E Secondary goal is fo attack opponents from across the screen, keeping them at long distance. 





Why use Zero’s relatively weak zoning game when пе is such an offense oriented character? 





Zoning is an effec tive strategy against adversaries who lack 
zoning tools or who have low mobility 


Zero's zonin j tools and high mobility can be used to control the 
18 ma ch and deny his foes offensive opportunities. This 


wat 
| А, 


can force the opposing player to take large risks to avoid running 
n the clock 
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{ап angeki L to control horizontal space; it has low recovery and 
novement. Zero can have several of these active al once 


| Keep Hyper Zero Blaster charged at all times; it has quick startup, and 
_ level З causes knockdown and gives space to reestablish your zoning 


ТОЛ and Hadangeki L to virtually lock an opponent to the 
et, "E > ground forthe duration of Sougenmu | | 
Use Hienkyaku M to quickly dash under airborne rivals and create space 
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О TUNING SINCE ORIGINAL pa 
| Zero received few changes in Ultimate Marvel vs. Capcom 3, bul he received two important changes to his level 
7 3 Hyper Zero Blaster. It no longer causes hard knockdown, removing the ability to OTG after this move. To make 
~ Up for this loss, level 3 Hyper Zero Blaster can be used to cancel the recovery of any special move, giving Zero 
the ability to make certain special moves safe and create new interesting mix-up opportunities. This is similar to 
Morrigan canceling her special moves with flight, or Spider-Man canceling his special moves with Web Zip. 


| AS an indirect nerf, Zero can по longer be used as one of the strongest THC glitch characters; before, using the glitch 
to hand-off to Souganmu Zero was a virtually assured knock out, and then a nasty mix-up on the next character. 
| | 


Hyper Zero Blaster (level 3) no longer causes hard knockdown 
‘Hyper Zero Blaster (level 3) can cancel any special move 
| Sougenmu THE glitch has been removed 
| E Health increased to 830,000 
Decreased hit stun time on all normal attacks (©, @, and @) 
| Slightly increased horizontal air knockback from Shippuga 
| Applied limit on number of air Hyper Zero Blaster that can be performed іп one jump 
Ground recovery time increased after Sentsuizan 
Changed angle of Sentsuizan H 
Raikousen will go behind an opponent in the corner mu 
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Advantage Advantage 


Screen Command Hits damage Meter Gain Startup Active Recovery on Hit if Guarded 
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Notes 


Low altack 






Low allack 
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Ground Special Attack— launcher 
Advantage Advantage 


Screen Command Hits Барада. MeterGain Startup Active 59) on Hit if Guarded 
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Air Basie Attacks 
Advantage Advantage 


screan Command Hits Damage Meler Gain Startup Active Recovery on Hit if Guarded 
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Air @ 


Notes 


Launcher, not special- or hyper combo- 
cancelable 


Notes 


Overhead attack 


| Overhead attack 


| Overhead attack 










Air Special Attacks—Flying Sereen and Air Exchange 


ДЄ) Causes a hard knockdown when used іп a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air Ө, behaves mostly like another 
basic attack. Аг exchange attacks, performed by inputting a direction plus’ ‚ ага only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 


5 available character to continue the air combo. 


ОЛЫ | : dvantage Advantage ıı 
Screen Command Hits Савда үшын Startup Active Recovery верер у НГЕ Noles 


| Causes hard knockdown if used in launcher combo, 
Air e 75,000 EET attack E 
Air + e (during launcher combo) ES 105, 00 EE jn next available ally while lofting opponent upward 


Air о + © Tags in next available ally while causing wall bounce, 
(during launcher combo) erases 1 hyper meter bar from opposing character 


Li 












ae in next available ally while causing ground. 
a 1 hyper meter bar 


` Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain into à command attack from basic attacks, but most command 
Й attacks cannot be chained from or canceled themselves... | 


| Meter Advantage Advantage 


Screen Name Command Hits ET cu EN Active agg on Hit — Notes 





ved | hro WS 
"| Ў г. Throws are: for snagging passive or blocking ‘opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offanse. Combos 
-= аге usually possible after throws, опе way or another. | 
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Meter Gain Active — Notes 





fi Sereen Command 





Startup | | 
H (ground) үт | Hard knockdown 


© (ground) 


Crossover _ Recovery (this Recove 
Screen Type Combination Description Hits Damage E Startup Active crossover cone Notes 
Hyper Combo assist) partner) 


Н a a алс занонаи | 
| 2? (zeo | ео | ишим | 1 | 70,000 | E 
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его Ot is his Ryuenjim Н. It lacks апу MTM frames, making ita lackluster defensive assist. it also hits five times, making it less than ideal for combos. i beca à ol jan 066 
Finally, it positions the opposing character awkwardly, making it difficult for most characters to continue with an optimal combo afterwards. : a d 












You may find some usefulness and provide additional firepower to’ zoning teams with 0—8, but the projectile is fast and only has. 4 "durability p 
most projectile and beam assists. If Zero activates ‘Sougenmu and 15: switched Qut to an assist character, this: actually becomes a fairly strong pr : 
character. However, this requires: hyper mater use to set up, along with exposing the already low-vitality Zero to the possibility of taking amar jeas: an assist, 


Zero—Y Is his Shippuga. This is most useful for characters that have an OTG attack themselves, but need an assist to extend the combo її ther. ni 
-Zer inflicts chip damage with his assist version: You can also Use this assist to shore up gaps in a character's rushdewn offense, but it has-lim ad. 
against a savvy adversary who can time advancing guard right before your assist, leaving Zero attacking the ‘dir and vulnerable to CUES а 


C Snap) Back 


Screen Command Hits Damage Meter Gain Startup Active Recovery баара Rn 


| " | | 500 l-Mhyper| , | | 
1 1 0 | A g 
сач — | 3000 | meter bar 


Notes 


Un hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or lag outs are also 
locked out for 4 seconds 














Screan he Meter Йй " Advantage Advantage If , 
creen Name Command Hits Damage Gain Startup Active Recovery on Hit Guarded Bales к Е: 
| Projectile has 3 low priority durability 
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Knocks down 
102,300 | 1000 
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8-until | Knocks down airborne foes, can pass 
grounded 
ЖЕН pass through rivals 
V [2 < + ® ae тып Can pass through adversaries 
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SES ee E ЕП 
aks through opponents 
Until Knocks down airborne adversaries, can 
grounded | 
= Until Knocks down airborne foes, can pass 
Haikousen Н | (9) 5 102,300 | 100 
асла T 4 — us zi grounded EE through opponents 
| Hienkyaku М ху <р + c Sa Ez Can pass through rivals 





| Сап pass through opponents 
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Warps Zero lo ground, сап pass 
through foes 






10 | Air Hie pi L 





OTG- capable, causes hard knockdown 
il used in launcher comba : 
OTG- capable, causes hard knockdown 
it used in launcher combo. — 

| Hyper Tero Blaster | Requires 30 frames ol charging, 
level 1 (can be | ЛК | - | j projectile has 2 low priority durability 
charged, іп air OK)| —— | mE | E paints 
Hyper Zero Blaster Я Requires 70 frames ol charging, 


level 2 (canbe | | : projectile has 4 low priority durability 
charged, in air rape $ points — 






































Cancelable Irom any special move, 
| requires 150 frames ol charging, 

knocks down, beam durabilily: 3 | 
frames x 3 low priority durability points | 


Hyper Zero Blaster 
| level 3 (can be 
charged, in air OK) 


Hadangeki. Hadangeki is a projectile that 
can be used to create offense or to keep 
your adversary away. Hadangeki L is the 
most versatile version because of its fast 
recovery and slow traveling speed. 


Offensively, Zero players can use this move 
1 = к == r d against foes with dominant ground-to- 

pom 3 "T. E Hadangeki H i Ry | ground basic attacks but poor zoning tools. 
As a result of the slow projectile speed and 


fast recovery, Zero can dash behind his Hadangeki L and follow up with a combo if it hits. I the opposing character jumps, you can react ЛУ uenjin: Ryvenjin lacks any invincibility 
to this with a fast air throw frames to make її а strong defensive 


option. It has fairly fast startup at 5 frames, 
hut it is highly punishable if blocked or 
whiffed. Zero's basic (B attacks are as 
fast or faster and can lead to combos. 
When used in combination with Sougenmu, Hadangeki L spam can be very difficult for a competitor to escape once caught in hitstun or Offensively, Ryuenjin has little combo 
blockstun. potential except possibly ta be canceled by 
a level 3 Hyper Zero Blaster. 





Defensively, you can use this attack against less mobile characters that possess little to no zoning ability. It can be fired rapidly enough to 
make it virtually impossible for your opponent to advance on the ground. Zero can react to normal jumps with air thraws if his adversary is 
close enough, or dash underneath an opposing character who attempts to approach Zero with a super jump. 


Raikousen: Raikousen causes a knockdown | " —À—À =... = = 
against airborne opponents regardless ا اول ت س‎ же? di ere = 
of hitstun decay, making it an invaluable = m "aar ee — 
combo tool. You can also link it after a level «e. . T 

3 Hyper Zero Blaster if done quickly. Used 
with Sougenmu, you can employ the move 
in combos to keep your foe juggled in the 
corner until Zero runs out of meter or you 
choose to end the combo. 





You can also use Raikousen L and M to travel throwers an ee at specific distances. Since the lightning appears with a slight delay after Zero's movement, it can create а crass-up 
for the opposing player that is difficult to block. 


Hienkyaku. Hienkyaku remains a соге 
aspect of Zero's gameplay. Hienkyaku L & 
M are Zero's primary means of combating 
advancing guard. It also serves as a very 
fast cross-up threat to your adversary when 
used with assists or canceled with level 3 
Hyper Zero Blaster. All ground versions of 
Hienkyaku and air Hienkyaku M & H can 
also push opponents out of the comer, 
allowing for deadly mix-ups, especially 
when а new opposing character is forced 
in (either via snap back or the loss of a 
teammate). 


You can take advantage of air Hienkyaku 
L after an air level 3 Hyper Zero Blaster to 
reach the ground quicker than normal and 

Радне ——. — continue a combo. You can also use it to 
Air Hienkyaku L И — E | Air Hiénkyaku Н avoid a foe who attempts to combat Zero 
| | while he is airborne. 








Senisuizam. Sentsuizan is Zero’s go-to OTG move for extending combos. With a fully 
charged Hyper Zero Blaster, Zero now has the ability to combo after his OTG on his own 
without the use of X-Factor or an assist. This attack is also good for achieving a hard 
knockdown during a launcher combo. 


Sentsuizan L has very fast recovery and can be used as an instant overhead if done with 
the mation V7 AD + (B, ca using Zero to stop his jump just above the ground, 
which allows you to follow up with a quick air attack. It can also be used to simply extend 
Zero’s air time for a short period of time. Keep in mind that he is limited to three special 
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Hyper Zero Blaster (level 7) 


Hyper Gombos 


Screen Name Command Hits 


sougenmu 


Genmu Zero 
(level 3 hyper 
combo) 


Rekkoha: The ability of this hyper combo to OTG makes it a 
prime candidate fora combo ender. You'll have to start this 
hyper combo as soon as Zero lands for it to OTG because 
there is quite a bit of time before the beam hits the ground, 
It can also combo into itself with the use of X-Factor. 


This hyper combo has a lengthy delay before the beam hits 
ground level and slowly pulls the opponent up when it hits, 
limiting the THC potential. Doing a THC into this 15 possible 
as long as there is enough hitstun or a hard knockdown for 
the beam to connect in time to continue the combo. Doing 
a THC from this move usually requires a hyper combo 

with an upward attack angle or fullscreen coverage. This 
requires you ta choose Zero's partners carefully, or be 
stuck with limited THC use. 





Damage 
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moves per jump. 
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g Blaster (level 2) 


Startup Active Recovery 


on Hit 


: E ^ ws 
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Sougenmu: Sougenmu creates a shadow that copies Zero's 
atlack exactly 16 frames later, You can use this to create 
nearly unblockable high/low situations through air attacks 
followed by low attacks, You can also use it to increase 
Zero's zoning potential for a short period of time (though 
this is not recommended except in niche cases). If Zero 
somehow is no langer the point character while Sougenmu 
is active, Sougenmu remains active until Zero becomes the 
point character again, at which time it continues for the 
duration that was left when he became an assist character. 


Sougenmu increases Zero's damage potential, especially 

in the corner. It can be used either to create big damage 
early in combos (Sentsuizan relaunch loop) or to extend 
combos bayand what hitstun decay would otherwise allow 
(Raikousen loop). These tactics are explained in detail later, 


Advantage Advantage 
if Guarded 
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Hyper Zero Blaster (level 3) 


Notes 


OTG- capable, knocks down, beam durability: 30 
frames x 1 high priority durability points 


any hyper combo causes shadow to disappear, Zero 
does not gain meter while Sougenmu is active 


| Frames 9-10 invincible, creates shadow that mimics 
Zero 16 trames later, shadow lasts 300 frames, using 


Frames 1-24 invincible, hard knockdown, projectile 
has 100 high priority durability points 


Genmu Zero: Zero's level 3 hyper combo boasts one of the 
strongest projectiles in the game. With 100 high priority 
durability points and lightning-fast travel speed, this huge — 
projectile can plow through nearly any beam or projectile 

in its way. Thanks to its invincibility frames, you can use it 
to react to most enemy hyper combos. Genmu Zero also 
makes a good combo ender (usually after a level 3 Hyper 
Zero Blaster ar Raikousen) because it ignores damage 
scaling. 


Battle Pian 


Zero's play style favors maintaining pressure оп your 
challenger as much as possible, while keeping the opposing 
character in the corner. He lacks strong defensive tools 

and has low vitality, so staying aggressive is the strongest 
option in most cases. Zero's offense relies heavily on the 
use of assists. Consequently, Zero is not a strong candidate 
for the anchor of a team. Instead, Zero performs best as 
the first or second character. Zero can da а decent job 

as a battery, but because his attacks are multi-hitting, 

you may find it difficult to produce high damage without 
meter. Zero's offense becomes a much bigger threat when 
he has access to an abundance of hyper meter against a 
cornered foe, giving him an avenue for his highly damaging 
Sougenmu combos. 





How you begin your offense depends on the character you are facing off against, since characters with stronger zoning ability often try to keep Zero out and force him into bad situations. 
Using an assist to help initiate your offense is helpful but risky. A savvy competitor can severely punish your assist if you are careless. 


Against characters with a dominant ground zoning game, it may be best to lake to the air, to use your air Hienkyaku M and 
airdash to close the distance. Ideally, you should be above your opponent before you begin your assault. If so, you have 
several options depending on your height and what your adversary is doing. If you are fairly clase to ground, or you suspect 
your opponent might attempt to jump to fight you in the air, an option select air (D throw is a dominant option. Since air 
( has a large number of active frames, this means even if your rival doesn't jump to meet you, you'll likely still be a threat 
nearly all the way to the ground. If your foe backdashes farther away from you or forward dashes under you, Raikousen L is 
an option to cross your opponent up if spacing permits. Keep in mind that Zero's airdash is relatively slow and easy to 526 
coming, 50 plan accordingly. 


= 
ت‎ 
E 
Ead 
m! 


qm 


If you are higher up, you can use Sentsuizan as a pseudo dive kick. Sentsuizan M gives you a steeper angle than Sentsuizan 
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Н, making it a better option if you are directly above your competitor. Sentsuizan Н would be more useful if you still are ee г {Ыс 

not very close to your opponent or you expect your adversary to retreat backwards. If it hits, you can easily continue into Sentsuizan is а high priority air attack that cam lead to full combos. 

a combo with crouching O. If your foe is cornered and you have level 3 Hyper Zero Blaster charged, you can cancel Take care not to miss, since it does have slight recovery ance you hit 
Sentsuizan recovery into Hyper Zero Blaster. This can lead into highly damaging sequences, like Zero's Sougenmu ihe ground! 


Sentsuizan relaunch combo. 


Against characters that have weak ground projectiles or lack them entirely, il may be best to use Hadangeki L or a projectile assist. You can then use the projectiles as cover to dash forward 
or use Hienkyaku. These projectiles, along with the range provided by Zero's 2-Saber, let him dominate the space in front of him against these lypes of characters. This forces your rivals to 
defend against your offense or take to the air. If your opponent attempts to super jump toward you, you can simply dash or Hienkyaku M under the opposing character and continue zoning 

with projectiles. You can also attempt to counter their jumps with an air throw option select. Air throws are a solid option for Zero because he can convert them into combos. 


Once you have gained the offensive initiative with Zero, a competent competitor usually attempts to escape. The most 
common method involves utilizing advancing guard to reset the situation. Thankfully, Zero possesses the means to counter 
advancing guard. If you have a projectile assist available, such as Sentinel—, you can call your assist and use ground 
Hienkyaku L or M to regain lost ground while the projectiles protect you. Hienkyaku L places Zero in front of his adversary, 
whereas Hienkyaku M situates him behind his rival a majority of the time. Alternatively, you can use a level 3 Hyper Zero 
Blaster to cancel the recovery of the Hienkyaku, leading to an easy combo if landed at point-blank range. This is a strong 
option because Hienkyaku L and Н initially look identical. This makes it difficult for your competitor to tell the side where 
Zero ends up; with perfect spacing, it's totally ambiguous for the opposition. However, you need a way of covering Zero's 
long period of vulnerability during Hienkyaku. Hienkyaku possesses no invincibility frames, and opposing characters recover 
before Zero does, allowing them to easily punish you. Hienkyaku Н followed by an airdash can be used, as well, but it is 
fairly slow and gives a quick opponent a chance to escape. Another tricky, yet slightly risky option, is to use Hienkyaku Н 
immediately followed by Raikousen L to cross up your adversary! This leaves Zero vulnerable for a while but can be useful 
if your opponent is hesitant or expecting your ground Hienkyaku mix-ups. Calling an assist before Hienkyaku H can help 
provide coverage during this vulnerability. 





lf you are airborne using a special move-cancelable normal attack when your opponent uses advancing guard, you can cancel the attack with air Hienkyaku M. Unlike the ground version, in 
this case, Zero rarely ends up behind his target. Again, an assist or level 3 Hyper Zero Blaster is required to make this sale. Another aption here is to use Raikousen M, which can cross up 

your foe. You'll want to use this attack as low to the ground as possible to minimize recovery time. If done low enough, you can then follow up with a combo with crouching (B ! Hienkyaku 
H inta Raikousen L can be used, as previously mentioned. 


If your opponent defends successfully, and is persistent about using advancing guard ta push Zero away during blockstrings, vou can put this knowledge to good use by delaying later hits 
in chain combos when guarded. The idea is to delay attacks so much that by the time the opponent goes to press attack buttons, expecting to pushblock, they'll have actually left guardstun. 
Their double button press then becomes an (Mi) or (D) attack, which your delayed attack will immediately counterhit! This works well with Zero because of his relatively fast attacks, the 
reach advantage provided by his Z-Saber, and the natural inclination of opposing players to want to push Zero away from them immediately. 


If you find your competitor not using advancing guard often, Zero has further options to altempt to break a rival's defense. 
Zero's most effective mix-up remains Hienkyaku in tandem with a projectile or beam assist, or level 3 Hyper Zero Blaster. 
The goal is to cross up at the last possible moment before the assist's projectile or beam hits the opposing character, or 

to cancel the Hienkyaku with level 3 Hyper Zero Blaster as soon as it crosses up. However, you still have options when no 
assists are available. Raikousen L done at close range can cross up your opponent and lead to a combo. Another option 

is to use Sentsuizan L low to the ground by inputting ЧУ qo» + O, then following up with air Qn tor a fast 
overhead attack. Alternatively, you can land and immediately follow with crouching (B . These two options work well 
together because the startup animations of Sentsuizan and Raikousen look similar, making it difficull for the opposing playar 
1o predict which one you are using. 


Zero lacks any strong defensive options and must either rely heavily on advancing guard to create space or wait for gaps in 
your adversary's offense to regain offensive momentum. Trying for an option select air throw with o> on + D against 
jumping opponents is usually a strong choice. You can almost always use Genmu Zero if an opponent recklessly usas any 
hyper combo you have a chance to react to, which brings their offense to a screeching halt. This is especially useful if the 
opposing player is trying to inflict chip damage through an otherwise safe hyper combo. 
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CR. ©, (D, ®, © => FORWARD SUPER JUMP, AIR ©, ©, @ (3 HITS), ©, LAND, CALL X-23—8, FORWARD DASH, © 
FORWARD SUPER JUMP, AIR ®, ©, ®, ©, LAND, € & > c 


949,900 damage, 27% meter loss 


It is difficult to land Zero's long combos at midscreen, There are NUMEROUS ways to store a buster shot for long air combos, but most of those combos now have consistency problems 
when not performed near a corner. AS а result. it's best io pair Zero with a good assist to strengthen his midscreen:cambos (and ultimately make them much easier to do). An OTG assist, 
like х-23—{3. works well for this, as do She-hulk—cy and Wesker—[3. I's also possible ta use non-OTG-capable assists; call the assist, dash forward, then do $ W > A e (Ty ta 
OTG your foe. If timed right, the assist hits soon after the dive, and you can launch the opposing character with 9 again. 
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(CORNER REQUIRED) CR. © (HOLD ©), ©, @, © ==> VERTICAL SUPER JUMP, AIR (D, O => * a > c (9), LAND, 
VERTICAL JUMP, AIR & м > = @ => RELEASE (D, AIR Ө, LAND, © ==> FORWARD SUPER JUMP, AIR ©, ©, @, ©, 
LAND, +s » 3 

022,700 damage, 17% meter loss 


A corner combo that takes advantage of the new ability of level 3 Hyper Zero Blaster to cancel special moves, After the initial launch with (5). delay your link into air @), М, slightly to 
give your Blaster more time to chargé. Once your target has been knocked to the ground, OTG with air # З => © (Н) then release (E) to cancel into the shot. Be sure to cancel air 
а >» (& before it touches the ground, or else Zero performs the around version of the shot, making the air afterwards Impossible, 
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FRONT AIR THROW, LAND, X-23—9, FORWARD JUMP, AIRDASH FORWARD, AIR ©, ©, LAND, ST. ©, © => 
FORWARD SUPER JUMP, AIR ©, ©, @, ©, LAND, ¥ sa > ¢ @® 


396,600 damage, 48% meter loss 


An air throw combo that uses an assist. Call X-23 as you fall from the throw, then land, wait a moment, then jump forward and airdash forward. Be sure to let your jump gain a little height 
before the airdash, or else air WW) (5) won't fully connect. 





- (CORNER REQUIRED) CR. © (HOLD ©), ©, €», © => VERTICAL SUPER JUMP, AIR 0, ® ==> +% > 2 (Н), LAND. 

VERTICAL JUMP, AIR & м» © @ ex^ RELEASE © (IMMEDIATELY PRESS AND HOLD © AGAIN), AIR ©, LAND, © 
FORWARD SUPER JUMP, AIR ©, ©, ®, ©, LAND, VERTICAL JUMP, AIR ¥ X > 2 @ ==> RELEASE (D, +4 « 2 © 
(HOLD @) => + # + 2 @®, VERTICAL JUMP, AIR RELEASE 9,  & ч 2 © (HOLD @), LAND, [> ¥ u >a 2 (D, 
LAND] X 6, VERTICAL JUMP, AIR RELEASE @ 


716,800+ damage, 9% meter gain 


A complex combo that sets up a Raikousen loop via Sougenmu activation. After hitting your opponent with the second air ¥ S." «h (H) OTG, cancel into the level 3 Hyper Zero Blaster 
and immediately perform air X Щщ «s T): hold (9) after inputting the command. As soon as Zero lands from the Ralkousen, hyper cancel into ¥ af <= x» GRAT), If done early 
enough, the lightning will still be hitting the target as you enter Sougenmu, giving you enough time to have Zero jump and fire a Hyper Zero Blaster, From there, perform the air Raikowsen, 
land, then perform them repeatedly with the command € * W > A © to do them as close to the ground as possible. After the tinal level 3 Hyper Zero Blaster has been released, 
you can perform another = ya © ttep to start the loop all over again. You can continue this loop far as long as you have meter to spend оп Sougenmu. 





(CORNER REQUIRED) CR. (D (HOLD ©), ©, @, > = @ (3 HITS) => & # « o eD, © ==> VERTICAL SUPER JUMP, 
AIR (D, © ex^ +s с @, LAND, © ==> VERTICAL SUPER JUMP, AIR (p, @ ext» 4 u > & (9, LAND, ©, 
VERTICAL SUPER JUMP, AIR @, @ ==> ¥ u > c (0, LAND, © VERTICAL SUPER JUMP, AIR © RELEASE ©), 
WAIT A MOMENT, ¥ щч > = (9), LAND, $ ù = 

712,000 damage, 174% meter loss 


This is the Sougenmu relaunch loop. After hitting your adversary with air V. à = © (9 the shadow version of the attack hits the foe OTG as Zero recovers, allowing you to launch them again. 





FRONT AIR THROW, AIRDASH FORWARD, ¥ u = > @ exc» , AIR © (HOLD O), LAND, ST. &, © E> FORWARD 
SUPER JUMP, AIR ©, ©, @, ©, LAND, X-23—p, FORWARD DASH, © VERTICAL SUPER JUMP, AIR Q ==> 
RELEASE ©, + « o ©, LAND, © => FORWARD SUPER JUMP, AIR (9, ©, LAND, ¥ u > a 655» 


781,100~987,200 damage, 19~50% meter gain 


A verifiable X-Factor combo that begins with a throw. Air V. t => «x H) should be canceled just as it makes contact with the opposing charactar: any lower, and there won't be enough 
time to do air W. During the final ©) launch, perform air (H) as late as possible to ensure that Zero falls fast enough afterwards to OTG with ¥ ж => x» (momo 
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} 
CR. 0, 0,@,© FORWARD SUPER JUMP, AIR ©, ®, @ (3 HITS), ©, LAND, CALL X-23—8, FORWARD DASH. | 
(S ==> FORWARD SUPER JUMP, AIR 0), O, ®, ©), LAND, & М 


809,900-946,200 damage, 129% meter loss 


A basic X-Factor combo. Though it uses two meters, the verifiable and optional X-Factor ending allows you to quickly finish offan opponent with plenty of X-Factor time lett for the next 
competitor entering the screen. 
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7 COMBOS 


Many of Zero's attacks are multiple hits leading to damage scaling, hurting Zera's damage more than 
other characters. However, Zero has excellent options for you to reset combos into difficult to block mix- 
ups that can lead to further damage. 


On the ground, the simplest option is to simply call an assist during a combo (one with enough to 
delay that the combo will end) and do Hienkyaku L or M immediately aller to cross your target up. Your 
opponent likely expects you to continue the combo and may not look for a cross-up reset, and they'll 
block the wrong direction to guard the assist's allack! 


You can utilize a similar tactic in air combos. Simply cancel an air (V) inta a Hienkyaku. Hienkyaku L 
lakes Zara to Ihe ground quickly, allowing you la call an assist while your competitor is still recovering 
and falling taward the ground. Mast characters are forced to block this assist, providing you with a 

free mix-up. Hienkyaku Н can be particularly confusing to adversaries who use neutral or backward 

air recovery after a reset in the corner. Zero goes over them and may—or may not!—end up stationed 
behind them as they fall. Zero can option select air throw with his аігс> + ÛD, or even attack once his 
opponent is grounded with air ©), depending on when the opposing character air recovered. 





Fou can use HienKyaku in amy situations ta pul Zero inta an 
advantageous situation Mat keeps opposing players guessing! 


OON LOI 


Since Zero's strongest damage options are in the 
corner, most floored opponents attempt to roll 
forward away from the corner. Due to the nature 

of his inputs in the air, he has excellent option 
selects that allow you to maintain pressure against 
opposing characters who have been knocked down, 
preventing an easy escape for them. 

When your opponent is cornered, a strong option is 
to use Sentsuizan M as your target is standing or 
rolling. ЇЇ your foe chooses to stay in the corner, 
they must then deal with a strong air attack that 

— : жып . — can lead to a highly damaging corner combo from 
Against mum ines Zero can apply pressure without having to worry But ita rival attempts to leave, Sentsuizan’s input changes to a Zara. However, if they choose to attempt to roll 
about whether opponents might allempl 10 leave the corner! Against а Hienkyaku M, causing Zero fo follow his competitor! under Zero, your input becomes Hienkyaku M, 
comered adversary, Sentsuizan M is a strong effensive option... allowing Zera to follow his rolling opponent and 
instantly apply air pressure with air 4a). This works even better with delayed projectile assists like Sentinel—a. 

You can use Raikousen M in a similar manner either in the corner or midscreen. If done low enough to the ground, Zero can follow up with a combo! However, 
be aware thal using this move against a cornered opponent puts you in the corner instead, so this is best used with a lengthy projectile assist like Sentinel —c. 


This taclic decreases the difficulty of continuing the combo while also giving you lime to gel back out of the corner while your rival is forced to block the assist 
projectiles. 
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Zero has SIA rombos and mix-ups that require air Specials to be executed very quickly and low to the ground. Simply add 27 to the 
end of the motion with a very slight delay before the button press. 


You can continue charging Zero's blaster while switching the button used to charge. Simply hold down a different & button while the 
original =>) button is being held. You can then release the original ® button to free it up for use! 


Air Hyper Zero Blaster has very fast recovery. Any combos where a Raikousen or Hienkyaku follows an air level 3 Hyper Zero Blaster 
requires the Raikousen or Hienkyaku to be input immediately upon recovery. 


AS ZERO COMES IN: AIR ©, ==> woe o (Н), (IF YOU LAND IN A CORNER; ADD є мі» Gx 


Damage 








+ Өос> + Ө очу + Өт TAC lo "T Е | 
(REQUIRES CORNER) CR. ©) ( МО LC j x э Gan), Sw >л о (H) 5 RELEASE CLI, (5) E > FORWARD SUPER JUMP, AIF 
(М) (М), oe ©, LAND, ДЕ e. HDT) 






ТЕШЕТ 
A corner combo utilizing Zero's new ОТС capabilities to easily launch Zero's opponent after his level 3 hyper combo. The opening 
siring and Септи Zero give just enough time to charge a level 3 Hyper Zero Blaster. When air VV ec + @ hits, wait until it [863,700 damage, 359% meter loss 

[touches the ground betore canceling into the shot 
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Shoma-borath lord of Chaos. Master BNE 
DM Ruler l а Hundred 
Pct mensions 


Shuma-Gorath generates his owt | mystical 
PENEN К also draws energy, mystical | 
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E magical energy on a planetary ا‎ 
st ale. He гап communicate (ШЕЙШЕП япа Pel 
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^ FIGHTING ABILITY HEBES 


"This is biographical, and does not represent an evaluation of the 
in-game combat potential of this hero. 











950,000 


Chain Comba Archetype |Hunter Series 


X-Factor Boost Damage Speed 


Level 1 (3 teammates remaining) 127.5 
Level 2 (2 teammates remaining) 144.9% | SEI 
Level 3 (1 leammale remaining) | 162.4% 137.5% 
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to attack you in order to remove the eyeballs, or remain if 


пеп 
jlace to block the explosion 
Ё Та > B a ` | : JJ y ia a. IF i La d | | | 
Ising assists, such as Akuma—p, (hal IocK down your rival апп 
cover Shuma-Gorath’s attempts to get in 


TUNING SINCE ORIGINAL MICS 
9 The lord of the Chaos Dimension did not receive any new moves in the transition to 
“| Ultimate Marvel vs. Capcom 3, but he did gain a few substantial buffs to his existing tools, 
1 | greatly improving his up-close mix-ups and damage potential. Air S) loses its ability to hit 
O OTG but now causes a hard knockdown state that allows you to combo after а non-launcher 
combo hit, making for an instant overhead that can he followed with a combo. Shuma- 
Gorath’s command throw received some frame data tweaks, and you can now score an OTG 
hit with him after the throw, resulting in a full combo as well. Shuma’s standard throw now 
steals meter as well as vilality from the opposing character. 
URS | Throws steal 2,000 points of opponent's hyper meter and 40,000 vitality, now 
vs inflict 40,000 damage instead of 80,0000 
| 





Air (5) 15 no longer OTG-capable. It now causes а hard knockdown state, even 
when used outside of launcher combos 


Devitalization deals more damage, has more active frames, and takes less 
recovery time. It is now possible to connect ап OTG hit after Devitalization 


Hyper Mystic Smash is now mashable for additional damage 
Chaos Dimension is now mashable for additional damage 


| 
р: E 
р - 7 ^ - І -= ааттар R7 sn = ys EE جر‎ p ——————— — € d 
as, In Mas t ur om а M dri HEA ЖА 
ре و‎ m MESE ms gi A CES RT eise Aor t ам E Tere : 
' "Had era ero ae alic TU : 
Ъз + Ке” و‎ AT "A um ri Es.) ا‎ 
= z ‘ ا‎ == = yf 
У r WM. і 
А. ПЕ r - > P z 
| 2 = : 
E Tis | 
‹ I 











Attack Set ee 
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Screen. Command Hits Damage MeterGain Startup Active Recovery Advantage Advantage if 


Standin t | ias 
Standing @ _ | | | | Cancels into @ attacks 
Standing (V) 


a 
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Standing I 


| Advantane Advantage if n. 3 
Recovery ° n Hil. — Guarded sti 


P z = 
Low attack, cancels into @ attacks 
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Air Attacks 
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Air Special Attacks—Flying Screen and Air Exchange 


Air) causes a hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo, air (S) behaves mostly like another 
basic attack, Air exchange attacks, performed by inputting 4 direction plus), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo. 


i { Advantage 
Screen Command Hils Damage Ed Startup Active Recovery КЫЕН fT Guarded. Notes 


| Overhead attack, causes hard knockdown, 
not special- or hyper combo- cancelable, 
causes hard knockdown if used in launcher 
C mb 











| м0 + Ө) (during launcher combo) SIYA 
на Tags in next available ally while causing wall 
| grounder d | bounce, erases 1 hyper meler irom fag А 
| Tags in next available ally while causing ground 
bounce, generales 1 Пур 


Command Attacks 


Command attacks resemble basic attacks but have differant chaining and canceling properties, It's usually possible to chain into a command attack fram basic attacks, but most command 
atlacks cannot be chained from or canceled themselves. 











Screen Name Command Hils Damage бап Startup Active Recovery БС, т Ш Notes. 
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Throws 


Throws are for snagging passive or blocking opponents. Since throws are active so quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos 
are usually possible after throws, one way or another. 


| Notes : CE 
Hard knockdown, steals 40,000 vitality and 2000 meter from foe 


ШЕ Meter gai 














Screen Command x Active 





Banaga 


400 | 2000 


574 





AS a Partner—Crossover Assists 


| Crossaver : $ Recovery (this Recover 
Screen Type Combination Description Hits Damage net Startup Active crossover rather. Notes 


Hyper Combo assist) partner) 


т. | sme sora —ce Hyper Mystic Ray Mystic Ray "EN 129,900 we з [n (ШЕ НЗ Dou sopore задок 
| 10 frames x 1 low priority durability points 
ze | a E E E EE ERE 
SECO 105.200 | 1440 jecliles disappear alter 29 frames, beam 
[ p Smash - Slarg.L durability: 6 frames x 1 low priorit durability poi 
| Hyper Myslic Mystic 1 E 
GOTT smash Smash | * | 39 ыш | 


Shuma-Gorath's assists run the gamut from awesome to... well, not so great. Depending on the nature of your team, you'll most likely want to choose between Shuma-Gorath—a and 
shuma-Gorath—^y. | 


Shuma-Gorath—Or replicates his Mystic Ray Н attack, sweeping the screen from bottom to top with a laser beam. This assist is excellent at temporarily lacking down a huge portion of the 
playfield, potentially catching your opponent—and hopefully their assist character—in the middle of a move, or just forcing them to stay put while your point character moves in to attack. 
The beam is OTG-capabla, as well, but its slow startup time requires you to call the assist as soon as possible to take advantage of this feature. 


Shuma-Goratn— 5 fires a group of eyeballs that disappear after 29 frames, a very short range for a projectile assist. Due to its long startup time, this assist is practically useless in 
extended firefights or at long range. The eyeball projectiles do not stick to the target like they do. when Shuma-Gorath is on point, but instead explode on impact. 


shuma-Gorath—^y is the fastest assist at his disposal. Mystic Smash L has an extremely short range, and it is mostly useful for holding an adversary in place for mix-ups because of its 
multiple hits. However, on contact, this move could work against you: the number of hits it adds to a combo may cause too much damage scaling to be helpful, 


onap Back 
Advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery on Hit if Guarded 


| [ 500 - (-1 hype | 
1 ' 1 
F V с> + шша 30,000 meter bar) | е 


Notes 
On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or lag outs are also loc 
out for 4 seconds 





ЯНЕ (LBS 
Meter Adva ntage Adva ntage 


Screen Name Command Hits Damage Gain Startup Active Recovery ünHi if Guardad Noles 


Projectiles disappear after 29 frames, projectiles 
attach to opponent on hit and explode 180 
". ` | 46 600/ | | Irames later, Mystic Stare cannot be used while 
Mystic Stare L | <5 (charge) > + @ | 5/6 H7 000 = 22 ) «t | projecliles are attached to adversary, exploding 
; | projectiles are OTG-capable, attached projectiles 
disappear if Shuma-Gorath is hit, beam durability: 
б Irames x 1 low priority durability points 
| Projectiles disappear alter 29 frames, on hil 
| projectiles attach to competitor on hit and explode 
46.600) 180 Irames later, Mystic Stare cannot be used 
Mystic Stare M | <p (charge) > + @ | 6/6 | уу | |, | while projectiles are attached In rival, exploding 
hire | projectiles are OTG-capable, attached projectiles 
disappear i! Shuma-Gorath is hit, beam durability: 
6 frames x 1 low priority durability points — 
Projectiles disappear after 29 frames, projectiles 
altach to toe on hit and , explode 180 frames later, 
M | ` | 48800/ : Mystic Stare cannot be used while projectiles 
Mystic Stare Н <p (charge) cp» + ©) Е 117 000 | are attached to target, exploding projectiles are 
; | UTG-capable, altached projectiles disappear il 
ohiuma-Gorath is hit, beam durability: 6 frames x 
1 low priority durability points 


м er Smash 


T Smash. К br 
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Throw, hard knockdown, negates single-hit 
projectiles during active frames 
Knocks down opponent, OTG-capable, beam 
durability: 6 frames x 1 low priority durability 







| Devilalization H 




















Mystic Ray L 








2 icharge), 4} + (5 93,500 
р 113,600 | 1280 25 ME +12 


Mystic Stare; Shuma-Gorath fires Mystic Smash: Shuma-Gorath compacts his 
a ring of six nasty little eveballs that body into a spiky ball and hurtles a distance 





Mystic Ray M | (charge), 4» + du) durability: 8 frames x 1 low priority durability 


| points | E 

Knocks down competitor, OTG-capable, beam 
durability; 10 frames x 1 low priority durabilily 
| points 















Mystic Ray H 





V (charge). D * Ф 





stick to his opponent on contact, across the screen depending upon the button 
and explode after 180 frames. pressed. Mystic Smash serves primarily as a 
Tha distance the eyeballs travel is means to cover ground while attacking your 

determined by the strength of the opponent. 


button pressed: (B. travels about 

а quarter-length of the screen, MM 
reaches half the length of the screen 
before disappearing, and @ can hita 
foe at fullscreen distance. The eyeball explosion is OTG-capable, which can be useful 
in corner combos if you time your attacks correctly, 


Mystic Smash L travels a short distance forward. 
When used at point-blank range, shuma- 

Gorath passes through his rival and ends up 

on the opposite side from where he started. Used with an assist, this can create some mix-up 
opportunities. 





Mystic Smash M travels halfway across the screen before dropping straight down, Until Shuma- 
Gorath drops down, Mystic Smash M follows a similar trajectory to the H version of the move. 
This can create situations confusing for an opposing player, since they'll expect Shuma to travel 
straight over their heads. Instead, drop down on them and start attacking with crouching @ to 
combo. Call a crossover assist before performing the move for added protection and coverage. 


This projectile has very little durability, and combined with the charge time required 
to start up the move, it is not recommended for firefights. You also cannot fire 
another Mystic Stare if the opposing character already has eyeballs attached to them. 
Eyeballs attached to an adversary disappear if Shuma-Gorath gets hit before they 
have a chance to explode. 

Mystic Smash H travels in a wide arc across the length of the screen, Unless your adversary is 
jumping or near а corner, Shuma-Gorath will most likely pass straight over their heads. It can be 
useful to combat advancing guard: should your challenger use advancing quard against one of 
your crouching ® attacks, cancel into Mystic Smash Н to close the gap quickly. 


Hitting your competitor with Mystic Stare puts the target in an awkward position, 
They can choose to become defensive and attempt to block the inevitable explosion; 
in this case, this is your opportunity to press the attack. Should your challenger 
choose to not respect the eyeballs, hang tight and defend until the explosion occurs. 
The explosion is your cue to go back on offense. 


Air Mystic Smash: As an overhead  Devitalizatiom The frame data for Shuma- 





attack, air Mystic Smash is one of Gorath's command throw has been drastically 
Shuma-Gorath's most important changed in Liltimate Marvel vs. Capcom 3, 
tools in Ultimate Marvel vs. Capcom including a huge increase in active irames and 
3. Each attack button results in a a big decrease in recovery time. This means 
different angle of attack: ® travels it's now possible to score an OTG hit after 
at a very short range, (9) travels the Devitalization, allowing for full combos! Use 
farthest, and G) is in-between the this move to grab opponents who are blocking 
two and also slower, All versions your staggered (B attacks with using advancing 
of air Mystic Smash give Shuma a guard. Because of the quick 1-frame startup time 
positive frame advantage if blocked, making it an excellent method for getting him on the H versian, you can also use Devitalization to punish guarded attacks. 


closer to his opponent. You can also use this as an instant overhead into a combo by 
inputting $7 Mg + @ to execute the move the second Shuma-Gorath leaves 
the ground. 


Davitalization also nullifies single-hit projectiles during its active frames. By blocking projectiles 
this way, you'll avoid chip damage and pushback, and you'll gain 10% of your hyper meter bar. 


Mystic Ray. Shuma-Gorath fires an OTG- 
capable beam from his eye that travels ina 
sweeping arc irom down to up. The angle 
at which the beam ends is determined by 
the strength of the button pressed: (b 
stops parallel ta the ground, @® ends at 


about a 45-degree angle, and (D. stops z | "— | TU ڪڪ‎ | $ 
with the beam pointing straight up. Mystic " M OO | "s Wi ; 
Ray is a great zoning tool when combined Mystic Ray L Mystic Ray M | Mystic Ray H 


with assist to cover its long startup time. 
During shorter combos, or with the aid of an assist, you can link Mystic Ray into Hyper Mystic Ray or Hyper Mystic Smash for increased damage. 
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Frames 16-41 invincible, OTG-capable, hard 
knockdown against airborne opponents, each 

| projectile has 3 frames x 1 high priority durability 
| points, сап be mashed for additional hits 
Frames 1-18 invincible, OTG-capable, hard 
| knockdown, 2 beams, beam durability; 20 
frames x 1 high priority durability points 
Frames 1-15 invincible, knocks down rival, 
enters Chaos Dimension state, Chaos 

| Dimension state lasts for 300 frames 
Unguardable, causes hard knockdown, сап be 
mashed for additional hits- 





Hits Damage Startup Active Recovery 
357,900 


R 


Chaos Dimension ШЕ Chaos Dimension XE 350,000- 
stale) @ 435, 000 


Attack (in air OK) 


Hyper Mystic Smash 














Hyper Mystic Ray 
















Chaos Шуан 


















А} Hyper Mystic Hyper Mystic 
eee Smash. Shuma- Ray: Hyper Mystic 
ME Gorath channels Ray fires two high- 
his dark power and powered Mystic 
DER fires an onslaught Rays in succession: 
VR of bouncing spiked the first ends at an 
ip Shuma-balls angle comparable to 
hs across the screan. Mystic Ray M, and 
aS Each Shuma-ball the second ends at 


the same angle as 
Mystic Ray Н. It has 


launches ata 
random angle, 





| А from traveling a lat of invincibility 
ne horizontally across frames, which 

i 1 the screen and unfortunately end 
s m = disappearing ت‎ | before the attack 
ih. j ENTENDU | quickly to moving x starts. Regardless, 


|. $ п пап almost totally Vertical motion that keeps the Shuma-ball on the screen for a while. Hyper Mystic Ray is still a great defensive tool to stop competitors from attacking, and 

> Hyper Mystic Smash is OFG-capable, and it is Shuma-Gorath's most damaging followup you can use its pre-attack invincibility frames to counter a fae rushing at Shuma with an 
` alter a combo. ûr the Devitalization command throw, In ШИС, Hyper Mystic Smash can attack, This is your go-to hyper combo for ending combos in the comer—Hyper Mystic 

be mashed 1o increase damage. Smash usually ends up sending a majority of the Shuma-balls over an opponent's head 


УА Hyper Mysti ¢ Smash has some invincibility, but this feature does not kick in until just In this area. 
pa before the screen freezes. Combined with a slow startup time, this can make Hyper Mystic Оо not throw out this hyper combo at random because it's ridiculously unsafe on block 
Ий. Smash difficult for Shuma players tû lise on reaction against an opponent at close range. and can easily be punished by any fullscreen hyper combo. 
^: However, this hyper is difficult for an adversary to punish at longer ranges. 














ar Y. Chaos Dimension. Chaos Dimension is а level 3 hyper combo that begins with a quick invincible attack that knocks the target into the air and places Shuma-Gorath in a Chaos 

E Dimension : State that lasts for 300 frames (five seconds). In the Chaos Dimension state, all @ attacks become a quick unguardable attack that triggers a cutscene for massive damage. 

| zs | All you ‘have to do is get Shuma-Gorath near the opposing player and hit them while they're in guardstun. 

Evo h 

a ET You havea a choice after triggering Chaos Dimension and striking with the initial invincible attack: follow up with @ to deal big damage immediately, or attempt to go for a combo and pile 
295 = 'on ever more damage—at the risk of running out of time before you can connect with CD . 

95 | (баб Dimension can result in guaranteed damage against an incoming character after a K.O. or snap back: activate Chaos Dimension before the new opponent comes in, and simply 
lm jump. forward and | press (H) to ruin their day. For more information on using X-Factor to squeeze the most out of Chaos Dimension, see the Advanced Tactics section. 

ten 

ЕНЕ 


> 4 


D 
ree 
17 


| ii; m z | Ба l; | | | 
F | |] 3. 4 i 
26 E г. En] 








Advancing quard should 
he the least of your 
worries when mixing up 
=, ihe opponent: if you find 
SUE = yourself getting pushed 
away too often from 
advancing guard, you're 
being to predictable in your 
offense. Vary the timing of 
your crouching @ attacks 
more, use more overhead 

і ee = : : =й attacks, or go for more 
Mystic Smash cam quickly regain any ground iost when the opponent grabs. All three options 
uses advancing guard, are very strong tools with 
Shuma-Gorath; don't get 
fixated on just one attack! 


Battle Plan 


Shuma-Gorath may be 

the lord of the Chaos 
Dimension, but he's got a 
bil of a hill to climb in order 
to compete in the world of 
Marvel vs. Capcom. With 

a slow airdash, half of his 
spacial moves requiring 
charged inputs, and heavy 
reliance on assists, Shuma- 
Gorath doesn't have the 
wide breadth of 10015 that 
most of the cast enjoys. 
However, knowing how to 
manipulate the tools Shuma 
has available to get him 
within point-blank range 
can make him a worthy 
contender. 








Finally, you can attempt 
а cross-up using air Му. 
Its amazingly wide hitbox 
makes it a prime candidate 
for some cross-up action. 
When close to your target, 
have Shuma-Goralth super 
jump into the air, airdash, 
and press immediately, 
а ےن‎ S use = The distance Shuma-Gorath 
Combined with an airdash, air) has a wide hitbox that can crossup travels from the airdash 
adversaries, is enough for air io 
connect on the opposite 


Mystic Smash, both air and 
ground versions, is the key 
foundation for your initial 
attempts to have Shuma- 
Gorath close the distance. 
On the ground, Mystic Ё — . а А ® i s М 
Smash H covers the most е КЕ А a ERES side of his adversary, and chaining into a second air allows you to continue with a 
ground, and its wide arc ку үү на lil ey bl gs doy gelling your combo. Shuma-Gorath won't always be in a prime position for his offensive game, and you'll 
can pass aver projectiles. i need to know how to defend properly and avoid getting his tentacles tied in a knot. 

lf you hope to hit your opponent with the attack, however, you must perform Mystic Smash 

H from around three-fourths of the screen. At fullscreen, Shuma falls short of his rival and On the ground, you can 
is positioned in range for an easy punish. At half-screen or shorter, Shuma passes over 

the head of all but the largest characters and ends up a considerable distance behind his 
adversary. At closer distances, you'll want to rely on Mystic Smash M, which travels half the 





employ Mystic Stare H to 
control horizontal space. 


arc of the H-version before dropping straight down on the target's head. Call an assisi that covers 
air space (like Rocket 

In the air, Shurna-Gorath's airdash combined with air Mystic Smash M can cover as much Raccoon—^y) and tire off 

ground as a grounded Mystic Smash H, with the added benefit of acting as an overhead the ring of eyeballs. The 


attack against the opposing player. Air Mystic Smash M actually travels the farthest 
horizontal distance of all three attacks and is your best bet for catching opponents hanging 
put at the opposite end of the screen. Keep a sharp eye on your competitor's movements ciel | : 
and be prepared to change the strength of the attack depending on their relation to Shuma. 295181, giving you a chance | А ap LE. ч 
Air Mystic Smash covers more ground the higher Shuma-Gorath is in the air, so think about to try to clase the distance a. uo ew 7m Eam X. 

super jumping before performing the attack to gain maximum distance. again, or they'll end up with — You can rely on the invincibility of Shuma-Gorath's backward dash to 
eyeballs stuck to them. In avoid some altacks. 

the event that your attackers 
find themselves with ticking 


opponent then gets forced | Э, 
to block the projectiles and | 


lf you're having trouble getting Shuma-Gorath into a position to use Mystic Smash against 
a zoning attacker, remember that Shuma-Gorath's command throw can nullify single hit 
projectiles. Input £^ [? «n + @ before the projectile hits, and Shuma absorbs 
the hit, negating all chip damage, avoiding pushback, and gaining 10% hyper combo meter eye-bombs stuck to their 

in the process. Thanks to the small amount of blockstun created by absorbing a projectile, chests, they'll be forced ta 
you may have enough time to transition into Mystic Smash after Devitalization recovers. hang back and wait to block 
the inevitable explosion. 
There's also a chance that 
the opposing player might 





Unfortunately, most of these tactics are very unsafe without crossover assist coverage. 
А savvy opponent can easily hit Shuma-Gorath out of Mystic Smash with most attacks, 
and the amount of time Shuma hangs in the air allows competitors to simply move out of 


the way. Shuma-Gorath benefits the most from assists that force his foe to hunker down gei aggressive іп ап аат 

to avoid damage. Crossover assists to consider for Shuma-Gorath include: Акита—[3, to hit Shuma апа remove ^ a I A 

Rocket Raccoon— "y, and Doctor Doom—ax. Call an assist before you attempt any of above the eyes. In this case, stay c-— E PP S Uu ИИН DAC SE a = 

methods to get Shuma within his optimal range. on the defensive and bide Assists can help Shuma-Gorath cover the charge time of his special moves 
your time till the eyeballs 

Once you've achieved point-blank range, Shuma-Gorath has some surprisingly strong mix- explode... either way, you're in a better position to continue your offense. 


up tactics at his disposal. Begin your assault with the low-hitting crouching @@. Stagger | 

the timing of crouching (B attacks to hit opponents trying to use advancing guard, or catch — You can use Mystic Ray M and Н in a similar fashion, but with Shuma-Gorath controlling the 
them if they try to jump away. Verify the crouching (B hits and transition into a combo, or air space instead of his assist. In this case, you'll need an assist that locks down the ground, 
immediately perform another mix-up against a guarding opponent. such as Akuma— D, while Shuma fires his beam. An adversary who attempts to jump the 


таў also choose to paa Up with an inslant overtiad air Mystic Smash L by Inputting | 3SS gets caught by the Mystic Ray beam, and this lets you get Shuma-Soram in Me alr to 
TEZ + (B, which begins the move the moment Shuma leaves the ground. This prep а Mystic Smash for closing the distance. 
attack is also sure to catch rivals trained to block low from the staggered crouching 


attacks. The instant overhead Mystic Smash is the most frightening tool Shuma-Gorath has — 9numa-Geratl's backdash has some frames of invincibility that you can use to dodge some 


at his disposal; it's too fast to guard on reaction, has good range, and allows for combos fast-moving projectiles, although this can be difficult to time. His backdash takes 45 frames 
if hit. If guarded, you're left at point blank range with plenty of frame advantage to go to complete, and it's only invulnerable from frames 12-31. For projectiles that travel quickly, 
into another mix-up if the opponent does not use advancing guard. Since it’s unlikely that such as Taskmaster's arrows, the window provides sufficient time to escape. Shuma can 
any competent player won't use advancing guard, concentrate on salvaging the situation also pass through slower projectiles such as Ryu's Hadoken L, hut he'll be hit during the 
and quickly closing the distance again— call your best crossover assist and immediately recovery frames of his backdash animation, Use the tactic sparingly, and only when you're 
perform a low-altitude air Mystic Smash M by inputting $n» + (vi. 


sure of the fired projectile’s properties. 


If your challenger continues to block your crouching (8 assault, you've got them in a prime Vou have two primary options when facing opponents attempting to jump in on Shuma- 
position to grab with Devitalization. New to Ultimate Marvel vs. Capcom 3, Devitalizatian M. каш кы ing O and ar E i E aa р jd 
now leaves you with enough time to pick up the opponent with the OTG-capable Mystic Ray pu : =: | : 


H, after which you can continue juggling! See the Combo Usage section for details. Crouching (D has a tall hitbox and covers a decent area around Shuma-Gorath, making it 
= a very effective anti-air attack. Once you've confirmed the hil, you can jump-cancel into a 

The jump-cancel properties of crouching 427 can come in handy if the opposing player combo. Air Mystic Smash H can be option selected into an air throw by simply inputting 

blocks one of your chain combos. After crouching W, immediately jump-cancel into ап Т £^ <> (пою) + O. You'll either confirm the grab and gain some health and hyper 


mstani overhead air Myshic =з! L to stay within range of your NEA Should TUM meter, or you'll execute the air Mystic Smash that then allows you to follow up with a combo 
rival successfully use advancing guard оп any of your normal attacks, cancel into Mystic 


Smash M instead to quickly regain lost ground. or continue your mix-up strategies. 
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CR. d» (2 HITS), © => BACKWARD JUMP, AIR ¥ а > > O, LAND, CR. © ==> BACKWARD JUMP, AIR ¥ м © (7, 
LAND, CR. © => CHARGE + , + 2 (D, FORWARD DASH, © FORWARD SUPER JUMP, AIR @ (2 HITS), © 
(2 HITS), (9), ©, LAND, FORWARD DASH (EYES DETONATE), (S) => FORWARD SUPER JUMP, AIR (&), ©, LAND, 
ис 

634,800 damage, 5% meter gain 

ohima-Gorath's crouching 4 attack has much more range than his crouching (L) attack and is only а single frame slower, which often makes it more useful as an opening attack. 


Crouching il pulls the enemy towards vou— if this opening is guarded, you're in range to cancel into a late Devitalization H to grab the enemy, or chain into а delayed crouching (H) to 
counter hit attempts to stop the throw, Jump-cancel the crouching H) into an immediate air Mystic Smash M for a quick overhead attack and to maintain offensive momentum. 


Whenever possible, you should start this combo with staggered crouching (LJ attacks to mora easily salvage your offense if the opening attacks are guarded: Immediately perform an air 


@ smash L overhead attack, grab them with Devitaliation H, бгозв-ир by airdashing and using air) or keep them guarding with more crouching С) attacks! Adding two crouching 
(L) attacks to the beginning of the combo only reduces the damage by a minimal 700 points, 


There are two points to remember when learning this combo: after hitting crouching (Н), you'll want to jump in a direction that won't cause Mystic Smash M to end up behind the opponent, 
usually this will be backwards, unless the combo was started from а long range crouching Qu). After the Mystic Stare eyeballs detonate. wait for the opponent to fall a little before juggling 
with (8). This prevents the opponent from being too high in the air to hit with the final air (8) attack. 





973,800 damage, 3% meter loss meter loss 


The opening air Mystic Smash acts as an instant overhead. and is the centerpiece af Shuma-Gorath’s offensa. It quarded, attack with à low-hitting crouching (3) grab with Devitalization, ar 
immediately do another instant overhead air Mystic Smash again. 





FRONT OR BACK THROW, CHARGE + , 4 © Œ, [IF ENEMY IS MIDSCREEN, CR. © (2 HITS), © ==> FORWARD SUPER 
JUMP, AIR ®© (2 HITS), © (2 HITS), ©, ©} OR LIF ENEMY IS CORNERED, CR. (9 ==> BACKWARDS JUMP, AIR 
Vw = 0, LAND, CR. (B = CHARGE +,» e (0), (9) VERTICAL SUPER JUMP, AIR AIR ©, @, (B), ©, LAND, 
FORWARD DASH (EYES DETONATE), © ==> FORWARD SUPER JUMP, AIR (9), ©, LAND, ¥ # = 3 Gm] 
197,500~529,700 damage, 73~24% meter gain 


shuma-Gorath can use his normal throw to start combos, giving you an even more potent mix-up when up close, The Mystic Ray H must be done immediately after the throw recovers, or 
else you run the risk of the enemy ground recovering behind you and punishing with a combo от their choosing. 


This Same combo can be used {rom Davitalization or air ӨЈ Against larger characters, the OTG-capable Mystic Ray-H can be followed by crouching: WEG) into. air Mystic Smash loops for 
much better damage. 





FRONT AIR THROW, AIR @ (1 HIT), © (2 HITS), LAND, FORWARD JUMP, AIR © (2 HITS), @, + © (9), LAND, 
СА. (9) => BACKWARD JUMP, AIR ¥ * > & ©, LAND, CR. © => CHARGE +, > © (D, FORWARD DASH, © => 
FORWARD SUPER JUMP, AIR ©, ©, ©, (S); LAND, FORWARD DASH (EYES DETONATE), © FORWARD SUPER 
JUMP, AIR), Бб), LAND, ¥ Ии + & Gey 

991,900 damage, 32% meter gain 


Shuma-Gorath’s air throw allows you to juggle opponents betore they hit the ground. This allows you to perform one of the most damaging alr throw combos in the game, gain some vitality 
back, and still enjoy a net profit in meter gain! : 





CR. © (2 HITS), @ ==> BACKWARD JUMP, AIR & м > © D, LAND, CR. (€) ==> BACKWARD JUMP, AIR & x > © © 
LAND, CR. © => CHARGE + ,  « (D, FORWARD DASH. © FORWARD SUPER JUMP, AIR © (2 HITS), © 

(2 HITS), ®©, ©, LAND, FORWARD DASH (EYES DETONATE), © FORWARD SUPER JUMP, AIR (9), ©, LAND, 
Vue o (ES фу + с 

856,800-918,800 damage, 5% meter gain 


А simple X-Factor version of Combo | that adds damage to its end when it’s needed, Using X-Factor with Shuma-Gorath in combos isnt normally recommended however: it's qanerally best 
to save it for Chaos Dimension set-ups. Don't hesitate to pop X-Factor if the ensuing combo will finish off the opponents final character, though! 


I you have three bars left over alter vanquishing a character, activate the Chaos Dimension hyper combo to do some guaranteed X-Factor boosted damage against the next adversary. See 
the Advanced Tactics section for details. 





ADVANCED EOS 


Chaos Dimension is the most 
damaging attack in Shuma-Garath's 
arsenal. As a level 3 hyper combo, 
that damage comes at a great cost, 
but the ability to get a guaranteed 

hit against incoming characters 
makes it well worth the meter! After 
knocking an opponent out or hitting 
them with a snap back, immediately 
input A c» + BD to put Shuma 
in his Chaos Dimension state. Then 
simply jump forward and press (a) 

as the new character comes in, and 
Walch as Shuma-Gorath uses his dark 
magic to bring the pain. 

With X-Factor activated, the results 
can he even more damaging, putting 
your rival in a very dangeraus 
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starting position. Check out the D E oe Vise ono peii 
various damage levels of Chaos Mio ку эс EXER S TF OBTUSE TS Tae ™ 
йй: ontima-Goraln i$ guaranteed fo send ап incoming enemy inte the Chaos Dimension. 


No X-Factor: 350,000-435,000 damage 

Level 1 X-Factor: 446,300~554,000 damage 
Level 2 X-Factor: 507,000-630,700 damage 
Level 3 X-Factor: 558,700-715,000 damage 


That's a whole lot of guaranteed damage for the cost of three hyper meter bars. Don't forget to mash those attack buttons to pile on the extra damage! 


GOMBOMPPENDIN 


GENERAL EXECHTION TIFS 


I you plan on following up air © with a Mystic Stare OTG hit, immediately begin holding*; after pressing ©. Holding TY too soon can 
result in an unwanted TAC attempt. 


When launching the enemy after a Mystic Stare eyeball detonation, wait until the opponent's character draps lower to the ground; this 
helps keep your fos low enough to hit with an air © attack 





AS SHUMA-GURATH COMES IN: АВО + O ==> cS + V) 
| Notes as 


4 + Ot © огу + Ө TACto 










Damage 
Varies based on damage scaling 





ООЗ ИО CHARGES? ‚у * O [IF ENEMY IS MIDSCREEN, CH (9 (2 HITS); © —> FORWARD SUPER JUMP, AIR 4) (2 HITS), @ 
(2 HITS), (©), ©) OR ПЕ ENEMY 1S CORNERED, CR. © ==> BACKWARDS JUMP, AIRS} $c» + @), LAND, CR. © «=> CHARGE со + @. 
OS VERTICAL SUPER JUMP, AIR (М), (М), ©, ©), LAND, FORWARD DASH (EYES DETONATE), © ==> FORWARD SUPER JUMP, AIRO, ©, 
LAND U ЫН ж Д2] 






_ Damage 1 
Combo from Devitalization 369,000-701,200 damage, 68-19% meter gain 


СВ (V) (2 HITS) O =>. FORWARD JUMP, AIR (v) (2 HITS), ©, {> + ©, LAND, FORWARD JUMP, AIR ®) (2 HITS), D, 4» + @, LAND, 
FORWARD JUME, AIR М) (2 HITS), O > elo + Guy eios + TS, CR. (9 (2 HITS), © ==> FORWARD SUPER JUMP, AIR (0) (2 HITS), 
(м) (2 HITS) => 0; (MASH 2) 

Notes | y T 

; re т7 — - „= (779.400 damage, 216% meter loss 
FRONT AIR THROW, AIR (М) (1 HIT), (М) (2 HITS), LAND, FORWARD JUMP, AIR“) (2 HITS), C, {у + €), LAND, FORWARD JUMP, AIR @ (2 HITS), 
O Û OLAND FORWARD JUMP. AIR (2 HITS), © => ту c+ GU C152 + So, CR. ® (2 HITS), Ө => FORWARD SUPER 
JUMP; AIR) (2 HITS), (V) (2 HITS) ==>: ©) (MASH С) 

















Damage 
691,900 damage, 196% meter loss 

































"CHRIS... RACCOON CITY... 
$.T.A.R.$.... WHAT ARE THESE 
MEMORIES?” 


Bio 
REAL NAME OCCUPATION 


Jill Valentine BSAA Operative 
Various abilities including masterful unlocking abilities, bomb 


disposal, hand-to-hand combat, and gun skills learned during 
American military training. 


WEAPONS 
Many different firearms, such as handguns, sub-machine guns, 


Shotguns, rocket launchers, etc. She is also able to use military 
Knives. 


PROFILE 


To save Ghris during a fight, she threw herself offa cliff along 
with Wesker. Her body was never found and she was presumed 
dead; however, she survived the fall and was taken by Wesker 
for one of his experiments. After being subjected to ШШЕ. f 
tests, she was outfitted with а mind control device, making her MR 
into a puppet soldier. N 


FIRST APPEARANGE 


Resident Evil [ i 
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"This is biographical, and does nol. ins mans E 
in-game combat potential of this: hero. a 
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X-Factor Boost ратаде Speed 
Level 1 (3 leammates remaining) 
Level 2 (2 leammates remaining) 





Level 3 (1 teammate remaining) 


Your main goal with Jill should be ta position Jill to force Feral Crouch mix-ups on her 
opposition. Jill doesnt have the best options from fullscreen, but her abilities begin to shine 
as she gets closer ta the opposing character. Boasting long meter-building combos as well 
as THG-friendly hyper combos, Jill excels in close-quarters combat. Getting Jill near her 
competitor is advantageous because: 





Jill's Feral Crouch mix-ups can be extremely difficult to defend 
against 


Jill can blow through her rival's offense with Feral Crouch @ 
(Somersault), leading to a full combo 


How can you gat Jill get close to her opposition? 
Using Arrow Kick to close the distance between Jill and the target 


Using forward Teleports to get close and up-forward Teleports to 
dodge projectiles 


Forcing your way in with the priority of her air basic attacks and 
crouching © 










interpart, but the removal of the “THC Glitch” 
argin. Jill's ability to X-Factor in the air 
hine Gun Spray. 
nockdown. i 


oe Е 





ЩИ уя! 


Standing Basic Attacks 


Advantage Advantage if 


Screen Command Hits Damage Meter Gain Spi Active Recovery on Hit Guarded Noles 





crouching Basic Attacks 
Advantage Advantage if 


| Screen Command Hits Damage Meter Gain Startup Active Recovery on Hil Guarded Notes 


| ' [omne — — (| [3| ao] s | 2 ^ n | и 
O NGA MENGE ШШ MEL ЕЕ MN 
| 3 [Crouching «ЕМ ш esse ge 


Low attack, chains into @ aitacks 


Low attack, chains into standing G 


Low attack, knocks down 


Ground Special Attaek—launcher 


| $Sereen Command Hits Damage Meler Gain Startup Active Recovery on Hit Guarded 


Advantage Advantage if Notes 


© (while standing or Launcher, not special- or hyper combo- 


crouching) cancelable 
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Air’ Basic Attacks 
| Screen Command Hits Damage Meter Gain Startup Active Recovery ar hs zi eere Notes 


a a m 
LI a шишине 





Air Special Attacks—Flying Screen and Air Exchange 


Air (©) causes а hard knockdown when used in a launcher combo (this is sometimes called flying screen). When used outside of a launcher combo. air (S) behaves mostly like another 
basic attack. Air exchange attacks, performed by inputting.a direction plus ©), are only possible during a launcher combo. Exchange hits initiate team aerial combos by tagging in the next 
available character to continue the air combo, 


Meter Advantage Advantage 


Screen Command Hits Damage gaj, Startup Active Recovery "or uit it Guarded Notes 


К СС ланыш л шалаш жи аш uL 
Air + © (during launcher combo) 105, 00 81 | 3 | 19 | = | 


Air? o< + O pet | Tags in next available ally white c causing wall bounce, 
(during launcher combo) | ; erases 1 hyper meter bar from opponent 
Tags in next available ally while causing ground bounce, 
generates 1 hyper meter bar 





Command Attacks 


Command attacks resemble basic attacks but have different chaining and canceling properties. It's usually possible to chain imo a command attack from basic attacks, but most command 
attacks cannot be chained from or canceled themselves. 


Meter Advantage Advantage if , 
Screen Name Command Hits Damage Gain Startup Active Recovery on Hit Guarded Notes 


Heversg | | 

i т 1.000 f ains asic attack 
m Roundhouse В TT ui. cic REL I1 IEE OIA SES ANA "t 
2 MSieKik + Ф 65,000 Eee N [Xr — [Overhead recovers in F 





ase. 
SAU E | 





Throws 


Throws are for snagging passive or blocking foes. Since throws are active sa quickly, you can also use them to preemptively toss opposing characters out of their offense. Combos are 
usually possible after throws, one way or another. 


Screen Command Hits Damage MeterGain Startup Active — Notes 


ESE cA c MEME а ea ale анне. 
[аз ө 37] Hard knockdown 


0 |1 | 4 [Hard knockdown _ 
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As a Partner—Crossover Assists 


| Crassover ; | Meter rd Recovery (this Recovery 
Screen Type Combination Description Hits Damage pap Startup Active crossover (other Noles 


ADAE Combo = 9 


ri [cei Sa cartwheel Kick| 1 | 80000 | 640 | 39 | 10 в | 86 | Ground bounces toe _ _ 
ГЕ — ore "Tea [aoe 


eomersaul 
ane ТТТ: 


Jill's melee-oriented offense is reflected in her crossover assists, as well. И Cartwheel Kick Is fairly easy to start combos from, causing a ground bounce and knocking opponents 
slightly into the air. Jill-B causes a wall Dounce into a hard Knockdown, 50: itis great for cross-ups and extending combos; Somarsaull's invincibility is noticeably absent from tha Jill—^y 
crossover assist. However, the attack retains all of its properties 3s a crossover counter, making it one of the best crossover counters in tha entire.game. It is invincible an startup and can 
be jump canceled or Feral Grouch canceled into a combo. 


onap Back 
advantage Advantage 


Screen Command Hits Damage Meter Gain Startup Active Recovery Hit il Guarded 


| 2 | i 900 (-1 hyper 


Notes 


On hit, snap back forces the opposing point character to be replaced by an assist. Opposing assist calls or tag outs are also locked 
out for 4 seconds 




















screen Name gem mang Hits Damage En Startup Active Recovery Anyen ag fier Notes 


ЕН‏ ااا ا 
Cartwheel Ground bounces etilar, recovers in Feral‏ | 
эг“ jesse 8 "m EB ah neut‏ 
Wall bounces target, hard knockdown, Jill Р‏ 
Double Knee er Overhead altack, hard knockdown against‏ 


| airborne adversaries 










Knocks down opponent, recovers in Feral 
Crouch 












Double Кө | Overhead attack, ground bounces airborne 
utc b 





Drop M (in air) V A а> + ® | 80,000 | 1 rivals, hard knockdown against airborne 
opponents if ground bounce is already used 
Overhead attack, staggers grounded targets, 

Double Knee Until 14 | ground bounces airborne rivals, hard knockdown 


Drop Н 


grounded agains! airborne opponents if ground bounce ts 


_ | already Used _ 
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Posili p ; 
d di | = [mos switches sides wilh opposing characters | 


Eme эфа о _ 
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men‏ ست || [enam‏ مس 
аар | eas ea‏ 
a CCA‏ 


(During Feral Crouch) «2 , 
Teleporl 3 4 7, or» / (During 
Mad Beast) input any direction | 











Cannot guard while in Feral Crouch, press Ө 
again to cancel 


Low attack, recovers in Feral Crouch, cancelable 
into special allacks and hyper combos 














Wall bounces opponent 





Frames 1-14 invincible, knocks down target, 
jump- cancelable 














Frames: 9-14 invincible, can pass through 
competitors, Teleport is cancelable into special 
moves and hyper combos al any time 





Flip Kiek: Jill performs a 

kick while doing a back flip, 
automatically leaving her in 
Feral Crouch stance. Flip Kick 
can бе useful in combos, 
since it inflicts a large 
amount of hitstun, leaving the 
opposing character vulnerable 
in the air for a lang period 

of time. Manually canceling 
Flip Kick into Feral Grouch with YF ЧУ + © is important because it allows 
combos that are otherwise not possible, such as Flip Kick into Jumping 
Roundhouse, or even Flip Kick into another Flip Kick! You can also use it for 
offensive pressure, as it is a mere -1 frame advantage when quarded and а 
possible +11 frame advantage when canceled into Feral Crouch, 





Arraw Kick: Use Jill's Arrow Kick to quickly 
and offensively close the distance between 

Jill and her competitor. If it hits, Arrow Kick 
causes a wall bounce and leaves Jill ina 

jump state that you can use to follow up with 
à full combo in or near the corner. Though 
Arrow Kick seems airborne, Jill is considered 
grounded the entire time until it hits. Therefore, 
cancel Arrow Kick into Feral Crouch or à hyper 
combo if it misses or is quarded. Canceling a 
guarded Arrow Kick not only makes it safer to use, but it also leads to Feral Crouch mix- 
ups and frame traps due to the guardstun that Arrow Kick creates, leaving Jill at a «11 
frame advantage. 





When used in conjunction with any far-reaching crossover assist (such as a beam or 
projectile), Jill players can effectively control the ground and force Feral Crouch mix-ups. 
Keep in mind that Arrow Kick can only be canceled during its animation or when guarded, 
not when it hits. 


Fallen Prey: А 
low-hitting attack 
that is OTG- 
capable, going 
directly into a 
throw if it hits. Add 
this mave for extra 
damage after any 
hard knockdown, 
including aerial 
combos and ground/air throws. Unfortunately, while the 
opposing character is being thrown, they are invincible to 
all other attacks, making it nearly impossible for Jill players 
to use Crossover assists to extend the combo. However, 
Viewtiful Joa—y and Sentinel—B will connect after Fallen 
Prey if called immediately before performing it. 





Feral Crouch: Much of Jill's offense stems 
from her Feral Crouch stance. During Feral 
Crouch, you gain access to three special moves 
unique to the stance, as well as Jill's Teleport. 
In addition, almost all of Jill's grounded basic 
attacks and special moves can be canceled 

into Feral Grouch. Even though Jill is unable to 
guard during this stance, continuing into Feral 
Grouch after hit/quarded special moves actually 
reduces the risks of Jill's offense because it 
avoids the recovery time of slower moves. Lastly, Jill is not limited to performing attacks 
unique to Feral Crouch during the stance, as she retains all her special moves and hyper 
combos at her disposal. 





To be able to calculate for yourself what Jill's frame advantage is after canceling an attack 
into Feral Crouch, you can perform some simple math: 


Add together the active and recovery frames of the attack 
Add the sum to the attack's frame advantage 


Subtract 11 (the total duration of the Feral Crouch, plus the one 
additional active frame of the canceled attack) 


The difference is the new frame advantage of canceling the attack 
into Feral Crouch! 


Cartwheel Kick. Jill's Cartwheel Kick hits the target for a 
ground bounce whether it makes contact in the air or on the 
ground. Jill goes directly into Feral Grouch after Cartwheel Kick, 
making following up into more damage easy. Manually going 
into Feral Crouch after Cartwheel Kick opens even more combo 
opportunities, and it also gives Jill a possible +11 frames of 
advantage when guarded. Canceling into Feral Crouch also 
allows players to use Cartwheel Kick offensively during guarded 
attack strings, leading to Feral Crouch mix-ups. 





Prey, Machine Gun Spray, or even a juggled @ or f) it 
the opposing character is tossed into the corner, leading to 
an.extended combo opportunity. Because the opponent is 
put in a hard knockdown state, vou can use Ensnarement 
simply to end combos as a positional tool—Jill's rivals are 
left to get up into any mix-ups that you may have ready. 





Cartwheel Kick also has a deceptive vertical hitbox, often bringing down opponents who are above 
Jill's head during a combo. Cartwheel Kick can always be relied upon during combos, as it resets the 
opposing character's positioning by placing the target directly in front of Jill. You can always follow up 
Cartwheel Kick with a Somersault for further combos. 


Double Knee Drop: An aerial overhead attack, 
Jill drops straight dawn with a knee attack. 
This attack causes a staggering amount of 
hitstun (+34 on hit), making it extremely easy 
to follow up with a combo. The Double Knee 
Drop is also Jill's only aerial special move, and 
it Can be used to change the trajectory of her 
air movement to keep its use from becoming 
too predictable, With this attack, you can 
punish opponents who are trying to set up an 
offense underneath Jill, such as dashing under for a quick cross-up. The ©) version of 
this move has considerably more startup than its (B and (M) counterparts, so keep this 
in mind when using it as a mobility tool. You can also use Double Knee Drop as a combo 
follow-up to Jill's C» + @ overhead attack, making for an easy combo follow-up oan hit. 





Ensnarement: Position Change: 
Ensnarement Once the 

causes Jill to toss opposing player 
har competitor is conditioned to 
behind her, guard your attacks, 
causing а hard you can mix it up 


knackdown. Easy 
to land during 
combos, follow 
it up with Fallen 


by using Position 
Change instead. 
A successfully 
landed Position 
Change can link into Jill's standing © for a full combo. 
The timing to successfully land the standing @ attack is 
strict: the window is technically only a single trame, but 
the game allows you to input basic attacks two frames 
early, giving you a three-frame window. Once your target 
becomes wary of Position Change, you can use Jill's 
crouching (B to hit their attempts at jumping away from 
the throw. 








Jumping Roundhouse: Jill delivers а 
roundhouse kick that causes a wall bounce. 
Unlike Arrow Kick, Jumping Roundhouse 
can be canceled into Feral Crouch both 
when guarded and if it hits, making follow- 
ups much easier. On hit, cancel into Feral 
Crouch to Teleport to follow up the wall 
bounce with any combo of your choice, 
When guarded, Roundhouse Kick causes 
the same amount of blockstun as Jill's 
other special moves, giving Jilla +11 frame 
advantage and making Feral Crouch mix- 
ups an ideal follow-up. 


Law Sweep: Pressing (B during Feral 
Crouch makes for a quick low attack that 
is special-cancalable as well as cancelable 
right back into Feral Crouch, If your 
competitor expects a high attack (such as 
Teleport straight up into air @ ) or wants 
to punish Jill's Feral Crouch, perform Low 
омер to surprise your opponent and hit 
for a combo, 


If Low Sweep isn't canceled, Low Sweep 
automatically returns Jill to Feral Crouch. 








Somersault: Learning to properly use Jill's | 
Somersault is paramount for offensive | 
and defensive playing alike, Somersault is 

one of best special moves in the game. It Ў 
is cancelable into Feral Crouch and јштр- | 
cancelable, it starts some of Jill's most 
damaging combos, it perfectly combos into 
either of her level 1 hyper combos, and it 
has a large window of invincibility. If timed 
correctly, you can even use Somersault to 
stop many opposing hyper combos! 


On hit, Somersault can be canceled into Machine Gun Spray or Raven Spike, or jump 
canceled into her jump loop (normal jump inta air fV), (v). ©, Ө). When guarded, 
plavers using Jill can jump cancel away to safety, jump cancel straight up or forward 
for continued pressure, or Feral Crouch cancel into any of her special moves to keep an 


adversary guessing. 


Hyper Gombos 


Screen Мате 
| Machine Gun 
| Spray 


Mad Beast (Level | 
3 hyper comb) 


Command 


Machine Gun Spray: Jill covers the screen with a spray 

of bullets. Touting 20 frames of invulnerability and quick 
Startup, take advantage of Machine Gun Spray to get Jill 
out of a bind, plow through your adversary's offense, or 
chain as part of a combo. Because of its invulnerability and 
screen coverage, this hyper combo resets the pace of the 
battle in your favor. 


To get full damage out of Machine Gun Spray, position Jill 
so that the opposing character is right next to hêr during 
the apex of her flip, which is about the height of a normal 
jump. Setting up Machine Gun Spray correctly can mean a 
difference of 100-200k damage. Canceling a Feral Crouch 
Somersault into Machine Gun Spray makes for an ideal 
combo finisher, 

You can utilize the quick duration of the hyper combo in 
several different ways. With a slower crossover assist, you 
can call your crossover assist and immediately perfarm 


Machine Gun Spray before the assist even cames into play. 


Depending on the crossover assist, you can gain positional 
advantage and momentum from this technique if you have 
Jill recover before the duration of the crossover assist. 


if Jill is on point, using crossover combinations is also 

a viable tactic. Chances are that Machine Gun Spray will 
recover faster than the hyper combos of Jill's teammates, 
letting you mount an offense while the opposing player 
is still dealing with the crossover combination. If the 


crossover combination is guarded, it's an opportune time to 
go for an overhead with = < H) or Feral Crouch Teleport 


WESTER 


Teleport: A staple of her arsenal, Jill 
can teleport out of Feral Crouch in one 
of five directions. It is invulnerable for a 
short period of time, and you can use it 
to quickly close distances, retreat from 








= 


а dangerous position, or mix up your 
competitor by passing through their 
character. However, it should be noted 
that Jill isn't instantly invincible; there is 





a 9 frame vulnerable window before Jill 


becomes immune to harm. 


The up-forward version of the Teleport automatically corrects Jill's direction if she happens 
to cross over her foe. Crossing up with up-forward Teleport into falling (2), or forward 
Teleport into crouching (B can be a nightmare for opposing players to deal with. To mix it 
up further, inputting the command for Position Change during Feral Grouch causes Jill to 


Telaport toward her competitor and quickly cancel inta the throw for unguardable damage. 


Also, keep in mind that forward and up-forward Teleports always cross up if your target is 
close enough, even if the opponent is cornered. 


196,200 
(11,000 рег 
bullet) 


Raven Spike: Great for ending combos, Raven Spike sets 
your adversary up for easy THC combos. The vertical hitbox 
and speed of Raven Spike can be very deceptive, and you 
can use it defensively to catch your competitor off quard. 
When using it outside of combos, make sure you have a 


hyper combo to safely THG into, as Raven Spike has enough 


recovery for the opposing character to easily punish. 


While Raven Spike used to be a great way to start the “THC 
Glitch” trick, in Ultimate Marvel vs. Capcom 3, the glitch has 
геп completely removed. This essentially removes Jill's ability 
to knock out most characters with a single combo. 


| Frames 1-20 invincible, OTG- capable, each projectile 
has 3 high priority durability points 


Frames 1-10 invincible, leaves Jill in Mad Beast state 
for 600 frames, all movement becomes Feral Grouch 
Teleporis during Mad Beast state, all special moves 
become cancelable into Teleports, able to crouch block 
only, able to perform up to 3 Teleparts in air 


Mad Beast: Jill goes into a special stance that is unique in that: 


All directional inputs are now Teleports, 
even in the air 


All special moves can now бе canceled 
into Teleport 


All basic attacks can be canceled into 
Teleport 


Given that most of Jill's attacks are Telaport-cancelable, 

you can perform massive combos and resets during Mad 
Beast. In addition, Jill can still build meter during Mad 
Beast mode (unlike most other power-up hypers), and she 
retains har Mad Beast mode even if switched out to another 
teammate. Though Jill can still guard low during Mad Beast, 
she is unable to guard standing, and she is highly vulnerabie 
during this mode. Therefore, utilizing Mad Beast either 
during combos or while your target is already pinned down 
minimizes the risk taken. 


Since Teleport can be instantly canceled into special moves, 
this allows Jill to perform what looks like special moves 
canceled into other special moves: perform a special move, 
cancel it into Teleport, then immediately cancel the Teleport 
into-a spacial move! This allows for fun combos that involve 
repeated alternating Flip Kicks and Cartwheel Kicks! 





| | 
| 

| 
| 


Aliacks performed from an uowards-angied Teleport will always Jace the proper direction. 


The majority of Jill's damage comes from her fighting abilities up close, so it is important to 
master closing the distance between Jill and her competitor. 


You can approach this in several different ways. The most straightforward way is to simply 
wavedash or jump forward while using a crossover assist to cover your approach. Jill's 
overall speed and the priority of her jumping (B and (V) attacks in an air-to-air situation 
force opponents to think twice about their counterattacks. Using Jill's crouching WY during 
a straightforward offensive can be useful, as well: not only does it force adversaries to guard 
low, but it also sneaks below most projectiles and even numerous basic attacks. You can 
cancel the slide into any special moves at any time. Cancel inta Arrow Kick ог Feral Crouch 
lo Teleport for added distance, or perform crouching ® into Flip Kick or Gartwheel Kick for 
a combo if the slide hits. 


You can also have Jill approach by using her Arrow Kick. Arrow Kick covers a significant 
distance, so use the move as a sort of offensive dash, tagging any opposing characters or 
crossover assists in its path. Since it 15 Feral Crouch-cancelable when guarded, it can be 
used to set up Feral Crouch mix-ups, tao. 


Tha fastest way that Jill can approach is via her Teleport. Teleport is Feral Crouch-cancel- 
able, so Jill can traverse the screen quickly by performing a Teleport into Feral Crouch into 
yet another Teleport. This method of approach is especially vulnerable to crossover assists, 
s0 be wary of the type of crossover assists that the opposing player has at their disposal. 
The window of invulnerability that TeleportGz possesses can be used to pass through 
projectiles, but it can be difficult to time consistently. As an alternalive, you can use Teleport 

to dodge incoming projectiles, however it does not grant as much horizontal distance as 
Teleport S> does. 


Once close, you can utilize Jill's lightning-fast standing and crouching (B to start an ot- 
fense. Crouching (v) is also a great attack to start an offense, This slide attack goes under 
most projectiles and many basic attacks, as well. After your opponent is conditioned to 
guarding low, surprise them withG> + ©) tor an overhead attack, Performing S> +O 
automatically puts Jill into Feral Grouch stance, so you can use the easy input technique 
(see the Advanced Tactics section) by holding down (B to link into Low Sweep, which can 
then be followed with Yy $1 c> + @ orf) ex» чучу + © into a combo. 


I! your ground attack strings are ever guarded, cancel into Feral Crouch to begin Jill's strong 
mix-up game. Mix-ups via Feral Grouch will be your main source of doing damage. Feral 
Crouch mix-ups can be started by canceling into Feral Crouch from a guarded Arrow Kick 

or а quarded cr, @ iw, st. Û. it your opponent uses advancing guard against either of 
these attacks, perform a Teleport G> to get right back in for another attack string canceled 
into Feral Grouch. 


Jill has many ways to open opponents up with Feral Crouch. Once foes realize advanc- 

ing guard is useless against her Teleport, you can start using teleports to mix them up. 
Teleporting S> at close range causes Jill to cross the opponent up, even in the corner. 
After teleporting, complete the cross-up attack with crouching (B , ar use a crossover assist 





to complement the cross-up, which is faster if timed so that Jill crosses up the moment 

the crossover assist connects. This mix-up is not foolproof, however. An opponent who is 
mashing a quick @ attack can catch Jill during her teleport recovery. To counter this, you 
can teleport 2-/ for an overhead cross-up instead. After the teleport, fall with air @ into 

a combo. £/ teleports will cross-up even in the corner, and Jill will automatically face the 
correct direction so that subsequent attacks will never whiff. Opponents can counter this 
with an air throw, so inputting => + acts as an option select: an air throw attempt will 
be escaped, otherwise air O) will be performed for an overhead. If either of these mix-ups 
are guarded, you can perform another basic attack chain canceled inta Feral Crouch to keep 
your offense flowing. A third mix-up to add to this is performing Low Sweep from Feral 
Grouch. If delayed slightly, Low Sweep acts as a frame trap to catch opponents who are 
either trying to jump out of the mix-up or counter with an attack of their own. If connected, 
cancel into V7 IG + (9 => V V + © to continue the combo. To keep your 
teleport mix-ups tight, make sure to hold the direction in which you wish to teleport im- 
mediately after your Xy V + © input. This ensures that Jill will teleport as soon as Feral 
Grouch's startup frames have passed. 


Some opponents will try to counter-attack the Feral Grouch mix-ups with quick attacks 

of their own. To counter this, you can perform a delayed Somersault from Feral Crouch. 
After canceling into Feral Crouch from a guarded attack, delay your @ input to allow your 
opponent's guardstun to pass, otherwise it will be a true guard string. If opponents try any 
sort of attack, the invulnerability on Somersault's startup will blow through their counter 
attempt. You can then jump cancel into her air loop (see Advanced section) into a combo. 


Against an opponent who is well versed in guarding mix-ups, you can perform 

Position Change into a combo, which cannot be guarded. Once in Feral Crouch, input 
c $^ + @ to perform Position Change. The input will perform the teleport, 
while the rest of the Position Change input will cancel the teleport into the throw. Use this 
mix-up in conjunction with Teleport mix-ups and Somersault frame traps to cause the op- 
ponent's defense to crumble. 


If you find your opponent trying to deal with Jill's mix-ups by staying off the ground with 
normal jumps, counter with an air С) option select. When attempting an air throw or simply 
attacking with air ©), always use at^ + @ input. If air @ is guarded, continue with 

air o and land into standing (B to mount a secondary offensive. If air © is guarded, 
continue with air €) , then go into a jump loop (see the Advanced Tactics section). If you 
are close enough, 5> + © will gel you an air throw, which can be followed with Fallen 
Prey or Machine Gun Spray into a THC. You can also use the air-to-air priority of air (9 and 
(М) to beat out opposing aerial attacks, which can then lead into jump loops. 


Against a cornered opponent, all Feral Grouch mix-ups are still viable, even the Teleport 
cross-ups. Enemies are most likely to use advancing guard when cornered, so use KZ 
Teleport to gel back in. 
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CR. ©, O, ST. (D e» ¥ ¥ 2 (S, FERAL CROUCH (Н), FORWARD JUMP, AIR ©, COE ©, LAND, FORWARD JUMP, ©, ODE 
©, LAND, ST. (D, (0, € o (e^ & w- o (et^ & V (6), FERAL CROUCH + , AIR S), LAND, ST. 0,0, +c (Н) 
Gur» 9$ ww o(DESS dw n mm 


935,800 damage, 12% meter loss 





Here's a great combo to use after landing a clean hit. The air Qu! (DJ jump loop can be done slowly for better positioning. Timing your hits-so that your apponent. is close to the ground 
is essential for the success of this combo. 





- 6c 41500, CR. (D, D, (B ex» V «> о (D, FERAL CROUCH (DO => 4 = + с (O, FERAL CROUCH O 
cx V <> с ©, FERAL CROUCH@ ep» + м > c G9) 


595,800 damage, 47% meter loss 


This combo acts as an easy follow-tip to Jill's = «x (Н) overhead attack. Try to hit the Feral Crouch (L) as late as possible for this combo to fully connect. 





CR. ©, ST. ©, CR. ©, ST. ©, CR. 02 Vw 9-5 OS +4 С ©, FERAL CROUCH => V V 2 О FERAL 





CROUCH = , UPWARD JUMP, O ©, LAND, ST. D, (B, € e O= V xi» с> ©, FERAL CROUCH O => А 
К) t. 
566,300 damage, 27% meter loss Lao | M 


Feral Crouch Œ. sends your adversary flying for a wall bounce, making it ideal to add to combos if you are looking to carry the target to the corner. Tha Feral Grouch cancaling can be tricky — pe 
at first, but with practice, itis manageable, 


(OPPONENT IN THE AIR) FORWARD М ©, (9), (5), LAND, UPWARD JUMP, AIR МУЛМ (Н), (S) Io LAND, UPWARD 5 
JUMP, AIR D, М @, ©, LAND, ST. 0,9, = S (HESS & ww ТМ => VV e 9, FERAL CROUCH 4 ARG, ST. 
(D, (HD, = 5 @&> +4 щ © mtm) 


945,900 damage, 4% meter loss 










This combo is great for incoming characters after а К.О. Between each jump loop, таке surg to pause Slightly before having Jill jump again to ensure that the. opposing: character 1s. as low. - 
to the ground as possible: If you are having trouble with the timing; try using only air p ХН); © instead. Note that you pan use this combo as an instant overhead. against crouching - 
larger characters like Namesis, Sentinel, or Hulk so long as one repatition-of the jump loop is omitted. 
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Holding down QJ immediately affer performing Feral Crouch ensures that the Somersauli ats execuled as 
quickly as розете. 


Take advantage of input shortcuts tu oplimize the execution and timing of 
Jill's Feral Crouch attacks. For example, a combo of standing Ө, ®, © 
==% Feral Crouch == Somersault may be difficult to perform because 

of the pause between Feral Crouch and Somersault. Luckily, holding down 

an input during the startup frames of Feral Crouch causes the move to fire 

as soon as possible. Thus, in the previous combo, an alternate method for 
performing it is standing @,@, (8) ==> Feral Crouch (hold )) ==> 
somersault. The Somersaull fires at the first frame possible, guaranteeing the 
combo's success. 


This method can be used to optimize the timing for two other approaches: 
For Teleport cross-ups: standing (B , (М), ) ==} Feral Crouch (hold £/ ) 
== Teleport 


To tighten frame trap offense timing: Arrow Kick ===> Feral Crouch (hold @) 
==> Jumping Roundhouse = Feral Crouch (hold (B) ==> Low Sweep 
zu» Flin Kick 





ЙИШ 


GENERAL EXECUTION ТЇРё 





ILM? LOOP 


Due to the angles of Jill's jumping attacks, players can loop her air chains 
during a normal jump. The typical combo is air (V), @, (D, ©, land, repeat. 
Try to keep opponents as low to the ground as possible when performing the 
jump loop. This combo can be varied depending on the situation: 


For continuing a combo after Somersault, the loop can be reduced to а slowly 
timed jumping ©), Ө to keep the Opponent from going too high during the 
combo (G) at the apex of the jump, © on the way down) 

For an air-to-air attack al normal jump height, using air ©, @Л), D, ® is 
useful due to the angle and speed of Jill's air (B ©, (V) on the way up, ©, 
G on the way down) 

During combos, one or two repetitions of air (V), (9, ©, © or air ®, (D, 
© can he used for extending damage and meter building 


Furthermore, Jill's air (i) acts as an instant overhead against large characters 
such as Hulk or Sentinel. Given this, Jill's entire jump loop can be performed 
on large characters while they are crouching. Opponents are forced to playa 
high/low guessing game whenever Jill is near. 


MOS MEST? 

Jill has several options to 

mix incoming opponents 

up alter a K.D. 

Against opponents 

who come in allacking 

immediately, Jill can 

counter their attack by 

doing a preemptive 

jump loop (air ©, (3, | — 13 
Ө) Not every teleport in the game can cross up in the comer. Luckily, Jills 

Against adversaries who /2/80017 does! 

come in with a delayed attack, you can use Somersault ta out-prioritize 

their attack 


eS coming in defending fall prey to Feral Crouch mix-ups including 
124 o Teleport cross-ups and Teleport into 
Position Change. 





Somersault causes heavy hitstun. When jump Canceling from it, you don’t need to attack right away; delay your hits to make sure the 


positioning is correct. 


Use the Feral Crouch easy input technique to make her combos easier. 
If you ate having trouble performing jump loops, try normal jumping straight up instead of forward to help with positioning. 


CRM ST.) O, OR. О оо => ONS * Mad OFA + (DOO TY e => OOD осо O 
МЫ мое е» Uu + WUN + O =S YS + WS + @® ex OS + (orte @ =D 
Мыз UU + @® SUC rt чу сүп + @ eae UOC eM) VOL + @ «=> cS + Dd 


Notes : | 
| Make sure not In cancel hey $4 c» + 
rhythm starting to fade mid-combo, simply cancel апу 


„л, мү рл 
CHO), GO > 






D$ e» + @ ino с> + 





+x CEO 
Notes: : 
I you execute this combo midscreen, each Teleport will crass up. Reverse 


| Notes: 













inputs accordingly 


| This combo is an easy 100% damage combo if done in X-Factor, Requires corner 


@ огу A > + (B until tho attack has connected; otherwise, you will accidentally Teleport, I you feel your 
ШЧ [o gel as much damage as possible 


М n> + Gb UU + O, FERAL CROUCHS>, ST. ©, ST. (9, O => Oc>+ @ - UU + ©, FERAL 
CROUCH, ST. (v), O, < + © ==> Xo CV + (%), FERAL CROUCH), AIR O, LAND, ST. (9), +0 













812,300, 32% meter gain 






ex ху \C> + @ e 









Damage 


489,700 damage, 26% meter loss 





Damage 


(100% damage | | 
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